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Ramda leaps out the door and charges straight for the
narrow boat. 1 he two Ruby Racers dive out of the sky
and open fire. You blast them with crvodarts as vou race
after Ramda. Digit tlings its tape beam up at the vil-
lains. A mass of brown threads engult the Racers. They
plunge their red vehicles foerward and easily knock the
threads away.

You squeeze off more cryvodarts and run as fast as yuu
can. L'p ahead Rd["ﬂl’_ld\]uﬂ‘lpﬁ into one of the silver boats.
You and Digit dive in after her. The httle robot topples
over backward. You help it up with one hand and keep
f"lring with the other.

Ramda quickly presses the control keys and the small
craft lunges forward. She weaves the boat from side to
sicle 1na desperate attempt Lo stop Zera’s 1ce arrows from
blasting a hole 1n the bottom,
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Introduction

Join the Arcade Explorers and discover a new dimen-
sion of video game adventure! You'll travel to the land
inside your computer and save the kingdom of Venturia
from the deadly Electronic Hurricane created by Zera,
ruler of the evil Glitches.

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

The computer programs in this book are written in
BASIC for the Apple I1+, Commodore b4, and Radio
Shack Color Computers. The program 1s divided into
seven parts. You will make a choice between two dif-
ferent 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 your
choices in the story. Or, if vou want to type in the en-
tire program later, you can mark your choices on the Op-
tion Sheet on page 124.

Betore you do any typing, be sure to read the specific
instructions for your computer, srartmg on page I11.

Of course, you can enjoy this exciting adventure story
even if you don’t want to use a computer or you don’t
have one. Read the story and make your seven choices.
Turn to page 96 and follow the fast-action simulation
of the video game finale.

The choices are yours to make.

Can you save Venturiar













chapter ]

Inside your computer, the land of Venturia is preparing
for the birthday of its leader, Romiden. In the capital city
of CPU Central, the palace has been beautitully decor-
ated. Huge gold banners line the shiny white walls and
green carpets cover the [ront steps. Multicolored flags
wave atop the building in honor of the celebration.

Meanwhile, you're in your room plaving a fast-action
video arcade game on your home computer. It’s the final
battle of the Arcade Explorers’ monthly competition, and
you desperately want to win. With great speed and skill
you tight to the finish. Just as you beat your opponent,
the deE of Romiden’s daughter, Ramda, appears on the
monitor.

“Hello, my friend,” she says, brushing her blond hair to
the side. She’s dressed in a blue and white striped shirt
and 1s the same age as you are. Her pet bird, Vidi, sits on
the shoulder of her blue and white striped shirt. The
one-eyed white bird stretches its wings as Ramda adds,
“Congratulations. I'm glad to see that youre sull the
top-scoring member of the Arcade Explorers Video Game
Network.”

“I'hat’s right!” you proudly reply. “That makes me the
best video game player here in the Analog [himension.
How are things there in Venturia's Digital Dimension?”

“Better they could not be,” chirps Vidi.

“We're here to invite vou to a party,” explains Ramda.

13




SETH McEVOY AND LAURE SMITH

“Great!” you cheer. “What’s the occasion?”

“It's my father’s Decade Day celebration. He'’s fifty
kiloyears old. We're having a huge festival and we want
you to come,”

“You bet I will,” you answer. “How do [ get there?”

“The same as before,” says Ramda. “Just type in this
password phrase:

‘Riders of the Light,

From the Land of the Night
Lill pass through the glass
Of lightning's window.’

As you input the words into vour keyboard, you ask,
“Like the last ime I went to Venturia, I'll only be gone
for an instant, right?”

“That’s right,” Ramda replies. “Time moves ditferently
here in the Digital Dimension than it does m the Analog
Dimension.”

“Omly a binary second will you be gone,” squawks Vidi,

“The party will be great tun,” adds Ramda. “All the
kingdoms will join in and my father’s birthday speech will
be transmitted throughout Venturia.”

When vou type in the final words of the phrase, the
monitor erupts in a flash of light and a white fog swirls
up from the tloor. As a gentle breeze sweeps across your
room, Vidi tlies through the screen. He lands on your
keyboard and says, “At me you must look and not be
afraid. My eye I will shine and digitize you.”

“I'm not afraid,” you answer, looking directly into the
bird’s single eye. Vidi shoots a powerful beam of bright
light straight at you. It surrounds your body and trans-
forms 1t into digital graphic squares. Quickly you grow
smaller and smaller untl you're only three inches tall.
Then Vidi scoops you onto his back and flies into the air.

A blazing bolt of hghtning tlashes in front of you. As
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vou pass through the giass of your compater’s monitor,
you close your eyes and hold on tight. Vidi swings abruptly
to the right and you tumble to the ground. When you
open your eyes you see the small white bird at your feet
and realize vou are full size again.

Extending her hand, Ramda smiles and says, “Let me
help you up. You won’t be able to enjov the party lying
down.”

A huge crowd has gathered 1n front of the white pal-
ace, Festive music begins to play and Ramda grabs vou b}
the arm. “Come on!” she orders. *My Tather’s about to
make his speech.”

She pulls you through the crowd while Vidi flies over-
hcad. As the three of you reach the top of the green-
carpeted steps, Romiden proudly appears at the palace
doors. The tall, gray-haired man raises his hands to the
cheering crowd that fills the courtyard outside the build-
ing. His long black cape slides over his arms and falls
against his gray uniform.

Max, the head of the Venturian Snidar security patrol,
stands by his side wearing bis checked coat. He is only
three feel tall, but he looks powerful as he intently scans
the crowd for any signs of trouble.

Romiden waves as the Venturians continue to applaud.
Vidi suddeunly tlies over Max, kicking off his big black
hat. Max gmbs for the hat and vells, “Get away from me,
you featherbrained son of a number cruncher!” He swings
at Vidi and misses,

Vidi flies onto Ramda’s shoulder and f;ﬂm]}, replies,

“Max, my friend, your minibrain js megapain.

Ramda runs up to her father and greets him with a
hug. Then Romiden shakes your hand. “Glad vou're here,”
he shouts over the roaring crowd.

"Me too!” you shout back.

Romiden motions for the audience to be quiet. Just as
he is preparing to address the crowd, all of a sudden a
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cloud of red smoke erupts on the steps in front of vou.
Four sleek red vehicles fly to the ground and slam 10 a
stop. The spectators gasp.

"Ruby Racers!” shouts Max. He draws his retro rifle
and calls out for his Snidar patrel. Small muscular men in
black uniforms rush forward as a tall, dark-haired woman
steps out of the first red machine. Ller silver jumpsui
sparkles as she approaches Romuden. Three women dressed
in huge red robes come out of the other vehicles. They
have horrible blue faces and long green hair, The Suidar
patrols hesitate when the evil-looking creatures raise their
WeapoIs,

“"What are you doing here, Zera?” barks Romiden, “1
banished vou from Venturia forever.”

Zera tosses her short curly hair back and laughs. The
beautitul woman points o her three ugly compauions
and savs. “When vou threw me out of Venturia, I went 1o
live with the Glitches on the lsle of Error. They have
mide me their ruler.”

“l should have thrown vou mnto the Silicon Sea,” snaps
Romiden. “Your voltage experiments were responsible
for the complete desiruction of two Venturian cities, [
ordered you not to try more deadly experiments. Thou-
sanids of Venturians died because of yvou and hundreds
more will live the rest of their lives as mathematical
cripples.”

“A small price 1o pay for the advancement ob numeric
science,” answers Zera coldly,

“You're a savage and vicious barbarian,” shouts Romiden.
“It you don’t leave Venturia immediately, I'll lock you up
in Cobol Prison.”

Zera raises her hand over her head and a blast of wind
sweeps through the air. Huge black clouds race across the
sky. People scream and {all (o the ground, tossed there
like leaves by the fierce whirlwind.

“You're the one leaving V enturia!” vells Zera. “"When

16
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those voltage experiments exploded, I was mysteriously
transformed. I now have the power to control the weather,
and you can't stop me. ['he Isle of Error is sinking into
the sea. The Glitches and I are taking over Venturia. |
demand that you and all of your peoplc leave Venturia at
once.”

“Never!” shouts Romiden.

“It’s too late,” Zera says, scowling. “I've been working
for kiloyears te create the ultimate weather weapon. Fi-
nally 1 devised an indestructible Electronic Hurricane,
more powerful than anything you have ever seen. It’s oft
the coast of Venturia and will strike in exactly seven octal
hours. If you don’t evacuate your people by then, they'll
all be destroyed. Don’t you dare try to stop me!”

Zera and the three Glitches disappear into their Ruby
Racers and fly away in a cloud of red smoke. Max and the
security patrols move mto the crowd to try to calm every-
one down.

Rarnda leaps to her father’s side. “I don't care what she
says, we must stop that Electronie Hurricane!”

“It may not be possible,” says Romiden, shaking his
head worriedly. “Fve heard reports of Zera’s recent weather
experiments. But I never 'iuapected that she could create
such a deadly threat to Venturia.”

“lLazarius can stop her,” insists Ramda. "He's our great-
est Smole scientist.’

“It there's any hope of beating Zera, Lazarius can do
it,” Romiden agrees as he rushes into the palace. “Let’s
find out if he can.” Romiden strides quickly through
white corridors. You, Ramda, and Vidi follow close behind.

The Ventunan leader enters a huge cluttered room
and calls out, “Lazarius, are you here?”

A small white-haired head pokes cut from bchind a
pilc of silver boxes. “Here I am,” says the little scientist as
he wipes his hand on his long green lab coat. “What can [
do for you?"

18
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Romiden bends over and places his hand on the shoul-
der of the two-foot-tall scientist. “Venturia is in grave
trouble, Lazarius. Zera has created an indestructible Elec-
tronic Hurricane. It's going to ravage Venturia in seven
octal hours.”

Stroking his chin, the wise old Smole sighs. “This s a
very serious problem indeed. None of our weapons are
strong enough to meet her challenge.”

Ramda folds her arms across her chest and says grimly,

“It’'s too bad we can’t cnmbme all of our antiweather
weapons Into one superweapon.”

“That’s 1t!” cries Lazarius. “Ramda, your 1dea might
just work.”

“Really? It was just wishful thinking,” she says.

The Smole scientist makes high-speed. calculations on
his panel of electronic equipment, Colored hghts flash
and numbers race across the viewing screen as he intently
studies the data. When Lazarius presses a buzzer, a rec-
tangular robot not much taller than he is enters the
room.

“That thing looks like a huge mechanical cereal box,”
you say under your breath.

The small robot rolls in on two fat wheels that are
tucked beneath its shiny gold body. Dials, levers, and
buttons cover its front and back. A small viewing screen is
placed near the top and two skinny metal arms stick out
of each side.

Lazarius grabs the robot and pulls it toward Ramda
and Romiden.

“This is my new invention,” he says, polishing it with
his sleeve. "I call it Digit.”

As you inspect the robot, Ramda asks, “What does it
dor”

Lazarius presses a few of Digit's keys and its little view-
ing screen lights up. Two eyelike circles appear and a
mechanical voice comes out of the speaker. “I am pro-
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grammed to translate different data into a common lan-
guage,” 1L says.

“What for?” Ramda asks.

Lazarius says, “This is how we'll combine all of our
antiweather weapons into the one superweapon you sug-
gested. We'll input the green data cubes from all the
weapons into Digit’s wranslator system. The translator will
combine that data into one giant weapon that will destroy
the Electronic Hurricane,”

“All right!” cheers Ramda.

“Great!” you cry.

“Let’s get started,” commands Romiden.

“Not so fast,” savs Lazarius, raising his hands. “Many of
the antiweather weapons have been out of use tor kiloyears.
They've been placed in Venturian museums. Some are
stored in libraries and temples and others can only be
found in the old data shops.”

“We'll just have to go after them!” says Ramda con-
fidently.

“There’s not much dme,” Romiden warns. “We must
move quickly.”

“But who'll operate this superweapon?” the scientist
asks. “It will take a long time to train someone to use it."”

Slapping you on the back, Ramda says, “Why, our
friend here can operate it. The weather weapons work
like the video games they have in the Analog Dimension;
this is that dimension’s best game player.” Turning to
you, she says, “As vou learned when vou visited us be-
fore, Venturians must be trained extensively before they
can operate any mechanism. Your natural instincts will
allow you to operate the weapon immediately. Can we
count on you?"

“Sure!” you answer enthusiastically.

“Wonderful,” exclaims Romiden.

" Vidi flies onto your shoulder and says, “Thank vou, my
riend.”

20
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Suddenly Max rushes into the room. “Romiden, Venturia
is in chacs! During the birthday celebration, Zera'’s threat
was transmitted to all the kingdoms. People are fleeing in
panic. "

“We've got a plan,” says the Venturian leader. “And we
need your help. We're going to create a superweapon to
stop the Electronic Hurricane.”

“What can I do?” Max asks earnestly.

“Take charge of the evacuation,” Romiden tells him.
“But I want you to secretly inform the people that we
have a plan to stop the hurricane before it strikes. In the
meantime, 1t’s important that it looks like we are follow-
ing Zera’s orders.”

Raising his hand to his hat, Max salutes Romiden. “My
Snidar patrols and I will carry out your orders, sir.”

“Good,” says Romiden as Max quickly makes his exit.
“Ramda, I want you and our friend from the Analog
Dimension to take Dhgit and collect the weather-weapon
data cubes,”

Lazarius hands Ramda a silver card. “This is the list of
locations where the data can be found. Digit can compile
only seven types of information, so you will have to choose
carefully which data you want to acquire at each location.
Each of these small weapons can drain a certain amount
of the Electronic Hurricane’s macroenergy. Only by
draining afl of the hurricane’s macroenergy can you de-
stroy it completely. When Digit has compiled all seven of
the antiweather weapons, you will operate the superweather
weapon on Digit’'s monitor screen.

Turning to you, Ramda says, “Because you'll be operat-
ing this new weapon system, you should be the one to
make the choices.”

"When do I start?” you ask.

“Right this binary minute,” Lazarius answers. “We have
two antiweather weapons currently in use. One is the
alpha cannon and the other is the beta blaster.”

21
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“What is the difference between them?” you ask.

Lazarius answers, “The alpha cannon will fire in a
bhorizontal direction and the beta blaster will fire in a
vertical direction. If either shot hits the hurricane tn the

center, it will sap some of its macroenergy. Which would
you prefers”
You caretully consider and make your chotce.

Lhether you choose the alpha carinori or the bets
blaster, be sure to write down your choices on
the Optionn Sheet on page 124,

If you have a computer, type in the first parl of
ypur prograrm:

Commodore owners turn to paga 128.
Apple owners turn to page 14HY.
CoCo owners tum to page 160.

When gou are through typing. continue the story by
turning to Chapter 2 on page 23.

If you aren't using a8 camputer:

Continue the story by turning to Chapter 2 on page 23.

22



chapter 3

After you make your selection Lazarius hands you a smmall
green cube, “Here's the weather weapon data,” he savs.
“Insert this into Digit’s input slot.” You shde the square
into the narrow hole on the front of the hittle gold robot.
Its viewing screen flashes and numbers appear on the
screen. Colored hghts blink on and off and dials spin.
The robot sways back and forth as it makes 1ts calcula-
tions. Finally a buzzer sounds and Digit says, “I've com-
pleted my translattons. Do you have any more?”

“Not nght now,” Lazarius says, adjusting one of the
rohot’s dials.

Examining the list of locations Lazarius provided, Rainda
says Lo you, “Our first stop is the Museum of Math in the
city of PY. We'll get there through the transport tubes.”

“I'll direct the evacuation of the city from here,” Romiden
explains. “Keep 1n touch with me on your wrist viewer.”

“Will do,” says Ramda, heading for the door.

Romiden calls your name and says, “Only you can save
Venturia!”

“I will,” vou reply with a quick salute. Digit rolls close
behind as you run along at Ramda’s side. Vidi rides on
her shoulder as she races through the paluce and ducks
through a doorway. She tosses you a black and gold
helmet. As you slide it on, she shoves a V-shaped metal
object into your hand. “What’s this?” you ask.

“A cryogun,” she explains. “Squeeze both ends together

23
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and it’ll fire frozen cryodarts. A few shots of those will
knock the wind out of Zera and the evil Glitches.”

Tucking the weapon into your pocket, you follow her
out of the palace. She exits through a side door and
climbs inside a square glass tunnel.

The long, narrow transport tube rises into the air and
snakes across the green and white rectangular buildings
of CPU Central. It reaches as far as your eyes can see,

Ramda tells you and Digit how to strap yoursclf into
one of the seats. Then she reaches for the control panel
and presses a colored key. The tube’s glass doors slide
shut and the seats tilt backward until you are lying flat.
Vidt tucks himself securely under Ramda’s arm as she
says, “We're gomg to be mmlng very fast, so hang on
tight.’

gSuddenl}* your reclining chair springs forward. You're
moving so quickly you can barely make out the huildings
below. The strap across your chest holds you tightly as
you plunge feet first through the glass tunnel.

As the tube turns sharply to the right you almost fall
off your chair, but you grab the transport seat just in
time. Suddenly something flies past you. Whiz/ Raising
your head, you call out, “What was that?”

“Just another passenger,” Ramda answers. “Keep your
head down or the next one will knock it off.”

“That sounds like good advice,” you mutter, flying
through the tunnel at high speed.

Stopping abruptly, your feet fly into the air. Vidi tum-
bles to the ground and squawks, “Bumpy landings I do
hate!”

“You're all nght,” says Ramda, picking up the bird and
placing htm on her shoulder. After she hits a key on the
control panel, the glass exit doors fly open.

As you straighten your helmet, you notice a huge black
skyscraper outside. Thick red hnes run around the mid-
dle of the multilevel structure. The letters CPU appear
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on the highest tower and red flags fly from the lower
ones.

“Is that the Museum of Math?” you ask.

“You guessed it,” Ramda rephes as she adjusts one of
Digit’s dials. The little gold robot rolls out of the trans-
port tunnel and heads for the black building. It rocks
gently back and forth as it moves along.

Rushing to keep up with Digit, you ask, “Why is Zera so
evi]?”

“Always that way she has been,” Vidi informs you.

“Even the tricks she played as a child were shocking
and horrnible,” Ramda adds.

“What kind of tricks?” vou inquire

“Cruel and very unusual ones,” Ramda begins. “She
would feed magnetized food to the crystal creatures and
drop them on top of the Magnetic Mountain, The poor,
helpless animals would stick to the side and hang there
until they died.”

“T'hat’s disgusting,” you say with a scowl.

“Zera 1s a brilhiant scientist,” Ramda continues. “It's too
bad that she uses her genius in selish and terrible ways.”

Suddenly you hear evil laughter. Quickly turning around,
you spot the beautiful villain standing beside her Ruby
Racer. The three Glitches are nowhere in sight. She laughs
as she tosses her dark curly hair to the side. “Ramda, you
have the brain of a ferrofly. You'll never understand the
importance of my experiments.”

Enraged, Ramda shouts, “You're nothing but a mur-
derous voltage villain!”

Zera raises her binary bow 1n anger and fires ice ar-
rows. You and Ramda dive to the side and shoot back. A
shower of cryodarts hits Zera. She grimaces in pain but
keeps attacking.

You and Ramda bombard her with more deadly shots
from your weapons. Vidi blasts the villain with an electroray
trom his eve.
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Digyt flings open a tiny window in the center of its
body. “Get out of the way,” the robot yells. “I'm going to
hre my tape beam.”

All at once long brown strings shoot out of the robot at
ightning speed. They fly onto Zera and wrap themselves
around her legs. She kicks them off and fires back with a
vengeance.

“Run tor the museum!” orders Ramda.

Vidi and Digit race for the front door. You and Ramda
fire back at Zera as you tear alter them.

As Digit struggles to open the heavy doors, Vidi calls
for help from inside the museum. Zera's ice arrows slam
against the metal building and break into a million pieces.
Just as vou reach the entrance the doors tly open. You,
Ramda, Vidi, and Digit dive inside. Two birdhke robots
slamm the huge doors shut. Zera’s arrows pound against
the metal, but the robots bolt it securely.

The long-legged green robot says, “You're safe for
now,”

The blue one adds, “Zera can’t get through these doors
for quite a while.”

“I hope they keep her out long enough for us to get
one of the ancient weather weapons,” Ramda says, gasp-
ing for breath.

“That’s why you're here?” asks the green robot.

“Yes,” answers Ramda.

After she explains the plan to save Venturia, the blue
metal machine replies, “Then we must hurry to collect
the data. There are two ancient weapons here in the
museum. The bouncer bat is on display in the Geometric
Wing and the twister paddle is located in the Trigono-
metric Wing.”

“How will each one work when 1t's part of the super-
weather weapons” you ask.

“1If the FElectronic Hurricane hits a bouncer bat, the
hurricane will instantly reverse its direction. The twister
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paddle will also deflect the hurricane, but in an unknown

direction. You can only have one bouncer bat on the

screen, but you can have more than one twister paddle.”
You think carefully and tell the robots your choice.

If you chogose the bouncer bat, turn to page 29.

If you choose the fwister paddie, turn 1o page
33

Be sure to mark your choice on the Option Sheet on
page 124.
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“I want the old weather weapon in the Geometric Wing
of the museum,” you tell the robots.

The green one says, "Follow me. Those exhibits are on
the left.” The tall, skinny green machine leads the way
through the building’s dark halls. You follow behind Digit
and Ramda as Vidi tlies overhead.

The robot looks like a long-legged bird as 1t wobbles
around the corner. It presses a light panel and the Geo-
metric Wing lights up. Weird rectangular structures fill
the room. Intricate diagrams of circles and squares line
the walls on the left. A giant red ball swings from the
ceiling, and on the right a huge map fills the entire wall.

Following the robot into the room, you ask Ramda,
“What's all this stutft in here?”

She points to the large blue map and explains, “That’s
a map of the long-lost kingdom of Geometrica. It was a
secret culture dedicated to the pursuit of precise mea-
surement. There are lots of unusual legends about thai
ancient kingdom.”

“Like what?" you inquire as you run your hand along
one of the smooth rectangular sculptures.

“My favorite one is the story of the cube contest,”
Ramda says with a smile. “There was an old King Metrein,
who had one daughter and no sons. He refused to allow
his daughter to rule Geomctrica after his death. Insisting
that a mman must be the leader, he held a contest to find
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the one who could create the perfect cube, The man who
could do this would be crowned King when Metrein died.

“Of course, this made the king’s daughter very angry,
so she disguised hersell as a man and submitted her cube
along with thousands of others. Naturally she won. The
king was so shocked that he gave her his crown and left
Geometrica forever. The daughter went on to be one of
the wisest rulers in the kingdoni’s history and her father
was never beard from again.”

“That’s a wild story,” you remark, turning the corner
into another large room.

The green robot points to a glass cabinet high up on
the wall and says, “That’s the old weather weapon up
there. I'll climb up and get it down for you.”

The robot places a spiked pole against the wall. Just as
it starts to climb up the pole, suddenl}r an explosion
thunders against the window at the end of the room. Zera
appears at the glass and yells, “I'll get in there. You can’t
get away from me!”

“Don’t worry,” the robot says. “That glass is indes-
tructible.”

Vidi tlies into the air and squawks, “That it may be, but
Zera will keep trying.” Digit nervously rocks back and
torth.

The green robot climbs to the top of the spiked ladder
while Zera slams ice arrows against the window. They
break apart as they hit the indestructible surface. An-
gered by this, she raises her arm to the sky and forms a
swirl of bla::k clouds. Huge hailstones puund against the
glass. The window shakes violently under the brutal attack.

“Hurry!” shouts Ramnda. “It could break in any second!”

The roboi struggles to open the display case. The min-
ute the cover comes off, the window shatters into a mil-
lion pieces. Hailstones pour across the floor and Zera
charges inside the building. She draws her binary bow
and fires ice arrows straight at you. Whipping out your
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cryogun, you blast her with a shower of frozen darts.
When Digit hurls 1ts tape beam, brown strings {ly through
the air.

Zera ducks behind a metal rectangle and strikes back.
*I know what vou're up to,” she velis, “but there’s no way
any old-fashioned weather weapons will stop me.”

The green robot grabs the bouncer bat cut of the case
and tosses it to Ramda. Jumping into the air, Ramda tries
to catch the long black object, but she just misses. It
crashes to the floor. Zera shoots the weapon with her
arrows and 1t slides across the room. Though you blast
her with your dart gun, Zera boldly lunges tor the long
black weapon.

Suddenly Vidi soars across the room and scoops the
object up i his beak. He flies toward the door with you,
Ramda, and Dhgit racing after him. The tall green robot
throws the spiked ladder to the floor and knocks Zera
down. Though she struggles to get up, her leg is caught.
She throws her fist into the air and vells, “I'Hl beat you,
Ramda'! My Electronic Hurricane can’t be stopped!”

As vou race to the front exit of the museum, the blue
robot throws the door open and the four of vou run for
the transport tube.

Vidi grips the long black weather weapon securely in
his beak as he flies inside the glass enclosure. Ramda
jurnps mto one of the seats. You and Dhgit strap your-
selves in as Vidi pulls the green data cube from the black
weapon. Then he slides the square into Digit's input slot
and slips safely under Ramda’s arm, She throws the trans-
port system into high gear.

You hang on tight. The little gold robot rattles and
shakes as the information is translated. You whip through
the glass tube and twist around the corners at high speed.

If you have a compulter, lype in the second part
of your program:
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Commodaore ouwners turn to page 130.
. Hpple gwners turn to page 146.
CoCo owners turn to page 1b2.

When you are through typing, continue the story by
turning to Chapter 3 on page 37.

If you arent using & compuier:

Continue the story by turning to Chapter 3 on page 37.



chapter Eb

“I want the old weather weapon in the Trigonometric
Wing of the museum,” vou inform the robots.

“I'll take you there,” says the blue one. “It’s just to the
right.” |

‘I'he huge halls are dark and creepy. Digit and Ramda
follow close behind the skinny robot as Vidi flies over-
head. The robot has a bird-shaped body, and its long legs
stagger and sway as il lcads you into the muscum. It
directs vou into a huge room filled with triangular struc-
tures, Dovens of colored balls cover an entire wall. Three
glass cases arc filled with beautitul rotating angles. The
golden V-shaped objects sparkle as they swing back and
forth.

Pointing 1o one of the glass cascs, you ask, “What are
those things?” -

“I'hey're the Magic Weapons of Queen Cosina,” Ramda
explains.

“How are they used?” vou inquire as you watch their
graceful movement.

“When they're thrown at enemies they hypnotize them,
causing them to fight cach other. That's how {Jueen
Cosina won the great Arc "e"qr"drs »

“What were the Arc Wars?” you mquire.

Ramda replies, “Quecn Cosina’s kingdom was attacked
by the evil King Tangen. He wanted control of her pre-
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cious arc mines. At that time her workers produced the
largest and best-quality arcs.”

“But what do you mean by arcs:” you ask as you wan-
der around the room.

“I'hey were an old-fashioned tool used for numeric
calculations,” Ramda tells vou. “King Tangen wanted
Cosina’s arcs so he could build an invincible numeric
army and rule the world. But Cosina outsmarted him by
hypnetizing Tangen’s knights with her magic rotating
angles. The weapons fooled them into attacking cach
other and the army was defeated. King Tangen tled and
never returned.”

Shaking your head, you reply, “I hope 1 never run mmto
those hypnotic weapons.

“You won’t,” Ramda assures vou. “T'hese three cases
contain the only ones left in Venturia.”

The skinny blue robot leads the three of vou into
another huge room. It presses a light panel and the
darkened hall lights up. All of a sudden Zera jumps into
the rmddle of the room and bombards you with 1ce ar-
rows! You duck fast and jump behind a triangular metal
sculpture. Ramda blasts Zera with her cryogun. The fro-
zen darts whiz past the beautiful villain.

She laughs. “You fools [orgot (o lock the back door!
I've got you now.” |

“Gh, no you don’t,” Ramda cries as you both shoot
back at Zera. Vidi blasts a ray from his eye as Digit aims
its tape beam.

The blue robot leans over and whispers 1o you, “Yhe
antiweather weapon is in that glass case behind Zera.”

“We've got to get in there,” you declare, dodging away
trom a shower of ice arrows. Ducking behind a triangular
sculpture, you accidentally push it forward.,

“We can use these friangles as cover,” you explain in 4
low tone. “Just push them into the next room and drive
Zera away from the weapons display case.”
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“Good idea,” the robot softly replies.

As you start to slide the heavy sculpture forward, Ramda
realizes your plan and follows your lead. She fires at Zera
and pushes her back across the room.

The evil woman gets angry at your bold move and
gestures by moving an arm over her head, causing a swirl
of fog to sweep across the room. Lt fills the air so you can
barely see where you're going. Pushing forward, you aim
for where you last saw the case. The fog grows thicker
and vou move blindly into it.

Bam! The metal sculpture crashes to a stop. You reach
forward, feeling for the display case. Smashing the glass
with your dart gun, you cautiously reach inside and grab
a round blue object.

“That’s the twister paddlc weather weapon,” the robot
says to vou.

“l know what you're doing here,” Zera says with a
snarl, “It you think old wecather weapons can stop me,
you're wrong.”

“Let’s get out of here,” you whisper.

“That’s just fine with me,” Ramda says.

“Back the way we came we must go,” Vidl adds.

“The fog'’s so thick Zera won't sce us escape,” Ramda
explains. “But keep tiring so she won’t suspect.”

Csrabbing Digit by the arm, vou shide backward, firing
shots of cryodarts. Digit pours its brown tape beam strings
1nl:n the foggy room.

‘I'll keep her pinned down,” the blue robot whispers as
the four of you slip away,

When you reach the corner, you tear past the trigono-
metric displays and race toward the front door. The
green robot throws it open and you, Ramda, Vidi, and
Digit run outside.

You grip the weather weapon firmly in your hand as
you jump inte the nearby transit tube. Ramda grabs it
from you and orders you to strap yourself into a seat. She
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pulls the green data cube out of the blue weapon and
slides it into Digit’s input slot. Then she straps herself in
with one hand and throws the transit system into high
gear with the other. Vidi jumps under her arm as the
seats lunge forward.

Digit’s little gold body shakes and sputters as the new
data is translated.

Youn hang on tight while you fly around the corners of

the glass transit tunnels and safely escape from Zera's
attack.

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

Commodore owners turn to page 130,
Apple owners turn to page I46.
CoCo owners turn to page 16¢&.

When yau are through typing, continue the story by
turning to Chapter 3 on page 37.

If you aren’t using a computer:

Continue the story by turning to Chapter 3 on page 37
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chapter 3

The transport tube jolts to a stop. Ramda throws open
the glass door and yells, “Follow me to the Cathode Clifts.
We'd better hurry because there are only five octal hours
betore the Electronic Hurricane strikes.”

She jumps oul to the ground and Vidi thes somersaults
through the air. Helping Ihgit through the doorway, you
notice you're in the middle of a quadtree forest. The
black, rectangular leaves on the trees are so thick you can
barely see their four-sided green trunks. Thick clumps of
red grass grow fall at the base of the trees.

“Watch out for the electrovines!” Ramda shouts. You
caretully step over the dangerous orange vines scattered
in all directions.

“Ouch,” you cry when vou accidentally brush against
an clc-::tmr:hdlgccl plant hanging from a quadiree branch.
The vine sparks and crackles as it falls to the ground.

“Don't say | didn’t warn you,” Ramda jokes.

“Where to now?” you ask her.

“We'll have to blaze a trail through the forest to get to
the Cathode Clifts,” Ramda explains.

“Thar’ll be loads ol fun,” you say sarcastcally. “At least
Zera’s nowhere in sight.”

Vidi lands lightly on vour shoulder and agrees. "Of
that fact I am also glad.”

“We'd better get moving before she figures out which
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way we went,” Ramda advises. “Now she knows we're up
to something. I just hope she doesn’t follow us.”

“We'll stop her,” vou assure Ramda.

“Of course we will,” Digit adds.

“I hope so,” Ramda replies grimly, leading the way nto
the forest.

Cautiously you avoid the treacherous clectrovines while
you push big black leaves ocut of your path. Vidi fhes
sately overhead and Digit rolls over the dangerous vines
without a spark.

You move deeper into the dense forest when, out of
nowhere, a pack of small red creatures leap right at you!

“Oh, no!” shouts Ramda. “We've run into the Hertz
rats!”

“What'll we do?” vou crv.

“Use your dart gun,” Ramda urges. “It they bite you,
vou’'ll become violently ill, maybe even die.”

Instantly you draw your gun and blast cryodarts at the
red Hertz rats. They try desperately to bite you with their
huge sharp teeth, but you fight them off. They fling
themselves at you but when you jump to the side, they
crash to the ground.

Digit whacks the rats with its metal arms and Vidi
bombards them from the air. You and Ramda also strug-
gle to stop their brutal attacks but they keep on coming.

“Run for it!” Ramda commands. “They won’t be able to
tollow us if we climb up the Cathode Chffs.”

With a burst of speed you tear through the forest,
quickly dodging electrovines and beating off the treach-
erous Hertz rats. Darting around a quadtree, you leap
through the forest and spot a black wall up ahead.

“Is that the chiff?” you ask, running as fast as vou can.

“Yeah,” shouts Ramda. “There's a ladder on the lefe.”

Digit is the first one to scurry up the clitf. You and
Ramda follow as tast as yvou can, as Vidi dive-bombs the
Hertz rats, knocking them to the ground.
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You dash up the ladder carved into the side of the
shiny black chif.

“I think we're safe,” Ramda announces as she pauses
above vou on the ladder. “Those disgusting rats can’t get
up this high.”

You sigh with reliel. Glancing up, vou see that the top
of the clitt 1s a long wav above you.

Digit uses its four skinny arms to skillfully climb up-
ward and vou follow close hehind. Suddenly, as you reach
for another hand hold, three black worms spring onto
your arni. When vou slam vour hand against the cliff,
they fly off. But instantly four more wiggle up your
sleeve.,

“What are these black things?” vou shout to Ramda
below.

Knocking two off her wrist, she replies, “?ap WOIrms.
They'll dig their way into your skin if you aren’t careful.”

“Yuk!” You grimace as you fight them off as best vou
can.

“Digit!” you shout frantically. “Get to the top before
these worms make my arm their new home!”

“I will indeed!” the little gold robot answers, bounding
up the cliff. You charge after it with lightning speed;
Ramda 1s nght behind you.

Though the zap worms climb all over your arms and
legs, }-'{)Li don’t stop to throw them off. Finally you reach
the top. Scurrying to your feet, you tling the little black
worms to the ground. They're in your hair and on your
clothes. Yeeech! Vidi scrapes his wings along your back,
knocking away dozens of worms. Ramda pulls them off
her striped shirt and stamps them with her feet. “Take
that, you slimy things!”

You scan every inch of your body and pull the last zap
worm off your arm. Tossing it over the chff, you yell,
“Bon voyage!”
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You deunble check behind vour cars and a&.k Ramda,
“Are there any more horrid [hmqs out here?

“1 hope not,”™ she replics. “Most parts of the outdand
torests are Lmnpl{jt{:h' uninhabited, but this area seems fo
be having a cony [-‘!1“(]['[ for nasty and disgusting creatines.”

“That’s tor sure.” Digit adds, shaking the last worm oft
s metal body.

To vour rm;hl you spot a giant glass dome and a tell
arav column. “What are thoses”

“That's where we're going,” Ramda replics. “Each one
conlains an ancient weather weapon. In the Monument
ot the Gosmic Crystals vou'll find the matrix magnet. Tt
can attract the hurricane from a long distance away, al-
lowing vou to {‘}Lll]f_}t‘ its cirection. In the Shrine of the
Magic Magnets is the linear lodestone. It also atrracts the
hurricane. but from a shorter distance. Each weapon lasts
only a few binary minutes, but the lodestone stays on the
screen a little longer before it loses its power. Which data
do yvou want git to L[JIT[}H]E"

Analyzing the choices vou've already made, vou pick
the one you want.

If you choose the matrix magnet, turmn to page He.
Ifyou choose the linear lodestone, turn to page H6.

Be sure o mark YO choice on the {]pllnn Sheet
on page 124,
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“Tet’s go te the Monument ol the Cosmic Crvsials.” vou
sav, heading woward the farge glass dome.

The munrl structure 18 smooth and shinv. An mtricate
archway is carved into the side. The monument rests on a
round slab of gold atop the barrcn black chifs.

Ramda leans over 10 vou and explams, “lu ovder to get
inside, we'll tell the Cale ulm d the secrel password [Jhld'-?.{f
vou used to enter Ventturia.”

"What's a Calculord?” vou ask.

She points to a 1all old man m a long white robe exiting
the glass monument. “That’s a Calculord.” He's comn-
pletely bald and wears a bright red sash around his waist.

Bowing gracefully to you, Ramda, Digit, and Vidi, he
asks, “Who are your”

“The Riders of the Light,” Ramda begins.

“Where did you come from?” the Calculord nquires.

“From the Land of the \1ght she continues.

“How did you get here?” questions the old man.

Ramda explains, “We passed through the glass of light-
ning’s window.”

Extending his arm, the old man savs, “Won't vou please
come 1nside?”

“Certainly,” Ramda says with a smile. She pushes her
blond hair to the side as she enters the decorative door-
way. When you, Vidi, and Digit step in behind her, a
burst of different colors flashes before vour cyes. Beauti-
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ful colored crystals hang from the top of the dome. Streams
ol rainbows dance 1n every direction. The insides of the
circular structure are covered with beautiful carvings.
Shiny golden bowls and glass boxes are neatly arranged
in the center of the monument. Glowing colored squares
sit inside the tiny hoxes.

The Calculord folds his hands behind his back and
says, “Children of Ventura, have vou come to seek nu-
meric guidance?”

“No, sir,” Ramda replies. "That’s not why we're here.
We need an old weather weapon that vou have enshrined
here, the matrix magnet »

“I can’t give 1t to you,” the old man says, shaking his
head. “It has heen placed here as a symbol of peace, for
all ‘ventunans to contemplate the horrors of the last
wedather wars.’

“But vou don’t understand,” Ramda cries. “Zera 1s going
to unleash an Electronic Hurricane. We must use the old
weapon to stop her.”

Stroking his chin slowly, the old man warns, “If you
take the WEApon, you may start a new era of weather
wars. Venturia was nearly destr{}}ed durlng the Techno
Tornado Battles.”

Very upset, Ramda raises her hands over her head. “If
we don’t get the weather weapon, Zera will drive every-
one from Venturia. She and the evil tribe of Glitches will
take over. If that happens, all compuiers in the Analog
Dimension will be destroved.”

“Now I understand,” says the Calculord. He reaches
into one of the large glass boxes and pulls out a silver
container the size of a coffee can. Handing 1t to Ramda,
he explains, “This is the matrix magnet. Use its data
wisely

“I'hank you,” she replies, pulling out the green data
cube, Ramda slips the square into Digil’s input slot. All of
a sudden you hear the sound of 4 hissing engine overhead.
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“It’s Zera!” cries Ramda, "We're trapped.”

“For help vou must call,” Vidi exclaims.

Ramda presses a key on her wrist viewer and shouts,
“We're under attack on top of the Cathode Cliffs at the
Monument of the Cosmic Crystals.”

Romiden’s voice comes out ol the tiny speaker. “Hang
on, Max is on his way!”

“Him 1 never thought I would be glad to see,” Vidi
chimes.

You slip up to the doorway of the dome and peek
cutside. You sec a slum red vehicle circling outside.

Ramda looks over your shoulder and grumbles, *['hat’s
Zera’s Ruby Racer all right.” The vehicle flies past the
monument door and fires ice arrows straight at you.
Together vou and Ramda bombard the racer with blasts
ot Lnﬂdarta Zera speeds safely out of range and circles
back for another atiack.

The Ruby Racer's weapoun ricochets off the glass dome,
Ramda fires at the racer, but you have a different idea.
Nearby, a withered quadtree leans as if it’s almost ready
to fall over. Waiting until the right moment, vou fire at
the quadtree.

Your cryodarts hit the old tree and explode. The tree
crashes over and falls directly in front of Zera’s Ruby
Racer. Wham! Hitting the falling trec, the racer spins out
of control and zooms over the cliff?

“Good shooting!” yells Ramda.

You both rush over to the edge of the clift and sec
Zera's racer is stll falling. Zera pulls her racer out of the
dive just before she hits the quadiree forest. The Ruby
Racer sputters and thes unsteadily back up toward vou.
You turn and see, off in the distance, the outline of Max’s
globe-shaped cyberevcle. Zera must see it too because she
abruptly turns her damaged vehicle and flies off in the
opposite direction.

“All right!” vou cheer,
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“She won't be gone for long,” Ramda warns. “She’ll
repair her Ruby Racer and be after us in no time.”
Max swings his cycle to the ground and pops open the
door. “Get in quick,” he orders. You, Ramda, Digit, and

Vidi jump into the vehicle and wave good-bye to the tall
Calculord.

If you have a computer, type in the third part of
Your prograim;

Commodore awners turn to page 132.

Apple owners tum to page 14E.
CoCo owners turn to page 164,

LWhen you are through typing. continue the story by
turning to Chapter Y an page 50.

If you aren’t using a computer:

Continue the story by turning to Chapter 4 on page 50.



chapter 3I:|

“I want to go to the Shrine of the Magic Magnets,” vou
say as you approach the tall gray column.

The slim rectangular structure is so shiny that you can
see your retlection. Rows of silver steps lead up to the tall
shrine that rises up off the barren black cliffs. Ramda
points to the tiny gold door at the base of the column and
says, “We'll have to tell the Calculord the secret password
phrase in order io get inside.”

*What's the phrase?” you ask.

“The same one vou used to enter Venturia,” she replies.

Ramda runs up the silver steps and a litsle old man
opens the door. His long white hair Hows over his big
black robe. Gold beads hang around his neck. He bows
slowly.

Ramda whispers in your ear, “That’s the Calculord.”

The old man asks, “Who are you?”

Ramda answers, “The Riders of the Light.”

“Where have you come trom?” he continues.

“From the Land of the Night,” she explains, brushing
her blond hair out of her eyes.

“How did you get here?” questions the Calculord.

“We passed through the glass of lightning’s window,”
Ramda concludes.

Bowing again, the old man says, “I would be pleased if
you would come inside.”

“Of course,” Ramda answers immediately. You duck
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down after her to fit through the tiny doorway but Digit
and Vidi fit in with ease.

When you enter the inner chamber, 1t takes a moment
for vour eves to adjust to the dim hqht Blue candles line
the walls of the rectangular shrine, creating long shadows
across the wall. A giant silver disc 15 suspended over vour
heads. It rotates back and forth very slowly and sparkles
in the dim blue hight. Beauriful g!dsﬁjars are stacked up
along the floor.

The Calculord fingers the gold beads around his neck
as he asks. “"What kind of numeric guidance do vou
desire?” '

“That’s not why we're here,” Ramda replies. “We've
come to get an old weather weaporn, the linear lodestone,
which you keep here.”

“I am unable to give it to you.” the old man says
solemnly,

“But why?” Ramda cries. "It we don’t get the weapon,
Venturia will be destroyed.”

“That’s exactly why the linear lodestone has been en-
shrined here,” the Calculord points out. “We siopped the
weather monsters’ invasion of Venturia by promising them
that, if they never attacked again, we would never use our
antiweather weapon on them.”

“We don't want to use 1t on the weather monsters,”
Ramda pleads. “We must stop Zera from taking over
Venturia with her Flectironic Hurricane. If she and the
evil Glitches invade Venturia, then all the computers in
the Analog Dimension will be destroyed.”

“I didn’t realize that,” the Calculﬂrd apologizes. “Yon
must take the weapon right away.” He reaches into one of
the beautiful glass jars and pul]s out a golden cone. Hand-
ing 1t to Ramda, he says, “Use this very carefully. We
don’t want to make the weather monsters angry or Lhey ]
attack again. The last battle we fought with them nearly
ruined Venturia.”
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“We'll use 1t wisely,” Ramda assures the old Calculord
as she removes the weapon's green data cube. She slides
the square into Digit's input slot and the little robot be-
gins the translation process. As 1t rocks back and torth,
you hear the hiss of a nearby engine.

“What's that?” you ask fearfully.

Ramda pauses to listen. “It sounds like Zera’s Ruby
Racer.”

She rushes to the door of the shrine and cautiously
peeks out. “I knew it!” Ramda cries.

Ducking down 1n the doorway, you spot Zera's slim red
vehicle speeding ac ross the sky.

“In trouble we are,” Vidi exclaims.

“I'll call Tor help,” Ramda says as she presses a key on
her wrist viewer. She shouts into the tiny speaker, “We'
trappec inside the Shrine of the Magic Magnr&l.&. on Lop f_:ui
the Cathode Cliffs.”

Romiden replies, “I'll send Max immediately.”

“lhe first tune this will be that him 1 will bL glad to
sce,” chirps Vidi.

Suddenly Zera swings her racer around and dives straight
for you. Refore you and Ramda can whip out your dart
guns, Zera fires her weapons against the side of the
shrine. You duck away just in time. Grahbing vour dart
gun, vou aim for the red vehicle and shower it with
cryodarts. Zera moves in closer and returns the firc. When
she swings rthe racer around, vou aim lor a small opening
in the side of the vehicle.

Blam! A cryodart cxplodes inside the engine of the
Ruby Racer. The vchicle shakes violently and gyrates
through the air. I'he racer’s cockpit is instantly filled with
dense black sinoke and Zera can’t see!

Out of the corner of vour eve vou see Max’s globe-
shaped cvbercycle speeding right toward vou.

Still blinded by smoke, Zera spins her vehicle high up
into the air and flies out of sight.
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"We did it]” vou cheer. “She’s gone!”

“She'll be back sooner than we think,” Ramda says with
a groan. “She’ll fix her Ruby Racer and come after us
dgain.

“Beat her we can,” Vidi replies enthusiastically.

“Indecd!” Digil adds,

Max quickly lowers the cybercycle to the ground. He
throws open the door and vells, “Let’s get out of here!”

You, Ramda, Vidl, and igit wave good-bye to the little
Calculord as vou pile 1into the cydle.

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

Commodaore owners turn to page 132.
Apple owners turn to page 148.
Colo owners turn to page 164.

When you are through typing, continue the stary by
turning to Chapter 4 on page 50.

If you aren't using a computer:

Continue the story by turning to Chapter 4 on page 50,
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Max drives the cybercycle straight into the air, leaving the
Cathode Chffs far behind. He swoops over the quadtree
torest and asks, “Everybody okay?”

“Yes,” Ramda answers, “thanks to you.”

“Art your service,” Max replies, tipping his hand to his
big black hat. “Sit back and relax; it's a long nde to
Syntropolis.”

“What's that?” you inquire.

Ramda smooths down Vidr's feathers and says, “It’s where
the Logic Library i1s located. Four old weather weapons
are on file there. But we'll only take green data cubes
from two of them.”

“Youw'll have to move tast,” Max urges. “"There are only
four octal hours betore Zera’s deadly hurricane reaches
Venturia.”

Ramda takes a deep breath and shakes her head sadly.
“We've got a lot of ground to cover before then.”

“We can do 1t!” you encourage her.

“You bet we can,” Max cries,

“1 hape so,” Ramda replies with a discouraged sigh.

“So far everything's going great,” Max points out. “The
evacuation is successful and you've recovered two more
data cubes 1 spite of Zera's attacks. Now all we have Lo
do 1s get four more and use our superweapon to blast
that nasty hurricane out of Venturia.”

“But Zera knows that we're trying to stop her,” Ramda
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says, moaning. “She and the Glitches will do everything to
prevent us from recovering more weather weapons.”

“We've beaten her twice,” you explain. “We can do it
again!”

“Right that 1s,” Vidi chirps.

Digit rocks its gold body and says, “The weather weapon
[ am programming will be more powerful than anything
you've ever seen.” Pointing to you, the robot says, “With
our friend here operating the controls, we'll neutralize
that Electronic Hurricane in two bmary seconds.”

“It all of you are so confident,” Ramda begins, “then
there’s nﬂthing that can stop us from defeating Zera.”

“That’s the spirit!” Max exclaims.

Glancing out the window, you notice rolling hills cov-
ered with quadtrees as far as you can see. Max twists the
cybercycle to the right and you spot a golden city on top
of a huge white mountain.

“What'’s that over there?” you ask, pointing to the beau-
tiful city.

Svntrupullh it 1s,” Vidi replies. “A strange and wonder-
ful place it is.

“Why?” you question him.

“Unusual creatures live there,” Vidi explains. “Odd
shapes and sizes they are. The library is vast and wonderful.”

“You're right, Vidi,” Ramda agrees. “I've always loved
going there. It's like a great palace filled with magic and
secrets.”

All of a sudden, the cybercycle jolts to the right. You
jerk forward and Vidi crashes to the floor.

“What's going on?” Ramda yells.

Max struggles with the controls and shouts, “1 don't
know. The cycle’s losing power!”

“What'll we do?” Ramda shouts, reaching for Vidi.

“Hang on tight,” Max advises. “We're going to have a
bumpy landing.”

The cycle dives and spins as Max’s hands fly across the
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panel of dials, levers, and buttons. As the vehicle plunges
toward the golden city, you clutch the sides of your seat
with both hands. The cycle engine sputters and smoke
pours out the back. From the corner of your eve you spot
Syntropolis’s shiny buildings. Max dodges around the
spectacular rectangular towers and searches for a safe
place to land.

You close your eves and hold vour breath when smoke
starts to fill the crippled vehicle. The cycle rolls over and
skids into a building. Wham! Max yanks the controls and
pulls the cycle away. Flipping the vehicle over, he rams 1t
into the ground.

Ramda leaps for the door and throws it wide open.
Smoke pours out. You yank Digit from us seat and jump
through the doorway. Max tumbles after you and Vidi
talls on top of him.

Max swings his arms wildly and yells ac the white bird,
“Get away from me, vou one-cyed idiot!”

Vidi flies into the air and angrily retorts, “I have not
come to be so msulted.”

Max snaps back, “Where do you usually go Lo be
insulted ™

“Cut it out,” Ramda orders. "We've got to find our way
to the Logic Library and the Negative Number Vaults as
quickly as possible.”

Vidi flaps his wings and declares, “I'his way we must
go.”

Max brushes oft his checked coat and black pants. You
adjust your black and gold helmet as Ramda helps Digit
up off the gmund The hittle gold robot immediately rolls
forward on its two wheels. You, Ramda, and Max follow
close behind as Vidi leads the way.

“This place is deserted,” Ramda observes. “Everyone
must have already been evacuated.”

“Or else they’re hiding, pretending to have evacuated,”
Max explains,
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The clean white streets are as shiny as glass. The golden
bm]dmgh rise high above your head. Each one 1s covered
with intricate carvings of circles and squares. Suddenly a
big blue triangular creature rolls across your path. You
jump to the side and Ramda laughs. “"Don’t worry, that’s
just a tripotomous, Theyre harmless.”

“Glad to hear it,” you remark with a sigh of relief.

Vidi leads you and the others down the narrow wind-
ing streets of Syntropolis. The air is a bit chilly and smells
like burned plastic. *'This place smells lousy,” you complain.

“That’s because the Parameter Factory must be produc-
ing synchronized subroutines,” Ramda explains. “You
should smell it when they're making program statements.
Yuk!”

As vou round another corncr, Ramda cries out, “Its
Zeral” She pushes you against the wall and savs, “Zera
and two Glltch{*s arc up ahecad. We'll go in another
direction’’

“T'his way,"” Max orders, heading to the lett.

You race after him, hoping to avold the weather villain
and her two accomplices. Speedmg past the gold carved
hmlqus you arrive at @ huge shiny struclure.

“We're here!” Ramda joyfully exclaims. She runs to-
ward a large black door and says, “1This 1s the Logic
Library. The Negative Number Vaulis are next door.
We'll go there next. Get inside here as fast as you can.
With any luck we may be able to get our data and escape
before Zera discovers were here.”

Max throws open the library door. Ramda pushes you
inside with one hand and she pulls Digit in with the
other. Vidi slips inside just before Max slams the black
door shut. He securcs the lock as Ramda vells, “Dabble
and Buffer, where are you:"

“Here we are,” answers a voice trom the next room.

“We need vour help,” she shouts.

“Whal can we do for you?” asks a tall yellow creature.
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Red spikes run up and down the tube-shaped thing.
Threc purple eves stare down at you.

“Dabble,” Ramda says to it, “we must get the green data
cubes (or the old weather w capons.”

A Furry orange ball rolls up and asks. “Which one do
VO want:’

Placing her huiud on wop of the Turry creature, she asks,
“Bulfer, can vou tell me the differcnce between the
weapons:’

“sure,” Bulfer replies. “There are weapons here m the
main library building and weazpons in the Number Vaults
next door.” |

“Let’s get a weapon out of the main building lirst,”
Ramda requests,

Buffer says, “In the X Towcers we have the graphic
globe, which 1s used to protect Venturian willages from
any weather attack. To activate a globe vou must place
pixel GENETAIors an two oppostle sides of a village. In the
Y Tunnels is the static shield. It also will guard a village,
but needs only one pixel generator placed inside the
village. The stauc shueld uses up more mic roemnergy but 15
edsier to operate. Which one do vou wants”

Before you can answer, a loud roar suddenly erupts
outside the library door.

“What's that?” you cry,

“It’'s Zera's Rulw Racer!” Max reports.

Ramda grabs you by the arm and warns, “Hurry up
and make your choice betore she hbreaks in.”

You consider the choices caretuily and deade.

If you choose the graphic globe, turn to page 56.
If you choase the siatic shield, turm to page 60.

Be sure to mark your choice on the Option Sheet on
page 124,
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“I want to add the graphic Lgl{:-be data to the weather
weapons Ive already ac quued VENL quukl} r{,ph

“It’s in the X Tower,” Dabble says. “Follow me!”

The tall vellow creature turns and rushes into the li-
brary. The soft red spikes on its tube-shaped body tlap
up and down as it moves.

You follow 1t mto the shiny white corvidors of the
building. Suddenly you hear a terocious pounding at the
door. Blam! Crash! You glance back and sce the black
doors beginning (o give way.

“Zera's driving her Rubv Racer through the door,”
Max vells.

“She’ll break through at any minute,” Digit exclaims as
it ‘ath'd'a after the (]dd-‘&lldpﬁ'd librarian.

‘Ahcad you must go,” Vidi orders. "My eve beam I'll
use to slow her down.”

“Good idea,” Ramda shouts. “Use vour electroray 1o
heat that door up. Thatll stop her.”

Vidi blasts a powerful beam fromn the eve in the middic
of his head. The beam sprays across the door, instantly
heating the metal to a blazing temperature.

You race deeper mte the library as Vidi continues w
bombard the entrance. Speeding past huge glass cubes,
you jump over piles ot black tablets. Long red wires are
hdngmg from the ceiling and blue barrels are stacked up
against the wail.
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As vou dart around the corner, Dabble throws open a
door and telis vou., “The X Tower 15 lhxr::ug 1 here, Once
um re all insicde T'!! barricade it shut.”

“Don’t [orger Vidi,” Rarnda vells.

Muax shakes his head and gr umbles, “I'd like to forget
that vector vulture ever existecd.” |

Ramda vells for Vidi to come at once. The white bird
speeds ucross the celling and jumps through the door just
betore Dabble slanzs 1t shut. Ramda and Max scurry up
the narrow stairway as you help Digit up cach step.

You stop short when vou finally reach the wp, hecause
the tloor ahead opens up e a huge cavern. A high
tower rises above vou and long white columns fill the
middle.

Pointing to one of the columns. Dabble says, “The data
for the graphic globe 15 up there.”

You suddenly feel very cold and ask, “Why 1s 1t treez-
ing in herer”

“Because those long white tubes comain frozen data,”
the red-spiked hbrarian answers, “Ull have 1o climb up
the ladder of column number six to recover the data you
need. There's a secret exit at the bottom of the cavern. I'l
gel the data cube while vou climb down one of the other
columns.”

“Good plan,” Ramda says, hopping out onto the ledge
that crosses the middle of the vast tower. She reaches out
for one of the long white tubes and grabs held of the slim
ladder running up the side. Carefully steadying herself,
she sturts chimbing down. Max follows close behind and
vou help Digit get a hirm grip on the ladder.

All of a sudden the door at the bottom of the stairs flies
open. Zera bursts 1n, firing 1ce arrows at you, 1'wo green-
haired Glitches battle beside her. You climb onto one ol
the frozen d"itEl columns as fast as you can,

“Hurry up,” you vell up to Dabble. “Zera and those
red-robed villains will catch us any second!”

7
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Vidi flies into the stairwell and blasts the three attack-
crs with his electroray. “Aaaah!” they scream.

Zera raises her hand and fhings a ighining bolt at Vidi.
The bolt hits Vidi's electrorav in midair and explodes in
shower of sparks. Vidi is thrown over hackward and he
tumbles down into the cavern,

“Vidi!” Ramda scrcams as the bird [alls past her. He
crashes onto the {loor below.

“I've gor the data cube!™ Dabble calls out,

“Throw it down to me,” you vell 1o the vellow crearure.

Abhove vou see Zera in her stlver sult, chimbing onto the
ledge. As Dahble tosses the green cube, she grabs lor it
with both hands. You whip out vour crvodart gun anc
shoot her from below. A frozen dart hits her in the arm
and she narrowly nusses the falling data cube.

With lightning speed you reach up and grab the pre-
cious object with one hand. Zera and the Glitches jump
omo the white columns and charge down after you.

“Blast the ladder above and below them,” Ramda vells.

“With pleasure,” you declare, aiming straight {or it
You and Ramda let cryodarts fly and Max pours retroritle
fire at Zera and the Glitches. Digit shoots its tape beam at
the (reacherous trio. They fight back ferociously, but the
cryodarts and retrorifle fire destroy the ladders above
and below them. Dabble scurrics up its ladder and cs-
capes safely.

“They're trapped,” Ramda cries happily. “Let’s get out
of here.”

You scramble to the floor and rush to Vidr's side, The
white bird doesn’t move when you scoop him up.

The dark-haired villain continues shooling ice arrows
as Max quickly locates the secret door. He nanka it open,
You and vour {riends escape before Zera can stop vou.

If you have a computer, type in the fourth part of
yaur program:
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Commodore owners turn to page 134.

Rpple owners turn to page 150.

CoCo owners turn to page 166.
When you are through typing, continue the story by
turning to Chapter 5 on page 64.

If you aren't using g compulter:

Conunue the story by turning to Chapter 3 on page 64.



chapter l-||:|

“Let's go get the data for the static shield weather weapon,”
you suggest.

“['ll take you to the Y Tunuel where 1t's stored,” replies
the furry orange creature. Butfer turns and scurnes into
the library’s shiny white hallway.

You foilow close behind when all of a sudden the front
door ftlics open. Zera and two Glitches charge inside with
their weapons blasting! lee arrows fly past you. Raising
your cryvodart gun, yvou tire back as Max bombards them
with his retronifle.

Digit shoots its tape beam onio the three attackers. The
shimy brown strings stick to the Glitches’ blue faces and
red robes and they struggle to break free. Buffer throws
open a side door. “Clunb in here,” the librarian orders.

Vidi shoots Zera with the electroray from his cye as
you, Ramda, Digit, and Max follow Butfer down into a
tuninel. Vidi's powerful eyebeam explodes onto the vil-
lains and they scream n pain. When they tall to the floor,
Vidi jumps into the tunnel and pushes the door shut. He
aims his electro eye and blasts the door with a shower of
electricity that melis the mertal door permanentiy shut.

“Nice going,” vou call out when Vidi tlics overhead and
lands on Ramda’s shoulder. You run through the dark
tunnel as Buffer leads the way, The orange librarian
twists to the right and leads you into a magniticent silver
room. Shiny round disks cover the walls, Rectangular
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carvings line the ceiling, Tall silver slabs stand upright in
the middle of the chamber.

Buffer darts around the slabs and orders, “Follow me.
The weapon vou want is kept in the data pools.” The
furry round creature direcis everyone into a huge room
filled with a giant poo! of steaming black liquid.

“It's awfully hot in here,” vou say as vou wipe vour
forehead.

“That's because the black thermal pools must be kept
scalding hot.”

“Why?” vou ask.

“In order to keep the data inside fresh for use in the
future,” Buffer says. Pointing to the httle islands joined
together by a narrow metal bridge, the librarian adds,
“The data you want is over there. Come with me and I'll
get it tor you.”

The little orange creature climbs up onto the bridge
that leads to the muddle of the giant pool. You and
Ramda step onto the narrow structure and pull Digit up
behind vou. |

As Vidi thes overhead, Max grumbles, “T wish that bird
would get an urge to take a bath and dive straight 1nto
this steaming liquid.”

The tirst bridge sways and shakes as you chmb across.
You reach a tiny silver island, Two more bridges branch
otf onto two more islands. Blazing hot steam rises from
the liquid pool.

The furry librarian scurries from island to island be-
fore 1t savs, “Here 1s where the static shield data 1s stored.”

Buffer reaches into the middle of the silver i1sland and
pulls up a column full ot drawers. Then ut pulls out a
green data cube and hands it to you, “This will give you
the information you need to create the static shield.”

Suddenly Zera and the two Glitches burst through the
door and spray the room with 1ce arrows. When frozen
missiles fly into the hot pool, blasts of steam fill the room.
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Vidi soars into the air and aims his eye beam straight at
Lera.,

Before he can fire, however, the dark-haired wvillain
bombards the white bird with ice arrows. Vidi 1s hit! He
falls over backward and plummets toward the black pools.
You leap into the air as high as you can and grab Vidi's
foot. He doesn’t move as you hold him in your arms.

Ramda gasps when she sees the moiionless bird. In a fit
of anger, she aims for Zera and pounds cryodarts straight
at her silver suit, but steam swirls through the air, making
it hard for her to see clearly. Suddenly the three villains
climb onto the bridges and run toward you.

“There’s a secret door out of here,” Buffer whispers.
“l'ake the bridge on the right to the back wall. T'll sneak
out the other side, In this fog they won’t know which way
we went.”

“Good 1dea,” Ramda replies as she blasts her dart gun.
“Just to be safe, let’s destroy all the bridges so theyll be
trapped here.”

“My pleasure,” exclaims Max, pouring rifle fire into the
steamy room. Crash! Splash! One by one the narrow
bridges fall into the black ligquid. When a patch of steam
clears away, you spot Zera and the two Glitches stranded
on one of the islands.

“All right!” you shout, leaping across the bridge to the
back door. You clutch Vidi securely against your chest.
Max kicks the door open and you, Ramda, and Digit
jump outside.

If you have a computer, type in the fourth part of
Yyour grogram.

Commodore owners turn to page 134.
Apple owners turn to page 150.
CoCo owners turn to page 166.
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When you are thraugh typing, continue the story by
turning to Chapter 5 on page BUY.

if you aren’t using a computer:

Continue the story by turning to Chapter 5 on page 64.
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Once outside the hbrary, Ramda grabs the wounded bird
and cries, “Vidi, are you all nighes”

The bird lies motionless. She strokes his wings geutly
and finally Vidi opens his eye a tiny crack.

Max reaches up and plduﬂs his hand on Ramda’s shoul-
der. "He'll be okay until we can get him some micro-
medicine.”

Ramda lowers her head. “I hope s0,” she says sadly.

“We should get the next data square as fasi as possi-
ble.” Max advises. “There are only three octal hours left.”

“I almost forgot to input the green data cube,” vou
exclaim as vou place the square into Digit.

“l'bank you,” the hittle gold robot rephes.

“Where do we get the next weather weapon?” vou ask.

“At the Negative Number Vaults right next door.”
Ramda answers. “Theyv're on the other side of the Logic
Library. Let’s hurry so we can get Vidi some medicine as
soon as possible.”

Max leads the way around the tront of the gold build-
ng. Zera’s Ruby Racer is sull rammed through the front
doorway. The other two racers are parked beside it.

As ?Dll reach the edge of the library, Ramda cries out,
“Oh, no! What happened 1o the Negamfe Number Vaules?”

All you can see 15 a huge black cloud surrounded by
fierce bolts of ightning. “Where's the building supposed
to her” you ask.
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“Right where that cloud 15,” Ramda says, pointing to
the fierce black cloud. “The vaults are gone!”

“No, theyre not,” Digit exclaims. “My data scanner
reports that the vault building is inside that cloud.”

Shaking his head, Max says, “I think Zera got to the
Negative Number Vaults first. She's covered the building
with an electrostorm so we can’t get inside.”

Ramda stamps her foot in anger. “That weather witch
has beat us! Now we’ll never be able to create a super-
weapon strong enough to stop her deadly Electronic Hur-
ricane.” She lowers her head and softly strokes Vidi's
wings.

“I can fight my way through that electrocloud,” Max
says contidently.

“No!” shouts Ramda. “You'll never get out alive.”

“It’s the only chance we have o save Venturia!”

“It just won’t work,” Ramda responds, turning to walk
away. “Lels go back to the cybercycle and see it we can
make it tlv us back to CPU Central.”

“Wait!” yells Digit. “I have just completed some calcula-
tions that conclude I can get through the clectrocloud
safely.”

“You'll melt!” Ramda says frantically.

“No,” Digit argues, “I can use the weather weapons
that have been programmed into me and walk right
through that storm.”

“You don’t know that for sure,” Ramda protests.

“You're right,” Digit confesses. “But I've got a ifty-fifty
chance.”

“If you don’t come out of there in one piece,” Ramda
warns, “then Venturia is doomed.”

Digit rocks back and forth on its wheels and says, “What
chance has Venturia got if [ don’t go in there?”

“The little robot’s nghr Max peints out. “We have to
take the risk.”
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“I know we do,” Rainda says with a sigh. Turning to
Digit, she asks, “You will be careful, won’t vou?”

“Of course,” the rohot declares canfidentlv. “There are
two weather weapons inside those vaults, Which one do
you want me to recovere”

Ramda examines the silver data tablet thar Lazarius
provided. “This list says that there are two chambers
inside the Negative Number Vaults. In the Chamber of
Whole Numbers is the unitrapper weapon. The mult-
trapper is in the Chamber of Fractions. The unitrapper
can stop a storm for a certain number of bimary minules,
but vou can only use one unitrapper at a time. The
multitrapper can’t stop a stormn for as long as a unitrapper,
but you can use more than one multurapper at a time.”

Turning to vou, Ramda asks, “Which weapon do you
want Digit to get?”

You quickly analyze how each would tit in with the
other choices you have already madc. Atter vou tell Dign
your selection, the little gold robot rolls toward the raging
black cloud. Fierce bolts of lightning flash in all direc-
tions. Burning white sparks explode in the air. The thick
cloud tumbles and swirls dangerously around the vault.

As Digit nears the perilous storm, Ramda bites her lip
and taps hcr foot nervously. Max clenches his hands
behind his back and paces back and forth. You fidget
with your hehmet. Only Vidi, unaware of the potential
danger, lies perfectly still.

When Digit reaches the edge of the storm, lightning
slams mnto the robot’s metal body. Sparks shoot into the
air but Ihgit keeps right on moving. The brave robot
disappears into the electrocloud.

All eyes are glued to the storm as everyone waits for
any signs of trouble. Lightning continues to rage and
sparks explode everywhere. The minutes drag on end-
lessly. You rub vour hands together. Ramda rocks Vidi
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back and forth. Max stands perfectly still, staring straight
ahcad at the ferocious black cloud.

“Digit’s been in there too long,” Ramda says with a
groan.

“Be patient,” Max says in a comforting tone.

Ramda grows more and more anxious. All of a sudden
the storm erupts in a violent clash of lightning. Fierce
blasts of electricity explode high into the sky. |

“Oh, no!” Ramda cries as black smoke pours in all
directions. The thick cloud moves over your head.

“Lie down so vou don’t choke,” Max orders.

You fall to the ground beside Ramda and take slow,
careful breaths. As you lie motionless, the smoke grows
dangerously closer.

“Maybe we should run for it,” Ramda suggests.

“Not without me!” Digit calls out, rolling toward vou
through the smoke.

“You're okay!” Ramda cheers.

“You'd better believe it. I'm programmed with the green
data cube 1 was asked to recover and I'm ready for
more.”

“Let’s head for the cvbercycle and get out of here,” says
Max.

“You'll have to beat me to it!” Ramda shouts, jumping
to her feet and charging away from the billowing black
smoke. “Max, I hope you can fix the cycle.”

Running alongside you and Ihgit, Max brags, “I can fix
anything.”

LUhether you choose the unitrapoer or the multi-
irapper, be sure to mark your choice on the
Ontion Sheet on page 124

If you have a computer, type in the fifth part of
Your prograrm.:
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Commodore owners turm to page 136.
Bpple awners turn toc page 152.

{oCo owners turn to page 168.

LUhenyou are through typing, continue the story by
turning to Chapter & or page 70,

If you aren’t using a computer;

Continue the story by turning to Chapter 6 on page 70.
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You run through the streets of Syntropolis and spot the
cybercycle up ahead. Max throws open the cngine com-
partment and inspects the damage. “I'm sure I can fix it,”
he calls out confidently.

“Great,” Ramda replies with a sigh of reliet. “If we
move fast, we’ll be able to get the last two data cubes
betore the hurricane strikes.”

“How much time is lett?” you ask.

“Only two octal hours,” she answers grimly.

“I've got it,” Max declares. “All [ had to do was recon-
nect the linking loader and execute the object code. It’s
good as new.”

“let’s get a move on!” Ramda says, carrying the wounded
bird to the cycle. As soon as you and Digit strap vourself
in securely, Max starts the engine and takes off. He
zooms over the golden buildings of the city and flies high
into the air.

“Ramda,” Max begins, “I'll drop you off at Altair and
return Vidi to CPU Central for treatment. Then vou can
take the transport tubes to your last destination.”

“Thanks, Max,” says Ramda. “Vidi's life may depend
on your help.”

“That bird's saved my life before,” Max admuits. “It’s
the least I can do for im.” After a brief pause, he adds,
“But don’t ever tell him I said that!”
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You glance out the window at the quadirees below. A
narrow road winds through the black leafy forest. Hun-
drecls of Venturians arc scurrving to escape beftore the
deadly hurricane strikes,

As you watch the caravan of strange-looking vehicles,
multicolored creatures, and people on [oot, the cybercycle
suddenly tumbles over backward.

“It’s Zera!” Ramda cries.

“Na,” says Max, struggling (o steady the craft. "1t’s the
prelimimary wind lrom Zera’s hurricane. [t must be get-
ting closer to Venturia.”

Another fierce blast jolts the cycle but Max yanks the
controls and skillfully remains upright. The cvcle shakes
violently as he fights to prevent 4 crash. It bounces through
the air with each gust of wind and drops dangerously
close 1o the quadrree below. You jerk to the side and
nearly fall out of your seat when Max plunges to the left
to narrowly avold a large clump of quadtrecs.

“Altair 1s just up ahead,” Max calls over his shoulder.
"We'll make 1t in one prece it we're lucky.”

1o distract yourself from the dangers, vou ask Ramda,
“What's in the caty of Altars” |

“It's not a city,” Ramda explains. “It’s a huge complex
where numeric data 15 hought and sold.”

Instantly the cycle jolts over backward and you grab
your scal with both hands. Max scrambles to regain con-
trol but the violent wind tosses the helpless vehicle through
the air.

“Hang on, gang!” Max advises. “We'll be coming in for
a landing in a binary second. And [ hope it'll be right side

up.”

As the cycle spins you see glimpses of multicolored
buildings below. Using all his skill, Max bravely guides
the vehicle around the bhuildings. The cycle jerks to the

right and glides to a stop.
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“A perfect landing,” Ramda says joylully.

Max slumps back in his seat and lets out a deep
breath.

“Nice going,” you congratulate him.

Ramda slides up next to Max and asks, “With this wind
do you think you and Vidi can sately return to CPU
Central?>”

“I have to admit it'll be a bit tricky,” Max rephes. “But I
got you here, didn’t 127

“That you did,” says Ramda, tucking Vidi snugly
into a metal box and strapping him into a seat. You
help Digit out the deoor and Ramda says, “Max, be very
careful.”

“I will,” he answers.

Ramda slams the cycle door, then Max shoots up into
the air. Ramda turns and inspects the surrounding build-
ings. The wind isn’t as tierce on the ground.

“This place 1s deserted,” she remarks, “I hope there are
a few merchants hiding out who can help us find the old
weather weapons we need.” She examines her data card
and says, “We can either go 10 the old Memory Mart or
the Antique Data Shop. The Memory Mart sells an assort-
ment of digital devices. If we go there we can get a
cig) bnmh The Antique Data Shop will have the sector
mine.”

“Whal's the difterence between the two?” you ask.

“You can drop a digi bomb in the path of the hurrni-
cane, and it will go off in [ive bimary minutes. If 1t ex-
plodes in the center of the hurricane, you’ll drain ten
units of macroenergy from it. If you drop a sector mine,
it won't go off wniil the hurricane passes directly over 1t.
However, the sector mine takcs away ouly five units of
the hurricane’s macroenergy. Which one do you want to
be part of the superweather weapon?”

You quickly make vour choice.
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If you choose the digi bomb, turn to page 75.
If you choose the sector mine, turn to pgge 78.

Be sure to mark your choice on the Option Sheet on
page 124,
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chapter Sa

“Which way to the Old Memory Mart?” vou inquire,
looking at the multicolored bulldmg'-; that surround vou,

“To the left,” Ramda answers, pointing to a row of biue
and orange structures. “Let’s get the weapon as fast as
possible,” she adds.

As you, Ramda, and Digit run through the shopping
complex, you catch a glimpse inside the numeric shops.
Though they're deserted, brightly lit signs hang above
each store. Piles of silver boxes fill the shop labeled Min-
iature Boolean Bears. Next door the Algebraic Floor Cov-
ering store is filled with racks of black, red, and yellow
tiles, all decorated with unusual designs.

“Look out!” cries Digit. All of a sudden, two Ruby
Racers soar overhead. Ramda pulls vou around the cor-
ner and you almost slam into a pile of blue rectangles
stacked outside the Two Smoles Discount Documentation
store. Digit struggles to keep up as you race through the
maze of numeric shops hoping Zera doesn’t spot you.

“There's the Old Memory Mart,” Ramda sh{::-uts point-
ing to the left.

You scan through the clutter of signs and reply, “I
don't see 1t.”

“It’s the little white building next to the Low-Cal Data
Deli,” she explains The roar of Zera’s engines grows
closer. “Hide!” yells Ramda.

You and she dive into a Decimal Fruit Stand and Digit
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buries itself in the piles of square oranges. You cautiously
peek out and see the two red vehicles circling overhead.
A racer swings down for a closer look. No one moves.

Suddenly a batch of decimal oranges tumbles out into
the street. You hold your breath. Luckily, the Ruby Racer
flies off to another part of the complex.

“Make a run for the Memory Mart,” Ramda orders.
She jumps up, pulls Digit out of the oranges, and almost
drags it to the old shop. She tries to open the door but 1t’s
locked up tght.

“Oh, no!” she cnes, angrily pounding her fist on the
door. “We have to get inside.”

“We could shoot the door open,” you ofter.

Before Ramda can answer, a woman's voice trom inside
the shop says, “Who are your”

“It's me, Ramda. I've come for the digi bomb.”

The woman repeats the question as if she doesn’t be-
lieve her.

Thinking quickly, you answer, “We're the Riders of the
Light.”

“Where did vou come from?” the woman asks,

You complete the phrase as you did before and the
door slowly opens. A tiny woman peeks out and recog-
mzes Ramda, who then explains why she has come. The
woman hands her a flat red box then slams the door,
yelling, “Please go away.”

Ramda opens the antiweather weapon and pulls out
the green data cube. She slides it into Digit and says,
“We've got to get to the transport tube as quickly as we
can before Zera finds us.’

You and Ramda each grab one of Digit's metal arms
and lift the httle gold robot off the ground. The three of
you speed through the sea of shops, watching carefully
for any signs of Zera and her gang. Darting swiftly past
more data shops, you spot the glass transport system up
ahead.
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As you run straight for i, two Ruby Racers swoop
down from the sky. The flying machines pour a thick
shower of snow on top of you. It covers the ground
mstantly, and you nearly slip and fall. More and more
snow fills the air, making it nearly impaossible to see. You
struggle through the storm and Ramda tumbles to the
ground. The Ruby Racers plunge right toward you and
fire deadly ice arrows. Ramda leaps to her feet and the
three of you dive into the transport tube.

The Red Racers hover overhead as you shake off the
snow and prepare to ride down the long glass tunnel.
Ramda hits the controls and vour reclining seat flies
forward.

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

Commaodore owners turn to page 138.
Apple owners turn to page 154.
CoCo owners tum to page 170.

When you are through typing, continue the story by
turning to Chapter 7 on page 82.

If you grent using & computer:

Continue the story by turning to Chapter 7 on page 82.
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“Lead the way to the Antique Data Shop,” you tell Ramda
cheerfully.

“It’s just past those green and red buildings,” she says,
pointing to the right of the shopping complex. “We'd
better get that weapon as fast as we can.”

She runs ahead and you and Digit quickly follow her
through the multicolored buildings. Cluttered signs adorn
cach shop and piles of merchandise are stacked out frant,
The streets are deserted and you don’t see anyone inside
the stores as you race by,

Specding past the Byte-O-Rama, you see huge stacks of
Jars mside full of green hquid. Across the street, giant
flaming barrels line the front of the Surplus Thermal
Data store. Multicolored decorations cover the front of
Big Alpha’s Used Equations.

You fly past more deserted data shops. All of a sudden
two Ruby Racers swoop down out of the sky. They bom-
hard you with a shower of huge hailstones. The iceballs
cover the ground, making it impossible to move. The two
racers fly dangerously close and blast ice arrows straight
at you. You and Ramda grab Digit by the arms and dive
out of the way. Jumping behind a pile of beat-up silver
boxes outside a shop, you narrowly escape Zera’s attacks.

“We've got to get the weather weapon,” Ramda de-
clares as Zera hovers overhead and continues pouring
hailstones over the ground.
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“Zera won't let us escape,” you poimnt out grimly.

*T think we can sneak out the back of this store,” she
ells you.

You reply, "Zera's not dumb enough to fall for that old
trick.”

“It’s the only chance we've got,” Ramda insists, entering
into the Silicon Shoe Shop.

IU's completely dark mside and vou stumble over more
metal boxes. Ramda gropes along ‘the back wall in search
of a door. "I've found it!” she announces finally.

She opens 1t a crack and cautiously peeks out. "No
signs of trouble out here,” she says, slipping out into the
back alleyv and 1mmching carefully along the side of the
building

You shide swiftly past a dozen stores. When you finally
reach the end of the alley, Ramda says, pointing to the
right, *“'I'he Antique Data Shop 1s just over there between
the Cut-Rate Robot Store and Syntax Error Supples.
When I count to three, tear across the street as fast as
possible.”

You each grab one of Digit’s metal arms and lift the
little gold robot off the ground.

“"One, two, three . .. go!”

With a burst of speed. you fly out into the street with
Ingit swinging mn the ar. You LhdI’ ¢ tor the front door.
Flinging it wide open, the three nf vou dash mside. You
set Digit down on its wheels and breathe a sigh of relief.

Turning to mspect the data shop, you see a tiny old
woman—shoving a long red weapon in vour face!

“What are vou doing here?” she barks.

“We've come for the sector mine weather weapon.”

Not recognizing Ramda, the white-haired woman scowls
and asks, “Who are vou?”

“m Ram—" Ramda begins, but you raise vour hand
and motion for her to stop

“We're the Riders of the Light,” you explain.
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"Where did you come from?” asks the old woman,
shaking her weapon in your face.

You tell her the rest of the password phrase and she
says with a smile, “Why didn’t vou say that in the first
place, instead of bursting in here, scaring me hall to
death?”

“Sorry,” Ramda says. “Zera was attacking us from the
air because we have come for the sector mine weather
weapon.”

“Thosc foolish Ruby Racers have becn flving all over
the place,” grumbles the woman. “I'd like to blast them all
out of the sky.”

“You and me both,” you answer, nodding in agreement.

The hitle woman dlg‘i through the cluttered shop full
ot black tubes, silver balls, and strange-looking orange
tablets. She }]Ulli out a stlver cone and hands 1t to Ramda.
“Here's your sector mine.”

Ramda quickly pulls out the green data cube and hands
the weapon back to the old woman. As she slides the
square Into Digit, she says, “Sorry, but we’ ve got to get
away from here quickly, before Zéra linds us.

“Good luck!” says the tiny shopkeeper.

Ramda waves good-hye to her and heads for the door.

Once outside, she says, “We'll have 1o take the transit
tube again. It's located at the end of this street. Let’s run
for 1(!”

You and she grab Iigit up by the arms and run as fast
as you can. But just as the gldbb transit system comes Into
view, two Ruby Racers blast suddenly across the sky!

l“he} shower ice arrows dangcerously close, but you dive
for the tube and leap inside. Ramda pushes the controls
as soon as you strap yoursclf in. Suddenly you lunge
torward into the long glass tunnel.

If you have a computer, type in the sixth part of
Your program.
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Commodore owners turn to page 138.
Apple cuwiners turn to page 154,
CoCo owners turn to page 170.

\When you are through typing, continue the story by
turning ta Chapter 7 on page 82.

If you aren’t using @ computer:

Continue the story by turning 1o Chapter 7 on page 82.
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Two Ruby Racers zoom overhead as you speed through
the transit tube. They bombard the glass with 1ce arrows
You twist through the rectangular tunnel and stare fear-
lessly at the attacking villains, Their weapons ricochet off
the tube’s surface. Suddenly an onslaught of arrows rips a
gaping hole in the side! Glass flies in all directions.

Zera and the Glitches atiack relentlessly. They smash
through the glass again and again, but Fnrtunatel} their
arrows narrowly miss you. The transport system whips to
the right and smps abmpth

“What's going on?” you demand.

Rainda flies out of her chair, grabs Digit, and cries,

"We've got Lo get oul of here and take a boat across
Fortran Lake to the Robot Zoo Island.”

“But Zera's outside,” you exclaim as she swings open
the glass door.

“We don’t have any choice,” she explains. “This is the
only way to get there. We must get the last weather
weapon or Venturia will be overrun by Zera and the evil
Glitches.”

“I'm with you,” you tell her contfidently.

“I know,” she replies. Pointing to a row of shm silver
boats on the edge of the green lake, Ramda remarks,
“This is the final battle. Don't stop. don't look back, and
keep on fighting!” She takes a deep breath and vells,
“Let’s go!”
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Ramda leaps oul the door and charges straight for the
narrow boat. The two Ruby Racers dive out of the sky
and open fire. You blast them with cryvodarts as you race
atter Ramda. Digit flings its tape beam up at the villains.
A mass of brown threads engult the racers, They plunge
their red vchicles torward and easily knock the threads
away,

You squecze off more cryedarts and run as fast as vou
can., Up ahead Ramda jumps into one of the silver boats.
You and Digit dive in after her. The little robot topples
over backward. You help it up with one hand and keep
firmg with the other.

Ramda quickly presses the control keys and the small
craft lunges forward. She weaves the boat from side to
side in a desperate attempt to stop Zera’s ice arrows trom
blasting a hole in the bottom.

The two Ruby Racers sweep down out of the sky. A
blast of wind pours out of one vehicle and spins into a
tornado. The fierce whirlwind slams into the lake and
huge waves rock the little boat. Water pours over the
side. "'The pounding wind beats against vou as you strug-
gle to bail out the boat. Ramda gmdes the craft eﬁcpertl}
through the raging green waters as Digic tires its tape
weapon.

The tornado spins dangerously close while Zera and
the Glitches swing back for another attack. Biam! I'hey
blast a hole in the beoat. You slam your foot on top of 1t
but water keeps pouring in. When another hole rips open
the front of the boat, the silver craft spins wildly around.
Ramda struggles 1o get it back on course while the Ruby
Racers conttnue their attack. The violent funnel I"]E‘.:ll"h
hits the small craft but Ramda twists the boat around. She
pours on the power and shoots straight tor the island.

"We're almost there!” you shout.

The slim boat plunges onte the land and skids to a halt.
Digit fires one last blast of its tape beam betore you pull
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the robot out of the craft. Ramda grabs Digit’s other arm
and the three of you race for the zoo entrance as the
tornado dlS&[}pCaIS across the sky.

Aiming for the huge silver gates. vou run faster than
ever before. The two Ruby Racers w hiz overhead and tly
into the island park.

“Turn to the nght!” Ramda vells, lunging through the
gate, "The zookeeper's cabin 1s just up ahead.”

Running up to a small silver shack. she throws open the
door. “Vecto, where are vou?”

Aty ‘Snmle scwnnqt m 2 lcmg green coat jumps up.

“What's wrong?” he demands. “Ramda, what are you
doing here? You should have either fled or gone mto
hiding. There’s only one octal hour betore the Flectronic
Hurricane strikes!”

“I know,” she shouts, “but I'm going to stop it hbefore 1t
can destroy Venturia.”

“How?” asks the red-haired Smole.

“You mustl take us o the old weather weapons that
have been placed here at the z00,” Ramda explains. “We
need its data cube to create a super antiweather weapon
to stop the hurrtcane!”

“But those are the raster walls and laser fences,” Vecto
replics. “When thev were no longer usctul as weather
weapons, we used them to cage the wild and ferocious
robots here in the zoo. It you remove those walls and
{ences, the robots inside will escape and atrack the king-
doms of Venturia.”

“It’s either that or let Zera’s hurricane kill most of our
people,” she argues. “We captured the wild robots once
before. 1f we risk letting them go, we can capture themn
again.”

“You're right,” Vecto replies. “I'll take vou to their
cages at once.”

“Wait,” says Ramda. “We can only use one of the weap-
ons. W hd[ s the difference between them?”
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“Both walls and fences will drain energy from the Elec-
tronic Hurricane,” the Smole quickly explains. “'he ras-
ter wall will drain more energy than the laser tence, but
you ¢4 have more lascr fences in operation at any one
ume.”

You quickly make vour decision and tell Vecte your
choice.

If you choose the raster wialls, turn to page 87,

If you choose the laser fences, turn to page 90

Be sure to mark vour chowce on the Opuon Sheet on
page 124
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“1 choose the raster wall weather weapon,” you tell the
red-haired Smole.

“It's not {ar from here,” he says, leadiug youn out the
door. “The wall has kept the killer robirds locked up for
a long tume. I hate to think of what will happen when
they escape.”

“Be carcful.” Ramda advises. “I'm sure that Zera and
her Glitch triends are in the zoo somewhere.”

You cautiously follow Vecto through the rows of silver
clectronic cages that contain the z00’s robots. The wind
has picked up and vou struggle to fight vour way through
it. As vou sneak past the red botigators, vou see the long
Ie(‘tcmquldr creatures fighting with each other.

Ramda raises her dart gun and searches for any signs
of Zera. Dlglt rolls beside her and you {dreiulh sCan
everything in sight. To vour right you spot a hugf' black
robot with three heads and a dozen arms. [he sign 10
tront of the cage reads “Do not feed the vicious magnabot.”

Vecto turns past the monstrous-looking machine, when
suddenly you notice two Ruby Racers parked up ahead.
Ramda grabs your arm and pulls you down bchind an
electronic barrier. The wind rages in all directions.

Vecto ducks and says, “Those racers are right in front
of the raster wall that vontains the killer robirds.”

“Oh, great!” Ramda says sarcastically. “How’ll we get
the green data cube with Zera sitting out front?”
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“You're not going to get 1t!” the beautitul villain says
with a snarl from behind vou.

You leap to your feet and aim yvour dart gur. Betfore
vou can fire she blasts ice arrows dir ectly at you. Lunging
to the left, you narrowly escape their blows. 1'wo green-
haired Glitches shoot arrows at Ramda as she runs to-
ward the glowing blue rays of the raster wall. Digit fires
its tape beam but a Glitch shoots back and knocks the
¢old robot to the ground.

Vecto grabs one of Digit’s metal arms and drags the
little machine out of the line of fire. Once around the
corner of the raster wall, Vecto removes the green data
cube from its control panel.

“You dash to safety behind one of the Ruby Racers!”
Randa junips to vour side and blasts the three villains.
They dive out of the line of fire and run toward their red
vehicles. You quickly circle around the racers to escape
their advances.

Zera leaps on top of one of the vehicles and fires {rom
above. Though you duck out of the wav, a green-haired
Glitch grabs you from behind. The villain’s red robe
covers your head. You thrash wildly at the vgly Glitch bu
1ts ptmt*rful arms hang on tight.

Ramda aims for Zera but the weather villain jumps
down and grahs her belore she can fire a shot. Zera
pushes Ramda ro the ground and the third Ghich yanks
her blond hair. Ramda wildly thrashes at her attackers.

With one swift blow vou kick the other Glitch in the leg
and break trec. You lunge tor Zera, who falls over back-
ward. Ramda grabs the second Glitch by the feet and
pulls her down. You hold her securely as Digit slides up
and pours 11s tape beam over the fallen villain. "The tangle
of brown strings wraps tightly around the ugly Glitch.

The other Glitch charges at vou but you jump to the
side. Spinning around, vou grab the villain by the arm
and fling her into the Ruby Racer. She crumpleﬁ to the
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ground. You turn around quickly, just as Zera slams
Ramda up against the glowing blue wall.

Zera raises her arm to strike as Vecto shouts, “I've got
it!"” The little Smole holds the green data cube high above
his head and all of a sudden the blue rays of the raster
wall disappear.

Zera swings at Ramda but she ducks and the willain
plunges into the pit of killer robirds. The vicious mechan-
ical creatures swarm over Zera. They pick her up in their
long rectangular beaks and fly her into the air, their
square wings flapping as they disappear nto the sky.

If you have g computer, tupe in the seventh part
of your prograrmi.

Commodore owners turn to page 140.

Hpple owners turn to page 156.
CoCo owners turn to page 1/72.

When you are thraugh typing, continue the story by
turning to Chapter 8 on page 93.

If you aren’t using & computer:

Continue the story by turning to Chapter 8 on page 93,




chapter 7b

“The laser tence is the weather weapon I want,” you tell
the red-haired scientist.

“Okay,” Vecto says with a sigh. “But that fence i1s the
only force atrjppmg the giant botobeast from attacking
evervthing in Lﬂght Vecto motions tor vou to follow him.

Ramda says, “1'm sure Zera and the Glitches have landed
inside the zo0. Let’s be careful.”

When you step outside the Smole’s cabin, the fierce
wind catches you by surprise. The Electronmic Hurricane 1s
getting closer!

As vou cautiously sneak around a large cage, green
metal creatures ﬂmg themselves against the electronic
wires. You jump back.

“Watch oud!” Vecto vells, “1'hose roblobs will eat vour
hand in onc bitc.” At that news you step even farther
away from the dangerous creatures. Suddenly vou spot
Lwo Rub\a Racers up ahcad. Before vou can run for COVCT,
Zera and two ugly Glitches leap out of the red vehicles
and fire ice arrows Htl‘d]ght at you.

“Run to the left,” ¥ EL[{} orders in a loud w hisper. “The
laser fence is that way.” The little Smole turns quickly
and runs, Zera slams arrows at Vecto, He jumnps out of
the way but falls down. You rush to his side and quickly
pull him up.

Ramda runs ahead. Digit rells backward and fires its
tape heam ar the oncoming villains. As you turn to shoot
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your crvodart gun, vou're almost hit by a stream of ice
arrows, You blast a round of darts at the blue-faced
Glitches. Their red robes flap behind them as they run
after vou.

Vecto darts between two cages and leaps over an clec-
tronic barrzer. Then he jumps down wto the pit of swing-
ing botkeys. You and Ramda quickly lift Digit down into
the robot cage and run through the sca of green metal
creatures. The rectangular, apelike animals jump harm-
lessly around the cage as vou run past them.

Zera fives mto the pit. She misses vou but hits one of
the botkeys. [t fulls over backward and lies lifeless on the
ground. The evil villain and her Glitch companions storm
over the tence, finng deadly ice arrows as they charge
atter vou.

[hey keep missing vou but more botkeys are wounded.
Vecto throws open the back gate of the cage. He runs
toward the right and darts around a silver building. You
and Ramda struggle to carry Digit. The Glitches pick up
speed, getting closer cvery second. Vecto races up to a

cage made up of glowmg red lines. 1r's marked “Giant
Batobeast.” He darts mside.

I'he massive metal creature lunges for the little Smole,
but Vecto miraculously escapes. He cries out, “Keep this
beast away while I pull the green data cube out of the
laser fence control panel.”

You shoot the black robot in the middle of its back. Tt
spins around and charges straight for you. Leapiog to the
side, vou escape its grasp but Zera grabs you from behind!

Ramda comes to vour rescue and pushes Zera (o the
ground. The heaunful villain falls on her back. Then she
throws her legs into the air and instantly springs 10 her
feet, grabbmg Ramda’s blond hair. The two struggle vi-
clously as you are captured by both Glitches.

The evil accomplices grip you by the arms. You thrash
and kick but the Glitches hdng on tight. Zera throws
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Ramda to the ground. All ot a sudden Digit whips its tape
beam at the villain. As Zera tears the brown strings away,
Ramda jumps up and grabs her by the arm. Ramda
swings her into one of the Glitches and the green-haired
woman falls over backward. She doesn't move. Zera stum-
bles but comes back swinging.

You quickly pull away trom the other Ghtch, throwing
her toward Zera with all your strength. The hotobeast
charges at you but you dodge out of ﬂm way just in time.
The two villains crash tUgt‘fht*r Digit airns nghl, for them
but only hits the Glitch, who falls down in a tangle of
brown strings and is unable to break free.

In a fit of : anger, Zera raises her binary bow and pmnts
an ice arrow straight at Ramda. You leap into the air.
trying to stop her. Belore you can, the giant botobeast
grabs Zera up mn its arms. The creature holds her high
over its head and swings her up in the air,

All of a sudden the glowing red lines of the laser fence
disappear. Vecto triumphantly holds up the green data
cube. As Ramda jumps with joy, the botobeast runs 1o the
right and disappcars into the zoo. Zera's screams quickly
fade as the deadly creature escapes and carries her off.

If you have a computer, type in the seventh part
of your progrsm:

Cammodore owners turn to page 140.
Apple owners turn to page 156.
CoCo owners turn fo page 172.

LWhen you are through typing, continue the story by
turning to Chapter 8 on page 93.

If you aren't using a8 computer:

Continue the story by turning to Chapter 8 on page 93.
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chapter 8

Vecto rushes up to you and thrusts the green data cube
into your hand. You quickly slip it into Digit’s input slot.
The robot rocks back and forth as the final piece of data
1s translated.

Ramda grips her hands together and says, “Hurry,
hurry, there’s only two binary minutes before the hurri-
cane strikes!”

Numbers race across Digit’s tiny viewing screen. Col-
ored lights flash on and off. Suddenly the robot shakes
violently. It sputters and sparks and a trickle of smoke
spews out of its arm. Digit falls over backward and spins
around and around.

Ramda grows more nervous as it moves faster. You and
Vecto watch anxiously as more smoke pours out of the
little gold machine. A blast of buzzers erupts and Digit
stops dead. You hold vour breath and stare at the mo-
- tionless machine.

Then suddenly it hops up and says, “I'm ready to go!”

“We must opcrate the superweapon immediately,”
Ramda cries. “The Electronic Hurricane will strike any
sccond!”

Digit thrusts a tiny keyboard out of the front of its gold
body. A joystick pops out of the middle of the keyboard.
You grab the joystick firmly 1n your hand. Directions
[lash on the screen that tell you how to direct the remote-
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controlled weather bomber that has been loaded with the
seven WEAPONS.

“Here 1 go!” you say confidently as you press the first
key. The screen clears and you see the Venturian land-
scape on Digit’s tiny screen, You spot the Electronic Hur-
ricane and begin the battle to save Venturia.

If you are using @ computer and have typed in alf
seven segmenis of the program:

You are ready to play the game and save Ventuna!
T'urn to page 119 for final mstructions.

When you have won the game by draining all of the
Electronic Hurricane’s macroenergy in less than 1000

binary minutes, turn to page 104 for the end of the
story,

If you aren’t using a compuler;

Turn 1o page 96 tor the battle simulation. Only you can
save Venturia’
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THE GHTTLE
SIMULATION:
DESTROY THE
ELECTRONIC
HURRICANE!

You breathe deeply and begin vour attack, You sce
several Venturian villages on the screen. Raging like a
crazed whirlwind, Zera’s Electronic Hurricane starts sweep-
g toward them. You swiftly plunge yvour weather bomber
straight at the hurricane and the fight is on!

The rest of the battle simulation is on the following
page. When you come to each segment check
the ogption sheet on page 124 to remember what
your choices were.
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Segment |

Choice 13: Alpha Cannon

The deadly Electronic Hurricane sweeps across Ven-
turia’s ldndimpe Look out! It’s going to destroy an inno-
cent. Venturian village! With a burst of speed, you move
the weather bomber alongside the switily moving storm,
You tire your alpha cannon but miss! Betore you can
shoot again, the hurricane dodges in a4 new direction.
You follow and blast again. Pow! Your horizontal shot
{inds its mark and drains vital macroenergy from the
raging whirlwind.

Choice Ib: Betg Blaster

Racing across the countryside, the Electronic Hureri-
cane threatens the villages of Venturia, You shide vour
weathier bomber under the deadly whirlwind and tire a
vertical shot, Whiz! You're too tar away. You move closcer,
but the hurricane suddenly slips in a new direction and
vou almost lose 1. "Then you [ire again. Sweosh! Almost!
Huddenh you have a clear shot. Your heta blaster fires
vertically into the center of the raging hurricanc,
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Segment 2

Cholece 23: Bouncer Bat

You've got 800 binary minutes before Zera’s hurricane
devastates all Venturia. Scanning Digit's screen, you dis-
cover that several villages lie directly 1 1ts path Puttng
all your joystick skills into play, you drop a bouncer bat in
front of the hurricane. Hitling the bat head on, the ener-
getic whirlwind reverses direction. Oh, no! You blew !
You batted the hurricane straight toward a new village
and you can't stop it In tinie.

Choice 2B Twister Paddle

The Electronic Hurricane blows on relentlessly. Only
800 binary minutes are left untl Zera 15 victorious. Be-
tore the whirling tornado can hit any villages, you drop
several twister paddies in its chosen course. The hurri-
cane bangs mnto the hrst paddle and veers in a new
direction. Crashing into another paddle, it twists away
violentlv—toward a new village! You race to save the
village but the hurricane gets there first!
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Segment 3
Choice 3a: Matrix Magnet

There’s only one Venturian village on the screen. The
hurricane won't jump to the next area unless it destrovs
this last village first. Instantly you slip your bomber to the
far lefl and drop a matrix magnet. 'The raging hurricane
charges for the magnet, leaving the last village behind.
The matrix magnet only lasts five binary minutes, but
when 1t's gone, you drop another. You've got the hurn-
cane on the run!

Choice 3b: Linear Lodestone

The hurricanc roars over a village and sucks up its
energy. It the hurricane gets to the last village on the
screen, it will blow toward a more populous area. Defily
moving the bomber up close behind the twisting storm,
yvou release a linear lodestone. The hurnicane wheels
around, relentlessly pulled to the lodestone, Since 1t stays
on the screen twenty binary minutes, the lodestone lets
vou use your other weapons very effectively!
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Segment Y
Choice Ya: Graphic Glabe

The hurricane destroys three more villages! Five hun-
dred binary minutes remain, but you've used up more
than hall your microenergy. T'he angry whirlwind heads
for another village. You must protect it at all costs.
Quuckly dropping one pixel generator on one side, you
swiftly dive to the opposite side of the village and dmp
a second pixel generator, creating a graphic globe. The
village 15 saved, but you've used up five units ot your
microenergy to do it.

Choice Yhb: Static Shield

Only 500 binary minutes remain, and the ominous
hurricane 1s Lhdl‘gﬁ‘d with lots of NIACTOENErgy. Your own
microenergy is wearing thin, but you're not going Lo
quit now! The evil storm heads for five villages. Rushing
into action, vou glide your weather bomber over each
village, dropping a static shield on top of each one. Each
shicld uses up ten units of microenergy, but you know
it’s worth it when you watch the hungry whirlwind pass
harmlessly over the villages.
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Segment 5
Choice Sa: Unitrapper

‘T'he perilous hurricane threatens an innocent village.
You deftly drop a unitrapper between the fierce storm
and the unprotected village. Your plan fails when the
hurricane carcens away at the last moment toward a new
village. ’inxmusl} vou wait until the unitrapper tades
from the screen. Then you (ry dagam, droppmg another
unitrapper. 'L'his tme you get results! The angry hurricane
15 paralyzed for ten blﬂdl“‘f minutes. You saved the village!

Choice Sb; Multitrapper

You've got to do something quick! 'The hurricane en-
dangers scveral ncarby villages. Gliding your bomber
smoothly across the screen, vou drop several multitrappers
in the whirlwind's path. The hurricane crashes into the
first one and is stopped for five whole binary minutes.
Then it breaks free, only 10 be caught by the second
multitrapper. This time vou surround the raging super-
storm with vour other trappus keeping your villages
safc trom the deadly hurricane.
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Segment &
Choice 6a; Digi Bombs

The hurricane’s macroenergy 1s low, but not low cnough.
You drop a digi bomb in the whirling windstorm’s path.
Biam! The bomb goes off—too soon. You drop another and
count off the binary seconds carefully. I'he hurricane veers
away and you realize YOLUTE USING 1P too much Microenergy.
You drop one last bomb and cross vour fingers. The hurri-
canc charges for 4 vitlage but hits your bomb just as it gocs
off. Kaboom! I'he hurricane loses ten units of macrocnergy!

Choice Bb: Sector Mines

Time 15 runnimg out as you desperately iry o stop the
hurricane. You diop a sector mine in the superstorm’s
path. Crask! The mine explodes when the hurncane hats
it. You drop another mine, but the raging whirlwind
uncxpectedly blows in a new direction. You race after it
and swoop down, dumping a sector mine right in {ront.
Pow! After losing five units of macroenergy, the whirling
hurricane blows onward relentlessly.
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Segmernt 7

Choice 73; Raster Walls

[t’s going to be close! The superstorm winps across the
screen toward another village. It w reaches the village,
Zera will win. Racing madly, vou drop raster walls in 1ts
path. You drop the fitih, and last, just as the deadly
storm crashes into the first wall. Losing most ot its cn-
crgy, It veers away, avoiding the next wall. You chase
atier it, dropping a wall in its path. The llurl'lLdl'lE Lhd]gﬂb
into your wall, losing its last bit of energy. You've won!

Choice 7h: Laser Fences

Only a dozen binary minutes remain! You don't have
much energy but neither does the hurricane. Ch, no! It'it
hits that village vou'll lose! Moving with lightning speed,
YOou dmp nine of your ten laser fences around i, trap-
ping it. The hurricane whirls and hits one fence, then
fumth{.r Suddenly it breaks free! (,flrt‘fu]l} estmating its
direction, you drop vour last fence in its path., Kablam!
The hurricane'’s cnergy 18 dramned to 7ero and you have
defeated Zera! Hooray!

Turn to page 104 to end the story.
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chapter 9

“"You destroved the deadly Electromic Hutrricane!™ cheers
Ramda, slapping vou on the back.

Vecto dances in a crcle and shouts, "Hooray!”

You throw vour arms up and jump inte the air with
joy.

Ramda presses a kev on her wrist viewer and calls,
“Come in, CPL Central.”

After a briet pause Romiden’s volce sounds through
the tiny speaker. “Congratulations! We've been closely
studying the hurricane’s progress. When it suddenly dis-
dp[]tdl’(‘d off the monitor 1 knew vou had succeeded.
What happened to Zera®”

Ramda laughs. *Dont worry about her. She's getling
what she deserves.”

"Venturia 1s gratetul to all of vou.” says Romiden. *Re-
turn to the palace at once and we’ll have a double
celebration.”

We'll be there in a ferroflash,” Ramida answers. “But
first I must km:-w if Max and Vidi are okay.”

"t course,” Romiden answers i a reassuring tone.
“They hoth returnﬁ{i salely and the micromedicine healed
Vidi completely.”

“Wondertul,” replies Ramda. “We'll leave immediately”

She signs ott and Vecto says, “If vou ride on my tlving
kilobot, you'll get there almost mstantly.”

104



THE ELECTRONIC HURRICANE

“Great,” says Ramda. “I've always wanted te ride one of
those beautiful machines.”

Stepping over one of the fallen Glitches, the Smole
adds, “I'll take care of these villains and make sure that
thev land in Jnhn] Prison.” He points (o the lett and says,

ngh[ this way.’

The Smole leads you to a shiny silver building and
pulls back the door to reveal a sleck white robot. Paper-
thin wings shoot out on cach side ot the eagle-shaped
machine. Vecto slides a ladder up to the large creature
an{:i says, “Climb aboard.”

You pu:.h and Ramda pulls Digit to the top. She iumps
down into the open cockpit and vou and Digit slip in
behind her. As vou straighten your black and gold hel-
met, Ramda slips on a red one. She inputs your destina-
tion 1nto the control panel and presses the $TART button.

The white hird gracefuliy glides out of the building. It
turns to take off and you wave good-bye to Vecto.

“Thanks,” he calls up 1o you and Ramda.

- The flving kilobot flaps its metal wings, rises up into
the air, and shoots across the sky. It leaves the Robot Zoo
far behind as it crosses the green lake and sweeps over
the quadtree forest,

A {‘{}{‘Jl breeze brushes past your shoulders as you fly
into CPU Central. The city 1s filled with people ](wiulh'
parading through the streets. The kilobot gently lands
outside the palace. A grateful crowd rushes up to the
mechanical bird and vou, Ramda, and Digit squecze past
them.

When vou reach the palace, Romiden picks up little
Digat and raises it inte the air. The crowd dances and
cheers. Then he grabs vour arm and Ramda’s and holds
them up to the ecstatic andience. They go wild with
applause,

Calling 10 the crowd, Romiden begins, “Venturia will
always be indebted to the three of vou tor saving us from
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the deadly Electronic Hurricane.” Shaking vour hand, he
adds, “Our friend from the indlt}g Dimension deserves a
spectal token of our appreciation.’

He hands vou a thin gold tube with the mitials CPU
inscribed on the side. He savs, "With this secret CPU
whistle you can return to Venturia any time you wish.”

“That’s great!” you exclaim. "How do 1 use it?”

Romiden explains, “Just recite the special password
phrasc and blow the whistle four times.”

“Like this?” you ask as you begin,

Hiders of the Light

From the Land of the Night
Uil pass through the glass
Of Lightning's LHindow.”

Raising the shiny gold whistle, vou blow four blasts.
Suddenly you're surrounded by a glittering white tog.
Your arms reach out but vou can't feel anything.

Finally the mist clears and you see the celling of your
room. As the fog lowers, your computer monilor comes
into view. You look closely at the screen and read the
words:

YOU LIt ALWAYS BE LWELCOME IN VENTURIA!
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LUhat You Need to Know
o Type in the Programs

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

properly.

The Computers Compatible
with ThisBook____________

The programs will run on these compuiers: the Gom-
modore 64; the Apple Il family; and the Radio Shack
Color Cmnputer

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

The Apple II listings are written for the Apple 11 family
of computers that run Applesoft Basic, such as the Apple
[I1+, 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
written for all CoCo models with at least 16K of memory.
You do not need Extended Color Basic. The programs
will not run on the Radio Shack TRS-80 Models I, 11, III,
or 4. Note: It you have a 16K machine, type:
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FPOKE 25,6:NELWJ

and press RETURN before tyvping any lListings. This will
gIve YOU IMOTE Memory.

Howto Typeinthelistings___

As vou read the story and make your video game
program choices, LdI‘t‘{llll‘iﬁ mark these on the Option
Sheet on page 194, Type in the programs as you go along
or read the story straight thmugh and type them in later.
In either case, be sure 10 type 1n only one of two choices
for each of the seven p]E[ES of the program.

There are seven major parts to the program, each of
which has an A, B, and C segment to type in. You always
choose hetween the A or B segment listings and vou always
add the C segment listing to A or B.

For example, if you want the superweather weapon to
have an alpha cannon (but not 4 beta blaster) then vou
will want to type in the segment LA listing. You will not
type in the segment 1B listing. You will stll type n the
segment |C listing.

Use the correct listing for your brand of computer.
The program segments tor the Commodore 64 (C64),
Apple Il tamily (Apple), and Racio Shack Color Com-
puter {(CoCo) are given on separate pages—be sure to
follow the directions that will take vou to the correct
pages to type.

[T vou aren’t using a computer, mark vour choices on
the Option Sheet on page 124. See the result of vour
choices by reading the video game simulation on page

96,
If you have any tronble getting vour program to rumn,
’ £ i i ’ L
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prociread vour histings caveludly. [F there s one nustake,
vour progeam will ot ven, The best way o do thas s to
have o friend read whiat i i the book aloud while vou
compare 1L Lo o prantout or 4 osereen listiing of what vou
have typec. Or read the printed hsiing o a tape re-
corder and play 1t back while vou examine vour own
typing.

Whether vou have a tape recorder or disk drive, save
vour work every fow munutes ana keep track of what
program lines are saved wheve, One power lalure that
lasis a microsecoud can wipe oul an evening’s work!

The longer vou type without resting, the more hkely
you are to make a mistake. Try not to type tor more than
an hour at a ume. One of the reasons that Arcade Explorers
1s broken up imto scgments is so that you can type in cach
part separately and casily,

As vou iype in each line, check o see that 1t sn't
continued on the next line before you press RETURN. (et
in the habi of looking at the next line number. If the
next line 1s indented, 1t 1s part of the hine betore.

You will need to use a joystick to play the game. Plug 1n
vout joystick (read the specific instructions for your com-
puter’s joystick in “How to Play the Game” on page [ 1Y),

Once you have typed in the program correctly and it
runs, feel free to experiment! Each part of the program
15 identified with 4 REM statement. For example:

1500 REM MAIN LOOP

tells you that the main loop of the program starts at hine
1500. By locking at all the REM statements, you can
analvze how the program works.

However, the authors of this book take no responsibil-
iy for any program modihications you may make. Re-
member, yvou can’t hurt your computer by changing a
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program, so go ahead and experiment! By studying the
way that the program changes as you type in different
segments, you can learn how programs can be modified.

InCaseofErrors____

— — — — — — — — — — — — — — — — — — — — — — — — — — — — —

If you get an error message atter you type in your
program and then run it, consult vour computer’s man-
ual to see what the error might be and where it may
occur in the listing. Be sure that you are typing in exactly
what is on the prinied page! Double check the numeral 0
(zero) and the letter O {oh) and the numeral ! (one) and
the letter 1 (el). They are easy to confuse.

It all clse tails, save everything to tape or disk and turn
yOur computer off. Get a good night’s sleep and come
back the next day with fresh eves. There are approxi-
mately 83000 kt:‘y:-.tmkes 1n the program, and it i1s easy to
make a typo! Take it slow and easy and vou will have a
game that you can modify again and again.
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For the Apple and CoCo listings, vou can type 1n exactly
what vou see. Some of the program lines are too long to
fit on the page—thev are continued on the line immeda-
ately below and are indented whenever possible. Ignore
any spaces that are not In between quotes.

For the Commodore 64, certain listings conventions are
used. The following chart shows you what to type when

for cursor and color keys.

LISTING YOU TYPE
{BLK} CTRL-!
ILUHT) CTRL-2
(RED} CTRL-3
{CYAN} CTAL-Y
{PURP} CTRL-S
{GRN} CTRL-6
{BLUE} CTRL-7
{YELO} CTRL-8
{RVON} CTRL-9
{BVOF} CTRL-0 {zero}
{OBNG} CMMD-1
{BAN} CMMD-2
{LRED} CMMD-3
{GRYT} CMMD-Y
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IGRY2)
{LGRAN}
(LBLU}
IGRYF}
{C/DN}
{C/UP!
(C/RT}
{C/LF}
{HOME}
{CLA}
(FII—{F8}

CTHL =control key
CMMD =Commodore key

[16

CMMD-5
CMMD-6
CMMD-7
CMMD-B8
Cursor/down
Cursar/up
Cursar/right
Cursar/left
Home

Clr

Function keys



Index of Program
Options

After vou have creatcd vour game once, vou may want
to go back again and try different options. Foliow this
chart to sec what game options are on which page:

Program Fage Numbers

Option Lines CeYy Hpple CoCa
1A Alpha Cannan 1000-1100 128 juy 160
18 Beta Blaster 1000—1300

2R Bouncer Bat 20002100 130 46 162
2B Twister Paddle 2000—-2300

3A Matrix Magnet 30003100 132 U8 1ey
3B Linear Lodestone 3000-3300

UR Graphic Glohe 4ooo-digo 134 150 166
4B Static Shield HO00-4300

58 Unitrapper 5000-5100 136 152 168
5B Muititrapper 5000-5300

BH Digi Bombs BOOD-6100 138 154 170
6B Sector Mines 60006300

7R Raster Walls 7000-7100 0 156 172
7B Laser Fences 7000-7300
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The C segments follow directly afterward on the same
page. All € line numbers start at an even 500; for exam-
ple, the lines for segment 5C start at 5500 and go no
higher than 5999,

118



How to Play the Gamne

Venturia i1s threatened by the evil Zera, ruler of the
Glitches. S8he has created a deadly Electronic Hurricane
that will destrov all of Venturia. If the hurricane is not
stopped in 1000 binary minutes, not only will Venturia be
destrayed, but all mmputer% in our Analog Dimension
will pEIlSh!

You are the operator of the superweather weapon. The
only way to stop the Electronic Hurricane is to completely
remove all its macroenergy. You must drive the remote-
control weather bomber that has been loaded with seven
antiweather weapons and remove all of the hurricane’s
energy before it engults Venturia.

This superweather weapon is powered by precious
mlcruenergy Each time you use one of your WEAPONS,
your microenergy will be decrcased. When all the micro-
encrgy 1s gone, then you will be uvnable to affect the
hurricane and it will destroy the rest of Venturia.

You must also protect as many Venturian willages as
you can. 1t the hurricane passes directly through a vil-
lage, the village will be demolished. 1f all the villages m
the area are destroved, the hurricane will move o a new
part of Venturia, If the hurricane attacks a village, the
village’s energy will be added to the hurricane’s macro-
energy!
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On Digit’s screen vou will view the arca where the
Electronic Hurricane is currently located. The hurricane
15 alwavs moving, so yvou must think L]ll]{,]\l‘» betore it
dt“wtl’(]"ﬂ the Veenturian villages in 1its path. 1o use one of
the antiweather weapons, you must move the weather
bomber to the place on the screen where vou want to use
one of 1ts seven weapons. When you are :eddu to activdte
the weapon, press the TIRE button on the joystick. You
will sec a menu of choices, one lor each weapon vou
chose as vou traveled through Venturia. Press the appro-
priate letter on vour keyhoard and the weather weapon
will go nto elfect.

When vou arc not using a WCIPON, your score will
Appear, Shmung vou how many minutes atrce left, how
mu-:h n111:1n€11€1g1 you h.uf* rhf' numher (:-f vllldgﬁ re-

hmnmne sl Lf}‘r'll.dlI].S.
Choice 1: Alpha Cannon or Beta Blaster

The alpba cannon will fire horizontally in hoth direc-
tions. Il vour shat hits the center of the hurricane, vou
will drain 1ts macrocenergy. The beta blaster is similar but
it lires vertically in both dircctions.

Choice 2: Bouncer Bat or Twister Paddle

Il the hurricanc passes direcly over a bouncer bat vou
have dropped from your weather bomber, the hurricane
will go 1n the dircenion opposite from the one 10 which 1t
wus traveling. You can only have one bouncer bat on the
screen at a time. The twister paddle will also make the
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hurricane’s direction change, but in an unknown direc-
tion. You can have more than one twisier paddle on the
screen dat a tune,

Choice 3: Mairix Magnet or Linear Lodestone

The matrix magnet and the lioncar lodestone will pull
the Electronic Hurricane toward (hem. You can only have
one magnel. or lodestone on the sereen at a ume. Fach
stays on the screen for a limited time before it disappears.
The magnet will affect the hurricane from a longer dis-
tance away, but the lodesione will stay on the screen
longer.

Choice 4: Graphic Globe or Static Shield

Both are used to protect Venturian villages, A pro-
tected village cannot be destroved by the hurricane. Lo
create a graphic globe, you nust dmp pixcl generators
on two opposite sides of a village. 1o create a static
shield, vou must drop a pixel generator directly on top of
a village. Shields use up more ol your microenergy than
globes do.

Choice 5: Unitrapper or Multitrapper

Unitrapper and multitrapper weapons will stop the hur-
ricane from moving lor a certain number ot hinary min-
utes, While you can only have one unitrapper on the
screen at a tume, d unitrapper can stop the hurncane
longer than a multitrapper.

Choice 6: Digi Bombs or Sector Mines

A digt bomb will explode a certain number of binary
minutes after you drop it from your weather bomber. 1f
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the hurricanc passes over the digi bomb at the exact
moment it explodes, a great deal of energy will be drained
trom the hurncane. A sector mine will explede any time
1t comes n contact with the hurricane’s center, but it will
not cause 45 much damage.

Choice 7: Raster Walls or Laser Fences

Fences and walls will drain energy from the hurnicane.
You can have more fences on the screen than walls, but
walls drain more energy.

Only you can stof) the Electronic Hurricane and defeat Zera's
euil plans to destroy Venturia!

Specificlnstructions for Each
Computer_ _ _ _ _ _ _ _ ______

— — — — — — — — — — — — — — — — — T — — — — — — — — — —

Commodore 64: Use joystick port 2 for vour jovstick.
Press the FIRE button and then the key that 1s appropriate
tor the action you want to take (for example, if vou want
to use the unitrapper, press T).

Apple: Adjust your joystick so that it will move the
blinking cursor smoothly. Press the FIRE button and then
the key that is appropriate for the action you want to take
{tor example. 1f vou want to use the unitrapper, press
T).

Radio Shack CoCo: Adjust vour joystick so that it will
move the blinking cursor bmﬂnthh L'se the right J{;}stlck
port. Press the FIRE button and then the key that is
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appropriate for the action vou want to take (for example,
if vou want to use the unitrapper, press T). It vou have a
[6K machine, type:

POKE 25.6:NEW
and press RETURN before you do any typing. This will

give you the maximum amount of memory available for
your CoCo.
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Option Sheet

Mark vour choices as you make them.
Segment I

Choice 1A; Alpha Cannan

Chaoice 1B; Beta Blaster — — __ —
Segment 2

Choice 2H: Bouncer Bat —

Cholce 2B: Twister Paddle _— __ __

Segment 3

Choice 3A: Matrix Magnet

Choice 3B: Linear Lodestone

Segment Y

Choice UA: Graphic Globe

Choice 4UB: Statlc Shield

Segment 5

Choice 5H: Unitrapper

Choice 58: Multitrapper
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Segment b

Choice 6H: Digi Bombs _ __ __ __
Choice BB: Sector Mines

Segment 7

Choice 7R: Raster Walls
Choice 7B: Laser Fences — — —







LOMMODORE 6Y
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

18 REM ARCADE EXFLORERS HAME 3

286 REM THE ELECTRONILC HURRICANE

3@ REM (C) SETH MCEVOY & LAURE SMITH
48 REM PUBLISHED BY DELL BOCOKS, INC.
58 607D B3@0

1888 REM CANNCON OR BLASTER

1188 BN$(1)="C"tBL$(1)="CANNON" s RETURN

- y— - . . S Y T T T YT T I I IS S S e . e e -

1@ REM ARCADE EXPLORERS BAME 3

2@ REM THE ELECTRONIC HURRICANE

2@ REM (C) SETH MCEVOY & LAURE SBMITH

42 REM PUBLISHED BY DELL BOOKS, INC.

58 BOTO 8500

1280 REM CANNON OR BLASTER

1300 BN$(1)="B":1BL$(1}="BLABTER":RETURN

1588 REM MAIN LOOF

1501 BE=2,B08UB 7802

1585 GO0SUB 3900:1REM HURRICANE
1319 B08UB 45QQ:REM VILLABE CHECK
1515 608UB 2888 REM COUNTERS
{520 BOSUR 37001REM TRAPS

1539 BOSUR Z52Q1REM CURSOR

1380 BN=BN-1/21IF BN<1 THEN 4900
1585 BOBUB 74801REM SCORE

1587 O0BUB 250@:REM CURBOR 2
1398 BOTO 1599

14622 REM 8HOOT

1602 EY=EY-31608UF 18@@

1683 CN=liLM=39:CR=CX
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_1-c Continued . ___

1605 IF BN$(1)="B" THEN CN=4Q:LM=21:Ca=L_Y
i415 FORI=1T7035

1617 IF (CA+I):LM OR (CH-13<1 THEN 1432

1628 D{I)=PEEK(CP+I#CNI1D(I1+]Q)=PEEK{CP-]*CN)
1625 POKE CP+I+CN,{71:POKE CP-1#CN,171

1627 POKE CP+I#CN+DF,5:1POKE CP-T#CN+DF,5

1628 IF {CP+I%LN)=HP QR (LP-I#CN)=HF THEN BOSU
B 1700

163@ NEXT:FORI=3 70 1 STEP -1

1632 IF (C@+i)}>LM OR (Cd-1}<1 THEN 1448

1635 POKE CP+I#CN,D(I;:POKE CUP-I#CN,D{I+18)
1640 NEXT:RETURN

17800 REM HURRILCANE HIT

1783 FORYY=1TO5:88=YY#4@:508UB 7B5@:NEXT

171@ EH=EH-5$60SUB 1900

1715 RETURN

18@@ REM EHOOT SOUND

1803 GOSUB 7908

190@ REM HURRICANE CHECK

1985 IF EH<1 THEN 69380

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 23.
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.
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2000 REM BAT OR FADDLE
2180 BN$(2)="T":RL$(2)="BAT"+RETURN

2888 REM BAT OR PADDLE
23868 BN$(Z2)="P":BL$(2i="PADDLE":RETURN

2582 REM CURSOR MOVE

25082 IF (PEEK{(JS)ANDSX)/8X=8 THEN GO3UB 53508

2503 POKE CP,DS:POKE CP+DF,DC
2583 C=PEEK(JS)ANDFFiMX=@:MY=@
2318 IF Cu14 THEN MYs=~|

2512 IF C=7 THEN MX=l

2514 IF Ca13 THEN MY={

2516 IF C=11 THEN MX=-1

2320 X=CX+MX:YuCY+MYLIF X>=1 AND X<48 AND Yo-i
AND ¥<2Z THEN 2310

2323 RETURN

2330 CX=X3CYnYi CP=GL+CX+FTLY

2332 DS=PEEK(CPI1 DC=PEEK (CP+DF)

2533 POKE CP,140:POKE CP+DF,BK

2537 IF DS=14@ THEN DE§=32

2338 IF DB=sHE THEN DE=32

2540 RETURN

2600 REM BAT OR FADDLE

26@1 IF DS<>32 THEN RETURN

2602 EY=EY-3

2683 Q0508 27@¢

2685 IF BN$(2)="F" THEN 2450

261@ REM BOUNCER BAT
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__e-c_Continued

2612 IF TE(1)=] THEN RETURN

2613 DE=2@:DC=9

2520 TE(L1)=1:TA(L1)=CP:TC(1)=3:RETURN

2658 REM TWISTER PADDLE

2630 FORI=1TOS:IF TE{I)=1 THEN 25670

2660 DE=]b41DC=9

2665 TE(L)=11TA(I)}=CP:TC(I)=511=3

2678 NEXT:RETURN

2780 REM SOUND OF UTHER WEAPON DROP

2705 FORYY=1BTOISTEP-1:BB=10%YY1605UB 78@@:NEX
TIRETURN

2880 REM COUNTERS

2843 FORI=1TOS3+1F TE(I)=@ THEN 2820

2819 TC(I)aTCIL)~121F YC(I)>»@ THEN 2820
2812 TE(I)ah POKE TAC(I), 32

2815 VyY=l51008UB 47235

2828 NEXT

2830 IF AC>® THEN AC=AC-1:1IF AC>@ THEN 2840
2835 AT=2@:FOKE AA,32:VY=131805UB 4725:1VV=12:GD
BUB &723

2840 FORI=1TON:IF RE{]l)=@ THEN 2840

284% RC(I)=RC(I}~t11F RC{I)>@ THEN 2840
2850 RE(I)=a@1POKE RA{(I),32

2855 vW=181808UB 6723

2860 NEXT

2845 GOSUB o708:608U8 67580

2898 RETURN

L A ey S S e Ty TEa s .

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 37.
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT L.

Jp@@ REM MAGNET OR LODESTONE
J10@ BN${Z)="M" 1 BL¥(I)="MABNET "I RETURN

3800 REM MAGNET OR LODESTONE
3300 BN$(3)=s"L"+BL$(J)="STONE":RETURN

X500 REM HURRICANE

I51@ FORI=1TCI:FORJe1TOS

I042 IF HE(I,J)=142 THEN HE(I,J)=32

I515 CuHP+I~-2+(J~-2)%FTIPOKE C,HE(I,J)sPCKE C+D
F,.4

3528 NEXTINEXT

3522 X=HX+DX:Y=HY+DY:IF X>B AND X<39 AND Y>D A
ND ¥Y<21 THEN 3525

3923 BOSBUB 3595

I524 GOTO 3322

3525 HXsHX+4DXtHYSHY+DY it HP=GC+HX+FTH#HY

3530 FORI=ITOJIFORJ=ITOS

I533 C=HF+I=-2+(J=-2} %48

3535 HEI(I,J)=PEEK(C)

3936 IF I=2 AND J=2 THEN 3548

3537 POKE C,HS:POKE C+DF,HC

3548 NEXT:NEXT

Jau® REM CHECK EYE OF HURR

3559 IF HE(2,2)=20 THEN DX=-DX:DY=-DY

3557 IF HE(2,2)=16 THEN 3595

3940 IF AT=@ THEN 3588

I562 X=ABS(AX-HX):Y=sABS(AY-HY!}

3564 SA=INT({(XeX+Y*Y) T .5):REM t = (iF ARROW
3546 K=5:IF BN$(3)="L" THEN X=10
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__3-c Continued_________.

3968 IF{K-8Q@)<@ THEN 3380

3369 IF AXsHX AND AY=HY THEN QO0SUB 3I595:HE{Z,Z
y=328POKE HP,32:AT=B:G50TC 3588

I578 IF AXCHX THEN Dim=-]

3572 IF AXO>HX THEN DX=]

3574 IF AY{HY THEN D¥=-|]

3376 IF AYXHY THEN DY=|

3578 IF AX=HX THEN DX=0

3579 IF AY=HY THEN DY=0

3580 GOBUB 47ee

35992 RETURN

3393 DXeINT(RND(@}#3)~1sDY=INT(RND(Q)#3)-1tIF
DX=8 AND DY=@ AND BH=9 THEN J359&

3597 RETURN

J589 REM ATTRACTORS

J681 IF AT=] THEN RETURN

3602 [F DS<>32 THEN RETURN

3405 EY=EY-3)1GOBUE 270@

3687 IF BN$(3)="L" THEN 3658

3618 REM MATRIX MAGNET

3612 DS=131DC=%:ACad

I415 AT=13AAaCP

S620 L=AA-SC:AY=EINTI(LC/FT):AX=C-FT*AY:RETURN
3650 REM LINEAR LODESTONE

3655 DS=12:DC=9:AC=10:60T0 3&15

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 50.

199



TYPE SEGMENT A OR B, THEN TYPE SEGMENT L.

— — — — = WRAF W EEE alEE el sl IS B B SN TS A A T W

4@0@ REM GLOBE OR SHIELD
4100 BN$(4)="0":BL$(4)="5LOBE":RETURN

U-b

4900 REM GLDBE OR SHIELD
4300 BN$(4)="S":1BL$(4)="SHIELD":RETURN

EE S el e — e— e TIIEST ST TS EIIST DI ISR WIS TS S S S e

4508 REM VILLAGE CHECK

4505 FL=@1FORI=1TQI:tFORJ=1TO3

451@ IF HE(I,J)<{>V8 THEN 4529

4313 HE{I,J}=32:VN=VN~-11EH=EK+1Q:B0SUR 4709
4517 IF VNK1 THEN FL=l

4520 NEXT:NEXT

84525 IF FL=B THEN RETLRN

4530 PRINT"{CLR}{C/DN;{C/DNJ}{BLK}HURRICANE MOV
ES TO A NEW AREA!"

4335 FORI=1TO03:BG=10Q:cOSUB 7BOQ:INEXT

4542 FORI=1TOEBBBINEXTIGDTOD BoRR

4588 REM SAVE VILLAGE

44682 EY=EY-33G0SUE 2720

46@% IF EN$(4)="58" THEN 4430

4418 REM GRAPHIC GLOBE

4412 IF DS{>32 THEN RETLURN

4615 DS=42:DC=2

44628 BG6=0:IF FEEK{(CP+2)=482 THEN @BB=1

4622 IF PEEK(CP-2)=42 THEN GB=-1

4624 IF PEEK(CP-80)=42 THEN GB=-449

4626 [F PEEK{CP+8B)=42 THEN GG=48

4628 IF GG=d THEN RETURN

4630 [F PEEK(CP+86)<(»VE THEN RETURN

4533 POKE CP+GG6,4B83POKE CP+&&+DF,21YN=YN-11RET
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_Y-c Continued_________

URN

45650 REM STATIC SHIELD

44355 IF DS<>VS THEN RETURN

4660 DE=48)DC=21EY=EY-463 VN=YN-11RETURN

470@ REM FURTHER COLLISIONS

4705 IF HE(2,2)=14 THEN HE(2,2)=321EH=2EH-51G08
UB 48400

4710 IF HE(2,2)eé THEN HE(Z,2)=32yEH=EH~10:808
UpP 4800

4715 IF HE(2,2)=23 THEN HE(2,2)=321EH=EH-51E0S
UE 4808

4728 RETURN

4800 REM BOMB SDUND

4803 FORBGa2TOZR@STEFZ21B05UB 783RQINEXTIRETURN
4810 GOSUB 19921RETURN

4782 REM VILLABE DIE SOUND

479835 GOSUB 7939

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGL 64.
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

5-3

o s — A e e — W E—— — — — — m— S, A s = e W

5@@@ REM UNI OR MULTI TRAPPER
5100 BN${3)="U":BL#(3)="UNI"+RETURN

S@ed REM UNI OR MULTI TRAPFER
5308 BN${5)="R":BL#(S)="MULTI":+RETURN

5500 REM FIRE BUTTON

5503 POKE 198,0:608UB 730@:FL=2

oal@ BET As1IF A$="" THEN 55182

Sul3 PRINT"{MOME}"}PS$)1FORI={TOZJIPRINT"{C/DN
'S INEXT

3920 FORI=ITO79:PRINT" "3 :NEXTsPRINT*"{C/UP}{C/
Upl=- "1

5523 FORI=ITO7:IF A$=BNS$(I} THEN FL=]

3527 NEXT

3332 IF FL=@& THEN PRINT" THAT WAS NOT A POSBEI
BLE CRCGICE!";:+B0SLUDP 55835:60T0 3590

5035 PRINT" YOUR CHOICE WAS ";BNs$(FL};"-";BLS$
(FL)}

548 GCSUB 4000

9383 FORJ=I{TOABB:INEXT

0098 RETURN

9400 REM TRAPPERS

3605 IF D8<>3IZ2 THEN RETURN

94687 EY=EY-3:G505UB 2709

S408 IF BN$(5)="R" THEN 3450

5519 REM UNI TRAPFER

o612 IF RE(l)=1 THEN RETURN

o415 D5Se211DC=2%

5628 RE(1)=1tRA(1)=CPIRC(1) =51 RETURN
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5650 REM MULTI TRAPPER

5635 FORI=1TDS:1F RE(I)=1 THEN 56&78

3648 DS={Bi1DC=Y

5665 RE(I)=l:RA(I}=CPsRC(I)=51]1=5

5678 NEXT:RETURN

5788 REM TRAPS

9705 IF HE(Z,2)ed]l THEN SHsljRX=gIKE(Z2,2}a32: D
X=D:DY¥=D

5707 1F HE(2,2)218 THEN SHe=liRX=31HE(Z,2)a32:D
X=0:DY=0

5718 IF SH=B THEN RETURN

5715 RX=RX~11IF RX<! THEN SH=0:080SUBR 3595
5720 RETURN

WHEN YOU HAVE I'INTSHED TYPING,
CONTINUE READING ON PAGE 70,
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

b-a

_— — A e——— —— Emge E—— T B I SIS EEEE DI DI TN T T B e S -

6088 REM BOMBS DR MINES
6100 BN$(5)=*D":BL$(4)="BOMB" :RETURN

6880 REM BOMBS OR MINES
6300 BN$(6)="N"iBL$(H}="MINE"; RETURN

T — — N TS e e— — O BT B e e — — e e— ogp— —

4500 REM CKOICES

4310 IF FL=] THEN 805URB 146@B:RETURN

6520 IF FL=2 THEN BOBUB 26Q@:RETURN

6338 IF FL=3 THEN G0SUB I&BO@:RETURN

6540 IF FL=4 THEN GOSUB 4&48@:RETURN

6550 IF FL=5 THEN BOSUB 54688:RETURN

6568 [F FL=6 THEN GOSUB &&82:RETURN

578 1F FLa7 THEN GOSUB 77QQ:RETURN

6598 RETURN

6600 REM BOMBS/MINES

6602 EY=EY-3:G0SUB 2708

66@7 IF DS<>32 THEN RETURN

b4@8 1F CT>! THEN RETURN

661@ IF BN$(&)="N" THEN 4630

4615 REM DIG] BONME

4629 D5wd)CTa5:iDCsFyDA=CPIRETURN

66508 REM BECTOR MINE

645% D8=14sDC=%:CT=12:DA=CP:RETURN

6702 REM MORE COUNTERS

4785 IF CT<1 THEN RETURN

6718 CT=CT-1: IF CT<1 AND HE{2,2)=4 THEN GOSUR
4800 EH=EH-20;608UE 4829

6715 1F CT>2 THEN RETURN

6729 POKE DA,32:00SUE 4890:VVn4

138



__b-c Continued_________

6725 FORI=1TO3:FORJ=1TO31IF HE(I,J)avVy THEN HE
{1,01=32

6730 NEXTsNEXT:RETURN

&73@ FORI=LTOFW:IF FE(I})=@ THEN 4788

6755 FC(I)eFC(I)=-1:IF FC(1)2@ THEN &47B0

&76@ FE(1)=Q:POKE FA(IL),32:VY=WN:GOSLB 4723
£788 NEXT:RETURN

6980 REW TIMWME IS UP--YOU LOSE

6980 FORI=1TO0:BG=1*35@:GOSUB 78@Q:NEXT

6918 PRINT" (CLRY(C/DN}{C/DNX{BLK}IERA'S HURRIC
ANE WON!®":B0TQ 4990

6950 REM HURRICANE DIES

6955 FORI=1TO5:BG=I1*50:605UF 78R@:NEXT

6£946@ PRINT"{CLR}{C/DN}(C/DN}{BLK2YOU BEAT THE
HURRICANE "

4999 FRINT:PRINT"FRESS ANY KEY'

6992 GET G$:1F G$=""THEN 4992

6994 RUN

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 82,
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TYPE SEGMENT A OR B. THEN TYPE SEGMENT C.

7080 REM WALLS OR FENCES
7100 BN$(7)="w":BL${7)="WALL"tRETURN

)b

7008 REM WALLS OR FENCES
7300 BN$(7)="F";BL$(7}="FENCE":RETLRN

7588 REM ACTICON CHOICES

7382 PRINT"{HOME}"3;PS$;:FORI=1TOZ22:PRINT*“{C/DN

Tyt NEXT

7303 PRINT"==meeec=- CHOOSE YOUR WEAPON!=-mmm===--
1

7307 PRINT" “3;:FORI=ITO4

7310 PRINT BNS$(I);"-";BL$(]);" ";1NEXT

7915 PRINT:PRINT" “s;BN${(5)3"=-";BL¥(5);

732@ PRINT"TRAPPER ";:FORI=46TO7

7525 PRINT BN$i(])g"-")BL$(I);" "JiNEXT

739@ RETURN

7600 REM SCORE

7402 FRINT"{HOME}";FS#%;:FORI=1TO22:PRINT" {C/DN

>y e NEXT

JEBS PRINT"-we-—rm—reeeee—n- SCORE----=~~--»——==-~

1
7615 PRINT" ENERGY: HURRICANE";EH;" YOU"JEY}"

7617 PRINT" MINUTES®";INT(BN);" VILLAGES";VN;

n n ],

7620 RETURN

7700 REM BARRIERS

7782 EY=EY-3:G505U8 2708
7783 IF D5(>32 THEN RETURN
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__7-c _Continved_________

7707 FWU=31WN=23

7710 IF BN${7)="F" THEN FW=5&:WN=4&

7715 FORI=1TOFW:IF FE{(I)=1 THEN 7730

7720 DS=WNiDC=9

7725 FE(I)=11FA{(1)=CPsFC(I)=11~-FW: I=FW

7730 NEXT:RETURN

7880 REM PULSE SOUND 1

7805 POKE 5+35,0:POKE 3+4,248:FOKE 5¢1,806

7807 POKE 8+2,0:POKE 5+3,8

7810 POKE S5+4,55:POKE S5+4,441RETURN

7858 REM TRIANGLE SGUND 1

7835 PDKE S+35,8:POKE S+4,2501POKE S+1,BB

78468 POKE S+4,17:POKE S+4,14:RETURN

7900 REM NDISE |

7983 FORXX=1TO5:BG=X%X%20

7985 POKE &§+5,B:PDKE S+56,7:FPOKE S+1,B08

79190 POKE S5+4,129:P0OKE 5+4,12B:NEXTIRETURN

7938 REM NOISE 2

7935 POKE 5+%5,8:POKE S+6,248:P0OKE 5+1,2

7948 POKE S+4,129:FORXX=1TO40@: NEXT: POKE

Z8:RETURN

BEB@ REM ONE-TIME INIT

8303 SC=1024:1C5=35294: DF=CS-8C:FT=4@1BK=!

B510 HS=ai{@:HC=Q:EH=50B:EY=50f: BN=99¢

B313 DIM HE{3,3),BL$(7) ,BN$(7)

B517 DIM D{20),TA(R) ,TE(S),TC{3)

B318 DIM RA{5),RE(3),RC(H)

B519 DIM FAUIQ) ,FE(1@),FC(1@)

8528 GOSUR 1Q2@0:B305UB 28@8:805UP I2Pd:GOSUB 48

ea

B522 GOSUE S5@08:G505UF 4s8@ed:GO0SUB 7088

B525 JS=54320:FF=15:B8D=8:BC={5i1Po¥="{NHT}"

8530 SX=14618=54272FO0RI=1T023:POKE B+ ,BINEXTH

FOKE 5+24,15

8480 REM EVERY INIT

8409 POKE 53280,BDiPOKE 53281,BL:PRINT"{CLR}"
PLEASE TURN THE PAGE.
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_7-c_Continued__________

8410 FORI=ITO3:FORJI=ITO3sHE(I J)=32: NEXT: NEXT
B615 HX=11HYsF 1 HPaSC+HX+FT#HY1DX=1:DY=0

8620 SH=@1UN=201VE=13:VClnmé

B622 FORI=-1 TO 13;FORd=-1 TO L:iPOKE HP+I+FT#J,
i@sPOKE HP+DF+1+FT#J,@sNEXTINEXT

B423 FORI=f{TOVN

8627 YXxINT(RND{(B)*JB) +1tVY=INT(RND{Q)#20)+1
8628 YP=BC+VY+408VY

B638 IF PEEK{VP){>32 THEN 8427

8432 POKE VP,VS:POKE VF+DF,YC:NEXT

B&A3S CX=191CY=9:1CP=8C+CX+FT#CY

85648 DS=32:DC=BL:BB=P:CT=0

B&44S5 TN=1:FORI=1TOS:TE(I})=@:NEXT

86590 AT=@tFORI=ITOSIRE(I) =@ NEXT

8440 FORI=1TOIQIFE(I)w@INEXT

8478 DS=PEEXK{LCP):POKE CP,16@:50SUB 74500

8499 BOTO 15049

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 93.
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

1-a
708 REM ARCADE EXPLORKERS GAME 3
710 HREM THE ELECTRONILC HURRICANE
¥Z20 REM (Cy SETH MCEVOY & LAURE SMITH
930 REM FPUBLISHED BY DELL BOCKS, INLC,
40 GOTD 8508
{g@g¢ RENM CANNUN OR BLASTER
118@ EN$(1) = "C"sBL$(1} = "CANNON": RETUKN

70@ REM ARCADE EXPLORERS BGAME 3

¥1@ REHM THE ELECTRONIC HURRICAME

929 REMN (Cy BETH MCEYOY & LAURE SMITH
738 REM PUBLISHED BY DELL BOOKS, INC.
942 GUTD B50@

1202 REM CANNGN OR BLASTER
13@8 EN$(1) = "B":BL$(1) = "BLASTER": RETURN

1588 REM MAIN LOOP

1585 BOSUB 35@8: REM HURRICANE
1387 FR = 1:DU = 5 80SUB 7850

151@ BOSUB 450@: REM VILLAGE CHELK
1515 GO8SUB 2838y REM COUNTERS

1528 GOSUB 570@: REM TRAPS

1538 B0SUB 2508@8: REM CURSOR

1380 BN = BN - 1 / 21 IF BN ¢ | THEN &9088
15859 GO08BUR 74021 REM BSCORE

1587 GOSUBR 2592: REM CURSOR 2

1598 60TO 1522

16@@ REM 8§HOOT

1682 EY = EY -~ 33 GOSUE 1829

1603 ZX = [sIY = @1LM = 391CQ = CX
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_1-c_Continued_____

1605 IF BN$(1) = "B THEN IX = @17Y » {tLN =
21:CQ = CY

{615 FOR I = 1 TO 5

1617 IF (CQ + I) > LM OR (CQ - I) ¢ 1 THEN 1
625

1628 H = CX - 1 % 2XsV » CY -~ I * 2Y: GOSUB 5
902:D(I + 18) = PEEK (P): POKE P,43: IF H
= HX AND ¥ = HY THEN GBDSUB 1708

1621 H = CX + I # IXsV = CY + I # IY: BOSUB 5
908:D(I) = PEEK (P)1 POKE P,43: IF K = HX
AND V = HY THEN BOSUB 1700

18425 NEXT : FOR 1 = 5 70 { STEF - |

1463@ IF (C& + I} > LM OR (C& - I) < 1 THEN 1
640

1635 H = CX -~ 1 # 2X1V = CY - 1 # 2¥) BOSUB 9
9081 POKE P,D{I + 10)

1636 H = CX + 1 # IX1V = CY + I # 1Yy GOSUB 9
92@: POKE P,D{I}

1440 NEXT 1 RETURN

1788 REM HURRICANE HIT

1785 FOR Y » 5 TD 1 BTEP - 13DU = SaFR = Y
# 30: BOSUB 785@¢ NEXT : FOR Y = 1 TO 5iFR

= Y # 30: GOSUB 78583 NEXT

1710 EH = EH ~ 83 IF EH ¢ | THEN 4958

1715 RETURN

18@@ REM SHDOT SOUND

1885 FOR YY = 1 TO 3:DU = 30:FR = 202: BOSUB

785@1 NEXT : RETURN

1908 REM KURRICANE CHECK

1995 IF EH ¢ 1 THEN 6958

1919 RETURN

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 23,

4R



TYPE SEGMENT R OR B, THEN TYPE SEGMENT C.

c-3

2802 REM BAT QR PADDLE
2108 BN$(2) = "T";BL$(2} = "BAT": RETURN

c-b

089 REM BAT OR PADDLE
2300 BN$(2) =« "PYyBL$(2) = "PADDLE": RETURN

c-C

2500 REM CURBOR

2585 IF PEEK (4924%9) > 127 THEN GOSUE 3300

2518 H = €X:¥ = CY: GOSUB 590@ POKE P,DS

2915 PH = PDOL (@)PV = PDL C1}sMX = @MY =
@

2328 IF PY < 55 THEN MY = - 1

2522 IF PV > 200 THEN MY = |

2524 IF PH < 53 THEN MX = -~ |

2326 IF PH > 200 THEN MX = 1

2538 X = CX + MX:Y = CY + MY: IF X > @ AND X
¢ 41 AND Y > @ AND Y < 21 THEN 23480

2533 RETURN

2549 H = X1V w» ¥y Q05UB 590008 = PEEK {FP)

2945 FOKE P,32:CX = X1CY = ¥

2958 IF D8 = 32 THEN D& w 140

2385 IF D8 = HS THEN DB = 140

256@ RETURN

2600 REM BAT OR PADDLE

260! IF D8 < > 148 THEN RETURN

2602 EY = EY - 3

2483 BOSUEB 27080

2600 IF BN$(2) = "P" THEN 2652

2419 REM BOUNCER BAT

2612 IF TE{1) = | THEN RETURN
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2-c Continued

2615 D8 = 14BsTE{(l) = 1:TL(l) 2 H5tH = CXsV =

CY: GOSUP 59@@:TAl(l) = Py RETURN

2650 REM TWISTER FADDLE

2655 FOR I = | TO %: IF TE(I) 1 THEN 24780

2650 D5 = 1443TE(}) = 1:TC(I) m 51H = EX3V =
CY: GOSUB 39@@:TA(I) = P3] = §

2678 NEXT 1 RETURN

2700 REM SOUND OF WEAFON DROP

2705 DU = 184y FOR Y = | TO S:FR = 5 GOBUB 7
8581FR = 2091 GOSUB 785@: NEXT : RETURN

2800 REM LOUNTERS

2803 FOR I = | TO 51 IF TE(1) v @ THEN 28238

2818 TC¢I)y = YC(I) - 11 IF TCC(Y) > @ THEN 282
g

2812 TE(I}) = @1 POKE TA(l},140

2815 ¥Y = 144y BOSUB 4725

2828 NEXT

2830 IF AC > @ THEN AC = AC ~ is IF AC > B T
HEN 2840

2833 AZ = By POKE AA,16219Y = 141: BOSUB &72%
1VY = 148 GOSUB &72%

2940 FOR I = | TO 51 IF RE{1) = @ THEN 28&4@

2842 RC(I)} = RC(1) = 11 IF RC(I) > B THEN 28&
@

284% RE(I} = @1 POKE RA{(I}, 168

2855 VYV = 144y BOSUR 6725

2840 NEXT

2863 O605UB 47081 GOBUB &74%8: RETURN

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 37.
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TYPE SEGMENT R OR B, THEN TYPE SEGMENT L.

T I T S S S A e B .. DI B B B S G B e A e

i@@@ REM MAGNET OR LODESTONE
3199 BN$(3) = "M":BL#$(3) = "MAGNET": RETURN

3808 REM MAGNET OR LODESTONE
3300 BN¥{3) = "L":BL$(3) = “STONE"s RETURN

3508 REM HURRICANE

351@ FOR I = 1 TO 31 FOR J = 1 TO 3

3512 IF HE{1,d) = 32 THEN HE{I,J) = 1480

3515 H = HX + | - 21V = HY + J - 2: BOSUB 590
@: POKE P,HE(I,J)

3520 NEXT : NEXT

3522 X = HX 4 DXaY = HY # DY1 IF X > { AND X
¢ 48 AND Y > 1 AND Y < 20 THEN 3525

3523 GOSUB 3595

3524 GOTO 3522

3525 HX = HX + DXIHY = HY ¢ DY

3538 FOR I =1 TO 33 FOR J =1 TD 3

3533 H = HY + I - 23V = HY + J - 21 GOSUB 590
Q:HE(I,d) = PEEK (P)

3535 IF I = 2 AND J = 2 THEN 3548

3537 POKE P,HS

3548 NEXT 1 NEXT

35520 REM CHECK FOR EYE OF HURR

3555 IF HE(2,2) = 148 THEN DX = ~- DXiDY =
- DY

3557 IF HE(2,2) = 144 THEN 3595

3560 IF A = B THEN 3580

31562 X = ABS (AX - HX)1Y = ABS (AY - HY)

3564 SR = INT ((X # X + ¥ # Y) ~ .51 REM
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__3-c_Continued__________

“ = UP ARROW

3066 K = 5t IF BN$(3) = "L" THEN K = 18

3568 IF (K -~ BQ) < @ THEN 3588

3069 IF AX HX AND AY = HY THEN GOSUE 3393
IHE (2,2} 160WH = HX1V = HY: GOSUB 35980:
POKE P,1568:A2 = B: BOTO 3588

3578 IF AX < HX THEN DX = - |

3572 IF AX > HX THEN DX = 1
3974 IF AY ¢ HY THEN DY = -~ |
3576 IF AY > HY THEN DY = 1
3578 IF AX = HX THEN DY = @
3379 IF AY = HY THEN DY = @
3588 GOSUB 47@Q

3598 RETURN

3595 DX = INT ( RND ¢1) * 3) -~ 1:DY = [INT |
RND (1) * 3) - 13 IF DX = @ AND DY = @ AN
D SH = @ THEN 3393

3397 RETURN

688 REM ATTRACTORS

Js@l IF AZ = 1 THEN RETURN

3602 IF DS ¢ > 168 THEN RETURN

3483 EY = EY - J: GOSUB 2708

3412 DS = 141:AC = 53AZ = 13H = CXtV = CYr BD
SUB 390@:RA = F

3615 IF BN$t(3) = "L" THEN D5 = [40:AC = 10

3428 AY = ViAX = Hi: RETURN

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 50.
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT L.

42682 REM GLOBE GR SHIELD
41@@ BN$(4) = "G":BL$(4) = "GLOBE": RETURN

4968 REM GLOBE OKR SHIELD
4300 BN$#(4) = "§":BL#(4) = "BHIELD*: RETURN

450@ REM VILLABE CHELK

45Q% FL = @ FOR [ =1 TO 3: FOR J =1 TO 3

4510 IF HE(I,J} ¢ * VB THEN 4528

4515 HEC(L,J} = 16@:¥YN = YN - 1tEH = EH + [@:
GOSUB 4709

4317 IF VN < 1 THEN FL = |

8320 NEXT : NEXT

4323 IF FL @ THEN RETURN

45338 FOR I I 70 3¢ CAlLL -~ 19B: NEXT

4533 HOME : PRINT "HURRICANE MOVES TO NEW AR
EQ!"

4537 FOR I = 1 7O 90Q@&: NEXT

4340 GOTO §a09 _

4488 REM SAVE VILLAGE

A4@2 EY = EY - 3:; GOSUB 27d¢@

4685 IF BN${4} = "B" THEN 446358

4612 REM GRAPHIC GLOBE

4612 IF DS <« > 188 THEN RETURN

4615 D& = 17@:7% = @:TY = @

4620 vV = CYiH = CXx + 2Z: BOSUR 3788: IF PEEK
(Pr = 17@ THEN TX = CX + 1:TY = (Y

4622 ¥ = CYiH = CX - 2: GDSUF 3928: IF PEEK
{F} = 170 THEN TXx = CX - 1iTY = CY

4624 ¥ = CY + 2:H = CX: G5OSUB 59@0: [F PEEK
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__Y-¢ Continued

(P) = 17@ THEN TY = CY + 1:TX = CJX
4626 V = LY = 2:H = CX: GOSUD 59@@: IF PEEK
(P} = 170 THEN TY = CY - [sTX = (X

4628 IF TX = @ AND TY = @ THEN RETURN

4630 V = TY:H = TX: GOSUB 5988: IF PEEK (P)
{ > VE THEN RETURN

4635 POXE P,4B:YN = YN - 11 RETURN

4650 REM STATIC SHIELD

4655 IF DS ¢ > VS THEN RETURN

4460 DS = 4B:EY = EY - &:UN = YN ~ 1: RETURN

478@ REM FURTHER COLLISIONS

4785 IF HE(2,2) = 142 THEN HE(2,2)
= EH - 5: GOSUF 48@@: GOSUE 1908

4707 IF HE(2,2) = 134 THEN HE(2,2} = 16@1EH
= EH - 1@ GOSUB 4800: GOSUR 900

4710 IF HE(2,2) = 151 THEN HE(2,2) = 146@1EH
= EH - 5: BOSUG 4800: GOSUBR 1990

4728 RETURN

4882 REM BOMS SGUND

4885 FOR YY = 28 T0 + STEP = $:FR = YY # 1@
+ 5@:DU = S: GOSUB 785@: NEXT : RETURN

4988 REM VILLABE DIE SOUND

4985 FOR 27 = 1 TD 1@ FOR Y = § TO SiYYy =
PEEK (4928@)s FOR YZ = 1 TO IZ: NEXT & NEX
T : NEXT : RETURN

1&@: EH

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 64.
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT L.

opg@e KEM UNI OR MULTI TRAFPER
5102 BN$(3} = "U"sBL#(S) = "UNI": RETURN

3088 REM UNI OR MULTI TRAPPER
5328 BN¥(5) = "R":BL#{3) = "MULTI": RETURN

5588 REM FIRE BUTTON @@

5585 GOSUB 750@:FL = 0

5518 BET A$

§515 FOR I = 1 TO 7: IF A$ = BN$(I) THEN FL
.

5520 NEXT

5522 HTAB 1: VTAB 22: FOR I = § TO 79: PRINT

" Wpp NEXT

5525 IF FL = @ THEN HTAB i: VTAB 22: PRINT
" THAT WAS NOT A POSSIBLE CHOICE'": GOSUB
5598: GOTO 5508

5530 HTAB i3 VTAR 22: PRINT " YOUR CHGICE W
AS ";BN$(FL)j"-";BL$(FL};

5535 GOSUB 650@: RETURN

5592 FOR J = | TO 988: NEXT : RETURN

5488 REM TRAPPERS

5485 IF DS ¢ > 168 THEN RETURN

5507 EY = EY - 31 BOSUB 2700

5508 IF BN$(5) = “R* THEN 54352

5518 REM UNI TRAPPER

S512 IF RE(1) = | THEN RETURN

541% DS = 1491RE(1) = 14RC{1) = 51V = CYIH =
CXt BOSUB S9P84RA(1} = P1 RETURN

5650 REM MULTI TRAPPER
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5455 FOR I = 1 TD &5: IF RE(I) = 1 THEN 5470

5640 DS = [4&3RE{I) = 1:RC(I) = 53V = CYiH =
CX: BOSUP S7@0:iRA(I) a P:] = 5

5478 NEXT 1 RETURN

5782 REM TRAFS

5705 IF HE(2,2)
2,2) = 160tDX = QDY = D

5707 IF HE(2,2) = 146 THEN BH = 1:RX = 43HE{
2,2) = 1401DX = DY = P

571@ IF SH = @ THEN RETURN

5715 RX = RX - it IF RX < | THEN SH = @: 5OSU
B 3595

5720 RETURN

5908 REM M,V TO SCREEN ADDRESS

S91@ P = B95 + H + V # 128 - ( INT ¢(V¥ - 1) ¢
8) % 984)1 RETURN

149 THEN EH = itRX = 81HE(

WHLEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGL 74.
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TYPE SEGMENT R OR B, THEN TYPE SEGMENT C.

— e — — — — —pgy  w— TEEEr IS S S e A S s s e—

GE&@@ REM BOMBS OR MINES
6108 ENS(4) = “D":BL¥(&) = "BOMB": RETURN

L e B R T T T —— —

4299 REM BOMBS OR MINES
63@Q BN${4) = "N"i1BL$(b6) = "MINE": RETURN

4508 REM CHOICES

6585 ON FL BOSUB 162@,268D,3600,4600,5600 46
20,7708

6587 RETLRN

4688 REM BOMBB/MINES

4682 EY = EY - I; BOSUB 2700

6687 1F D8 ¢ 5 14@ THEN RETURN

4688 1F CT > 1 THEN RETURN

4550 IF BN$({&} = "N* THEN 5650

4615 REM DIGIBOMB

6620 D5 = 1323CT = 53V = CY:H = CXy BOSUB 592
BiDA = P: RETURN

5458 - REM  SECTOR MINE

4455 DS = 142:CT = 18:V = CY:H = CX: BOSUB 59
20:DA = P: RETURN

5780 REM MORE COUNTERS

5785 IF CT ¢ 1 THEN RETURN

5718 CT = CT - 1: IF CT ¢ 1 AND HE(2,2) = 132
THEN BOSUB 48@@:EH = EH - 28: GOSUB 4888
1 BOSUB 1908

6715 IF CT > @ THEN RETURN

4720 POKE DA, 146@: BOSUR 480@:vV = 132

5725 FOR I = 1 TO 31 FOR J » 1 TO 31 IF HE(]
J) = VY THEN HE(I,J} = 140
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__6-c_Continued_________._

&73% NEXT 1 NEXT & RETURN

6758 FOR I =1 TO FW: IF FE(I) = @ THEN 4788

6733 FC(I) = FC(I) = 1z IF FC(I) > @ THEN 478
)

6760 FE(I} = @r FOKE FA(L},ls81VV = WN: BDEUB
6723

&7B8 NEXT 1 RETURN

698¢ REM TIME IS UP--YDU LOSBE

6905 FOR I = 1 TO 9+ CALL =~ 1983 NEXT : HOM
E

6918 FPRINT : PRINT "YOUR TEME RAN OUT! VENTL
RIA WAE DVERRUN"

6915 PRINT "BY THE ELECTRONIC HURRICANE!": &
OTO 469980

4938 REM HURRICANE LDIES

69353 FOR I =1 TO 5: CALL - 198: NEXT

6548 HOME 1 PRINT 1 PRINT *YOL DESTROYED THE
ELEETRONIC HURRICANE'”

6946% PRINT " AND SAVED THE VENTURIANS!'"

6998 REM REPLAY
£992 FRINT : FPRINT "PRESS FIRE BUTTON TO FPLA

Y AGAIN®
6994 IF PEEK {49249%9) > 127 THEN RUN
6996 BOTD 6994

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGL 82



TYPE SEGMENT A OR 8, THEN TYPE SEGMENT C.

7@A@ REM WALLS OR FENCES
7100 BN$(7) = "W"iBL$(7) = "WALL": RETURN

7B

7808 HREM WALLS OR FENCES
7300 BN${7) = "F":BL#$(7) = "FENEE": RETURN

7300 REM ACTION CHOICES
7585 HTAB 11 VTAB 21: CALL - 198
7818 PRINT "=errssssceans CHGOSE YOUR WEAPON!

L
7515 PRINT & PRINT 1 VTAB 22
7328 PRINT " *3: FOR T =1 TOD 4
7525 FRINT BN$(I);"-"yBL®CI} ;" "3t NEXT
733@ PRINT ¢ PRINT * ";BN$(3);"~-*;BL¥{3)}
753% PRINT " TRAPPER "3t FOR I = & TO 7
7548 PRINT BN$(I);"-";BL$(I:3" "33 NEXT
7545 RETURN
76080 REM BCORE
764835 HTAB 1t v7AB 21
7618 PRINT "~=w-rme————eeeea—— SCORE========"~

7615 PRINT 1 PRINT 1 VTAB 22

7628 PRINT " ENERBY) HURRICANE "jEMy" YOU "
iEqrriu "

7630 PRINT " MINUTES "y INT (BN)J" VILLAGES

"iVN!" n’

76%@ RETURN

7700 REM BARRIERS

7702 EY = EY -~ I+ BOSUE 2708

7785 IF DB < > 16Q THEN RETURN
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_7-c _Continued__________

7707 FW = JiWN = {51

7718 1F BN$(7) = "F" THEN FW = &:WN = {34

771% FOR T = | TD FWy IF FE(I} = { THEN 7730

7728 DS = WNtFE(I) = [1FC(I) = {1 - FWiV = CY
tH = CX1 BOSUB 5988:1FA(I) w P1l = FW

7738 NEXT : RETURN

7800 REM MUSIC ROUTINE ML

7805 REM TYPE VERY CAREFULLY!

7810 DATA 0,0,172,8,3,174,1,3

7815 DATA 149,4,32,168,252,173,48,192

7820 DATA 232,208,2%3,135,208,239,208

782% DATA @,3,208,231,94,0,0,0,~1

7830 Z = @; FOR I = 1 TO 31: READ Bs POKE 747
# 1,B12 = 1 ¢ Br NEXT

7B35 READ By IF B a = | AND I = 3411 THEN
RETURN

7840 PRINT "NUSIC DATA WRONG!"1 STOP

7850 REM FPLAY MUSIC

7855 POKE 748,DUs POKE 769,FRi CALL 7781 RET
URN

8502 REM ONE-TIME INIT

B510 HS = 13B1EH = S00:EY = SPQ:BN = 999

B51%5 DIM HE(3,3) ,BL$(7) BNS$(7)

8520 DIM D(2@),TA(S),TE(S),TC(S)

8525 DIM RA(S),RE(5} RC(S)

8530 DIM FA(18) ,FE(10) ,FC{1@)

B535 GUSUB 10@9: GOSUP 2@@89: GOSUF 388@8: 608
Ug 4000

8540 BOSUB 500@: GOSUB 4@0@: GDSUB 700

B550 BOSUB 7809

B4@@ REM EVERY INIT

B405 HOME

B41@ FOR 1 = 1 TO 3: FOR J
= 32: NEXT & NEXT

B615 HY = 3tHY = 9:DX = 1:1DY = @

B62@ SH = @:1VN = 20:1V5 = 143

PLEASE. TURN THFE PAGE.
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__7-c_Continued__________

B625 FOUR I = - {1 TO ty FOR 4 = - 1 TO 1:H
= HX + [1V = HY + J1 GOBUB 5988: POKE P,13
61 NEXT & NEXT

8435 FOR 1 =1 TO VN

8648 V = INT ( RND (1) # 1B) + 2:1H = INT ¢
RND (1) # 38) + 2

8645 GOSUB 598@: IF PEEK (P) ¢ > t4@ THEN
8440

8658 POKE P,VS1 NEXT

8655 C¥ = 19:1CY = 9:DS = {4Q1BB = @Q:CT = B:TN
= |

gss@ FOR 1
) = @

8663 NEXT 1Al = @

8470 H = CXiV = CY: BOSUB 59@81DS = PEEK (P)
t+ POKE P,32

8675 GOSUB 74B8

8698 GOTD 1580

1 TO 5:7TE(I) = QIRE(I) = @:FE(I

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGLE 93,
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T RADIO SHACK
LOLOR COMPUTER
GAME PROGRAM_ _ _




TYPE SEGMENT 4 OR B, THEN TYPE SEGMENT C.

O — i —— " — — g, | . - Wi - B, - il . m— W

183 REM ARCADE EXPLORERS GAME 3

118 REM THE ELECTRONIC HURRICANE

128 REM (C) SETH MUEVOY & LAURE SMITH
150 REM PUBLISHED BY DELL BOOKS, INC.
149 CLEAR 1000

145 BOTOD &508

150 REM TYPE 'POKE 25,4:NEW' FIRSET!
1802 REM CANNDN OR BLASTER

1100 BN${1}="C"1BLS${1}="CAN"1RETURN

i@® REM ARCADE EXFLORERS GAME 3

118 REM THE ELECTRONIL HURRILCANE

120 REM (L) SETH MCEYODY & LAURE SMITH
130 REM FUBLISHED BY DELL BODOKS, INC.
149 CLEAR 1DY@a

145 G070 8500

158 REM TYPE 'POKE 25,6:NEW’ FIRET!
12@3 REM CANNON DR BLASTER

1380 BN${1)="B":BL${1)="BLT"IRETURN

1508 REM MAIN LOOP

1585 G05UB 330@D:REM HURRICANE
1519 GOSUE 43@@:REM YILLAGE CHECK
1515 bOSUB 28@M:REM COUNTERS

1520 GOSUB 57Q0@:REM TRAPS

1530 60SUB 2320:REM CURSOR

1580 BN=BN-L1/23IF BN<1 THEN 4900
1585 BOSUB 74600:REM SCORE

1387 GOSUEB 23580:REM CURSOR 2

1595 GOTO 1580
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__l-ec_ Continued

1400 REM SHOOT

1602 EY=EY-33GOSUB {820

1603 CN=1:iM=311C4=CX

1603 IF BEN$(1)="B" THEN CN=THiLM=12:CQ=CY

1615 FORI=1TOQ

16417 TF (CR+I)>LM OR (CR-I)<1 THEN 1433

1620 DI{I}=PEEK(CP+I*#CN}3D(I+1B)=PEEK(CP-I+CN
)

1625 FOKE CP+I#LN,191:FOKE CP-I%#CN,1%]

1628 IF (CP+I*CN)=HPF OR {CF-I#CN)=HPF THEN GO
sUP 1708

1630 NEXT:FORI=5TOISTEP~!

1632 IF (CQR+I)>LM OR {C8-I)<1 THEN 1548

1635 POKE CP+I#CN,D{I):POKE CP-I*CN,D(I+1B)

1648 NEXTIRETURN

1798 REM HURRICANE HIT

1705 FORYY=0TDISTEP~1:SQUND3I@#YY 1 1NEXT:1 FORY
Y=1TO5: SOUND2@*YY, LI NEXT

1718 EH=EH-3:60SUE {F@@:RETLURN

189@@ REM SHOOT SOUND

1805 FORYY=1TODJ3s SOUNDZ2O@,3:50UND 230, 1t NEXT!
RETURN

1780 REM HURRICANE CHECK

1583 IF EH<1 THEN 469350

1918 RETURN

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 23.
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT L.

I DI I DI TS IS I I T ey e S S e e DR - - —

2008 REM BAT COR FADDLE
2180 EN$(2)="T":BL$(2)="BAT" 1 RETURN

208@ REM BAT OR PADDLE
2302 EN$(2)="F":BL$¥(2)="PAD":RETURN

2300 REM CURSOR MOVE

2502 Q=PEEK(632B@):11IF 0-127 AND Q-233 THEN &
OSUB 35528

235083 FOKE CP,DB:MX=0:MY=R

23505 PH=JOYSTK(Q) :FV=JOYBTK(L)

2518 IF PV<1& THEN MY=-|

25312 IF PV>45 THEN M¥=]

2914 JF PHC1& THEN MX=-1

2314 IF PH>43 THEN MXe]

2528 X=CX+MXrY=CY+MY:IF X>-1 AND X<32 AND Y
-1 AND Y<13 THEN 2530

23523 RETURN

2530 CX=X:CY=Y:CP=5C+CX+TH*CY

2532 DS«PEEK(CP):POKE CP,CC

2937 1F D8=CC THEN DE=%6

2338 IF DSsHE THEN DBa%s

27342 RETURN

2600 REM BAT OR PADDLE

2681 IF D8<{>%& THEN RETURN

2682 EY=EY-3:303UB 2700

268353 IF BN#(2)="F" THEN 24658

25618 REM BOUNCER BAT

2612 IF TE(l)=1 THEN RETURN

2615 DS=28:TE(1}=1:TA(])=CP:TC{(1)=5:RETURN
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_2-c_Continued__________

26528 REM TMNISTER PADDLE

2633 FORI=1TO3:IF TE(I)=1 THEN 2470

2660 DS=14:TE(I)=1:TA(I)=CP:TC(I)=5:1=5

2670 NEXT:RETURN

2788 REM WEAPON DROP

2783 FORYY=1TO03:160UNDSO,1:SOUND 258, 1:NEXT:R
ETURN

280@ REM COUNTERS

2805 FORI=1TO5:IF TE(I)=8 THEN 2B20

2810 TCeIy=TC(I)=-1:1F TC{I}>@ THEN 2820

2812 TE(I}=@:P0KE TA(I),95

2815 Vv=16:G05UB 6725

2828 NEXT

2832 IF AC>@ THEN AC=AC-1:1IF AC>® THEN 28B40

2835 AI=@:POKE AA,96:VV=13:G08UR &7231VV=12}y
BOSUE 4723

2840 FORI=1TO5:1F RE(I})=08 THEN 2B&D

2843 RC(IY=RC(1)-13IF RC(I)>@ THEN 2848

2850 RE(I)=D:POKE RA(I}, %8

2855 vvy=18B:B80SUB 4725

2848 NEXT

2845 BGOSUB &47@0:B0SUB &7301RETURN

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 37.
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

— DL T e e I I IS I I ST IS T IS IS I TS S

3089 REM MAGNET OR LODESTONE
3100 BN$(3)="M":BL${3)="MAB"1RETURN

3b___

3808 REM MAGNET OR LODESTONE
3300 BN$(3)="L":BL${3)="LOD";RETURN

35080 REM HURRICANE

X510 FORI=1TO3I:tFORI=LTOS

3312 IF HE(I,J)=CC THEN HE{(]l,J)=94

3515 C=HP+[~-2+(J~-2)#TH:POKE C,HE(I,J}

3528 NEXTINEXT

3522 X=HX+DX:¥Y=HY+DY:IF X>@ AND X<31 AND Y>@
AND Y<12 THEN 3525

3523 BOR3UB 3593

3524 BOTO 3522

JE25 HWXaWX+DXsHY=HY+DYr HP=BL+HX+THaHY

3530 FORI=1TD3;FORJ=1TO3

s3I CaHP+]-2+(J~2)#TH

3535 HE(l,J}=PEEK(C)

I536 IF I=2 AND J=2 THEN 3548

3537 POKE C,HS

3340 NEXTINEXT

353@ REM CHECK EYE

3555 IF HE(2,2)=2® THEN DX=-DXiDY=-DY

3557 IF HE(2,2)=14 THEN 3395

I96@ I[F AZ=@ THEN 35B8

J962 X=ABS(AX-HX}:¥Y=ABS(AY-HY]}

I5&4 SO=INT({X#X+Y%Y)" S)REM UP ARROW

35646 K=5:IF BN$(I)="L" THEN K=10

3568 IF (K-SQ)<@ THEN 3580
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_3-c_Continued__________

3569 IF AX=HX AND AY=MY THEN GOSUB 3595:HE(2
+2)=F6:POKE HP,T46:iAI=0:60T0 I5ED

3370 IF AX<{HX THEN DX=-1

3572 IF AX)HX THEN DX=I

3374 IF AY<HY THEN DY=-{

3376 IF AYXHY THEN DY=]

3578 IF AX=HX THEN DXx=0

3579 IF AY=HY THEN DY=@

3388 GOSUB 4709

35¥0 RETURN

3593 DX=RND(3)~-2:DY=RND(3)-2:IF DX=8 AND DY=
@ AND SH=@ THEN 33935

3397 RETURN

1680 REM ATTRACTORS

36081 IF AZ=] THEN RETURN

3602 IF DB<{>%6 THEN RETURN

3685 EYSEY-J:1GUSUE 2700

3687 [F BN$(J)a"L" THEN 3430

3618 REM MATRIX MAGNET

3612 DE=13:AC=Y

3615 Al=1:AA=CF

34628 C=RAA-SCsAY=INT(C/TH);AX=C~-TH*AY:RETURN

J65@ REM LINEAR LODESTONE

3635 DS=121AC=101AC=13160TO 3415

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE b0,
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT L.

4000 REM GLOBE OR BHIELED
4100 BN$(4)="65":BL$(4)="GLO":RETURN

100@ REM GLOBE OR SHIELD
4500 BN$(4)}="E":BL$(4})="CHL":RETURN

4500 REM VILLAGE CHECK

4505 FL=@:FORI={TO3:FORJ=1T703

451@ IF HE(I,J}<>VE THEN 4320

4515 HE(I,J)}=96:VN=YN-1:EH=EH+10:1G05SUB 4700
4517 IF VN<L THEN FL=1

4520 NEXTENEXT

4525 IF FL=@ THEN RETURN

4530 FORI=1TO3:SOUNDZ@,Z2:NEXT

4535 CLG:PRINT"HURRICANE MOVES TO NEW AREA!"
4537 EY=EY-ZB

4548 FORI=1T0D9Q0@:NEXT:60T0 §608

4508 REM SAVE VILLAGE

4602 EY=EY-3:G05UE 2700

4685 IF BN${4)="5" THEN 4458

4618 REM GRAPHIC GLOBE

4612 IF DEC>7& THEN RETURN

4415 D5=42:GG=0

4620 IF PEEK(LCP+2)=42 THEN GG=!

3422 IF PEEK(CP-2i=42 THEN GG=-1
44624 IF PEEK(CF-2%TH}=42 THEN BG=-TH
45626 [F PEEK{CP+2%TH)=42 THEN BG=TH
4628 IF BB=Q THEN RETURN

4030 IF FEEK{CP+GG)<>*VES THEN RETURN
4635 FOKE CP+G6G,239:1VN=VN-1:RETURN
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4638 REM STATIC SHIELD

44655 IF DE{>VE THEN RETURN

46560 DE=239rEY=EY-6:VYN=VN-1:RETURN

4708 REM FURTHER COLLISIONS

4703 IF HE(2,2)=14 THEN HE(2,2) =941 EH=EH~5:8
OSUE 4808

4719 IF HE(Z,2)=6 THEN HE(2,2)=78:E8=ER-10:0
05UB 48820

4715 IF HE(2,2)=23 THEN HE(2,2)=F6:EH=EH-5:0
05UB 4880

4728 RETURN

4898 REM BOME SOUND

4885 FORYY=ZQ@TOISTEP-1:SOUNDYY*1@+50, 1y NEXT:
GOSUB 19@@:RETURN

4582 REM VILLAGE DIE SOUND

4985 FORYY={TO3:50UND2SI1,2:NEXTIRETURN

WHEN YOU 1TAVE FINISHED TYPING,
CONTINUE READING ON PAGLE 64.
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT L.

5288 REM UNI GR MULTI TRAPPER
S188 BN$(S)="U":BL$(J)="UNI":RETURN

oBp@ KEM UNI OR MULTI TRAFPER
3308 BN$(5)="R":BL$(5)="MLT"1RETURN

S50@ REM FIRE BUTTON

5505 GOSUB 7588:FL=0

5518 AS=INKEY$:IF A$="" THEN 5518

5515 PRINT844B8," ";i1FGRI=1TO&2:PRINT" *{iNEX
T

5520 FORI=1TO7:IF A$*BN$ (I} THEN Fis]

5525 NEXT

5530 IF FL=D THEN PRINT®44B8,° THAT WAS NOT A
POSSIBLE CHOICE!"“;:605UB 5585350705500

5535 PRINT@44B," YOUR CHOICE WAS ";BN$({FL);"
-“4BL$ (FL) ; t GOSUB 46500

5585 FORJ=1TOB@@:NEXT:RETURN

5480 REM TRAPPERS

5485 IF DS¢<>96 THEN RETLRN

56487 EY=EY-3:G0SUB 2700

5488 IF BN$(5)="R" THEN 5450

5618 REM UNI TRAPPER

5412 IF RE{1)=! THEN RETURN

§415 DS=21:1RE{1)=1sRA(1)=CP:RC(1)=5:RETURN

5450 REM MULTI TRAPPER

5655 FORI=1TOS:IF RE(I)=1 THEN 5478

5440 DS=18BsRE(I)=1:RA(I)=CP:RC(I)=®511=5

5470 NEXTRETURN

5780 REM TRAPS
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_B-c_Continued_________._

0785 IF HE(2,2)=21 THEN 8SH=1:RX=8BtHE(2,2}=96
tDX=B1DY=d

a71@ IF HE(2,2)=18 THEN SH=1:RX=4:HE(2,2)=%é
tDX=@:1DY=0

3715 IF SH=@ THEN RETURN

5720 RX=RX-11[F RX<! THEN SH=8:G0S5UB 3595

3725 RETURN

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 7.
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TYPE SEGMENT R OR B. THEN TYPE SEGMENT L.

b~ _____ _____________.

£000 REM BOMBS OR MIKES
6108 BN¥(&)="D"1BL%(&)="BMB" 1 RETURN

__b-b

64908 REM HOMES OR MINES
6300 BN${&)="N":BLS(L)="MIN"JRETURN

A ks ——— e S Sl sl - S T e s s sk T e e——

6588 REM CHCICES

6518 ON Fi. GOSUB 1680,2600,3500,46008,5600,485
ea,77ae

4528 RETURN

6480 REM BOMBS/MINES

6682 EY=EY-3:505UP 2704

&6@7 IF DS{>96 THEN RETURN

6688 IF CT>1 THEN RETURN

6618 IF BNS(H)="N" THEN 6430

6615 REM DIGI EBOME

£&620 DS=4:CT=5:DA=CP:RETURN

&650 REM SECTOR EBOME

6639 D5S=14:CT=10:DA=CP:RETURN

6708 REM MORE LOUNTERS

6783 IF CT<t THEN RETURN

&710 CT=CT-1:1F CT<1 AND HE{2,2)=4 THEN GODSU
B 460Q:EH=EH-2R:B05UB 4800

4713 IF CT»@ THEN RETURN

6720 POKE DA,96:1G05UB 48Q0:VV=4

6725 FORI=1TO3tFORJI=1T03:IF HE(I,J}=¥¥ THEN
HE({I,Jd)=96

§738 NEXT:NEXT:RETURN

6750 FORI=ITOFW:IF FE(])=08 THEN 5780

6735 FCeIy=FC(1)-12IF FC(I)3»@ THEN &780
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__6-c_Continued_________

&76@ FE(I)=0:POKE FACI),?6:1VV=WN:B0OSUB 4725
&78@ NEXT:RETURN

69@0 REM TIME IS UP--~YQU LOSE

6905 FORI=1TOU:S0UND13@,1:NEXT:CLS

671@ PRINT"YOUR TIME RAN OUT, THE HURRILCANE"

]
6915 PRINT"DESTROYED VENTURIA!":GOTOD 4990
6932 REM HURRICANE DIES
6955 FORI=1TOS:50UNDIRR,1:NEXT:CLS
6960 PRINT"YOU DESTROYEL THE HURRICANE®
6965 PRINT"AND SAVED VENTURIA!":GB0TQ 4994
6999 REM REPLAY
6992 FRINT:PRINTP"PRESS ANY KEY TO PLAY ABAIN
!ni
6994 AS=INKEY$:IF A$="" THEN &£994
6976 RLUN

WHEN YOU HAVE FINISHED T'YPING,
CONTINUE READING ON PAGE 82.



TYPE SEGMENT A OR B, THEN TYPE SEGMENT C.

7008 REM WALLS OR FENCES
7100 BN$(7)="W":BL$(7}="WAL"1RETURN

7808 REM WALLS DR FENCES
7300 BN$(7)="F 1BL¥(7)="FEN"YRETURN

758@ REM ACTION CHOICES

7505 PRINT@414,"=-=-r=m- CHOOSE YOUR WEAPON'--
----“I

7512 PRINT" ";:1FORI=1TO4

7515 PRINT BN$(1)j*="BL$CI};" *jiNEXT

7520 PRINTIPRINT® *yBN$(%)j"~"3BL$(5);

7525 PRINT® TRAPPER “j1FORI=&T07

7538 PRINT BN$(I)ju="yBL#(1}s" "3 aNEXT

7535 RETURN

7609 REM SCORE

7605 PRINTR1b, "=mwammmmmmmma §CORE----=---~-

ﬂ-#-"
}

7618 PRINT"ENERGY: MURRICANE"jEH;"YOU"JEY3"

7628 PRINT" MINUTES"; INT(BN};* VILLABES"j;VNj
] "l

7625 RETURN

7788 REM BARRIERS

7782 EY=EY-3:GOSUB 2708

7703 IF D8<{>%& THEN RETURN

7707 FW=3:WN=23

7710 IF BN$(7)="F" THEN FW=&:UN=4

7715 FORI=1TOFW:IF FE(I}=1 THEN 7730

7720 DSuWN1FE(I)wi:FA(I)=CPtFC(I)mll~FW1InFi

7738 NEXT:RETURN
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_7-c _Continved__________

B58@ REM ONE-TIME INIT

8503 iF PEEK(25)<>& THEN PRINT"PLEASE TYPE
POKE 23,61NEW "¢BTOP

B3@35 S5C=1024:TH=32:CC=159

8510 HS=244:EH=58@@:EY=000:BN=5%%

8513 DIM HE(3,3),BL$(7) ,BN$(7]}

8317 DIM D(28),TA(S),TE(S),TC(5)

B518 DIM RA(S),RE(S),RC{5)}

8319 DIM FA(l®) ,FE(IB)},FC(1Q)

B520 GOSUB 1@@@:505UB zedd:G05UB I808:GOSUB
4920

8322 BOSUB 300@1605UR &4DOR:8085UE 7@0@

B4Q0@ REM EVERY INIT

B&BS CLS

Bs1@ FORI=1TO3:FORJ=ITOIsHE(TI ,J)=F&:NEXTINEX
T

B&613 HX=ltHYs&1HP=SC+HX+HY*THIDX=]1DY=0

8620 SH=Q1VN=2B8:V5=175

B422 FORI=-1TOL:1FORJ=-1TO13POKE HE+I+TH#*J,HE
tNEXTINEXT

8625 FORI=1TOVN

8627 VX=RND(3@):VY=RND(11)

8428 VP=BC+VX+TH#VY

8638 IF PEEK(VP)<{>%6 THEN B&Z27

8632 POKE VYP,VSINEXT

8635 CX=1&6:CY=03LP=0C+CX+TH*CY

8648 D5=561BB=01{T=0

8645 TN=1:AZ=O1FORI=1TOS:TECI e RE(]) =0 FEX
[)=@INEXT

8647 DS=PEEK(CP)

8650 FOKE CP,CL

86455 GOSUB 74B@

B6495 GOTC 1500

WHEN YOU HAVE FINISHED TYPING,
CONTINUE READING ON PAGE 93.
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HELP SAVE THE
VENTURIANS.
WINA

lé‘.gMMODORE '
COMPUTER

There's a malfunction jamming Venturia's

compoter network. The noble Venturians

will be docmed—unless you can come

up with the password that will undo the

glitch. Wa challenge you to create a password you think can
be programmed into the computer to repair the malfunction.

You can choose frm any word In the universe — or your can
make one up! The password will be judged on originality and
inventiveness.

Be sure ta send in your entry blank betore December 21,
1885. Please send this original entry blank because no photo-
static copies will be accepted. The winner will be notified per-
sonally by the judges. Send this coupon to:

Dept: BFYR —AE

@ DELL PUBLISHING CO., INC. BR785A
245 East 47 Street, .New York, NY 10017

Mare
Address .
City
Talephone no. Age

Write the password hera:

Yoid whete profibied By baw







‘ne reader lS the her

in the

“FIGHTING
. FANTASY
. GAMEBOOKS

£ 1 Steve Jackson. Peter Andrew Jones, lan Livingstone 4

PP

These exciting paperbacks—part story, part game—cnmbme
the best elements of Cungeons and Dragons and Choose Your
Own Addventure They feature score sheets. monster encoun-
ters, and elaborate combat systems played with a pair of dice
and a pencil. The reader decides which route 10 take, which
monsters to ight, and where to use his special knowiedge of
the magic arts

- STARSHPTEAVE_LER 5105 924105
——[bwWAS_OOCK OF | RLTOR RMOUNTAIN 52 25 DY5E1 4
THECTADEL OF CHADS. 51 55 914500
. SJHEEURES QDM 5:9% . Hah 93
CITY CE-THIEVES 5195 930
_NFA =T3AP DUNGLON 52 25 917174
_IELANDOF “HE LIZARD €ING &2 250 34057 3

SUORPICON SWAMP 32 25 978766
Mot available in Canada
Al your [ocal bookstore or use 1this handy coupon lor arderning:

DELL READERS SERVICE-Dept. B720B
FO. BOX 1000. PINE BROOK, N.J 07038

Please semd ne e above Efs| : amenghnsing 8 ... please a0d T3¢ pers copy 10 Civer
posliye 3 handhing] Send chech or morey pnder —no cash or COO%. Flease livw -4 weeks tnr shipmend.
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GAN YOU SAVE THE
COMPUTER KINGDOM?

YOU ARE THE STAR of this unique fantasy adventure. Pass

through the glass of "lightnings window" and journey inside

your comguter to the land of Ventuna, where yodll battle to
stop the violent attacks of Zera and the evil Glitches.

WILL YOU ENTER the mysterious Shrine of the Magic
Magnets? Or investigate the secret Monument of the Cosmic
Crystals? What happens to you in the story depends on the
choices you make. Your decisions will also affect the speed,
action, and strategy of the exploswve hnal battle.

AS AN ADDED BONUS, this book contains a computer game
program with 128 exciting variations that you can play
to defeat Zeras deadly Electronic Hurmcane and save
the Venturians!

Other Arcade Explorers books you will enjoy:
SAVE THE VENTURIANS!
REVENGE OF THE RASTER GANG
THE MAGNETIC GHOST OF SHADOW ISLAND

' EflalalallGl T,
71009"00295

ISBN 0-440-892307-7

COVER PRINTED IN USA




