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4755 GRCnL=8) :PEN ERASE 
4768 
RN'8);TURNTO'8;GOTOnK+3,nV;DRAW3;TURN' 

4765 E: 
4778 *BONEPIC 
4775 GRIPEN BLUE 
4780 :PEN ERASE 
4785 
;TURN'8;DRAW1;TURN'8)iG01;TURN-'8;DRAW 
4 
47'8 GR:2(TURN'8;DRAW1);TURN'8;DRAW2;2 
(TURN'8;DRAW1) 
47'5 E: 
4800 *CROPIC 
4885 GR:PEN YELLOW 
4818 GRCnL=8) :PEN ERASE 
4815 GR:TURNT0325;GOTOnM,nV-8;DRAW2;TU 
RNTO'0;DRAW5;TURN-135;DRAW2 
4828 E: 
4825 *GLOUEPIC 
4838 GR:PEN RED 
4835 GRCnL=8) :PEN ERASE 
4840 GR:TURNTOOiGOTOnK+18,nV-8;2CDRAW2 
JTURN'8;DRAW4;TURN'0);TURN-45iDRAW3 
4845 GR:GOTO"M+l0,"Y-6;TURNTOO;DRAW2;G 

Wi 
4850 E: 
4855 *BUCKETPIC 
4860 GR:PEN VELLOW;TURNTO 0 
4865 GRCUL=O) :PEN ERASE 
4870 GR:GOTOnM+17,"V-8;DRAW3;6(TURN38; 
DRAW1);DRAW3;TURN'0;DRAW4;PENBLUE 
4875 GRC"L=O) :PEN ERASE 
4880 GR:GOTO"M+18,"V-6iTURNTO'OJDRAW2 
4885 E: 
48'0 *DRUGPIC 
48'5 GR:PEN RED 
4'00 GR(UL=O) :PEN ERASE 
4'05 GR:GOTOUM+24,UV-6;GOTO"K+26,UV-7; 

4'10 GR:PEN BLUE 
4'15 GRCUL=O) :PEN ERASE 
4'28 GR:GOTO"K+24,UY-8;GOTO"K+30,"Y-6; 
GOTOnK+27,"Y-7 
4'25 E: 
4'39 *BANANAPIC 
4'35 GR:PEN YELLOW 
4'49 GRCUL=9) :PEN ERASE 
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4'45 GR:GOTO"H+32,"Y-8;TURNTO'9;DR~W3; 
TURN-39;DR~W2 
4'59 E: 
4'55 *CP 
4'68 GR:PEN RED;TURNT09;GOT019,25 
4'65 GR:4(DR~W lS;TURN '9) 
4'79 U:*CHECKC~BPIC 
4'75 GR("O=l) :PEN YELLOW 
4'S9 GR:GOT017,26;DR~W14;GOT01S,32;GOT 
01',32 
4'8S GRC"O=l) :PEN RED;GOT019,2S;TURNTO 
225;DR~W5;TURN13S;DR~W15;TURN45;DRAW5 
4"9 GRC"O=ll :TURN4S;DR~W15;TURN45;DR~ 
WS;TURN4S;DR~W15;TURN135JDR~W5 
4"5 E: 
S990 *CHECKCABPIC 
5805 ~:=UR 
S910 H:2 ,8 !.. 
5015 JH:*C~BzPIC,*C~B8PIC 
5020 E: 
5925 *C~B2PIC 
5939 C:"0=9 
5935 C(@B1S61=1) :"0=1 
5948 E: 
5845 *CABSPIC 
S859 C:"O=O 
S955 C(@B1563=1):"0=1 
S860 E: 
5065 *BOOKCPIC 
5970 GR:PEN BLUE;GOTO-38,-6;TURNTOO 
5975 GR(~B1S62=Ol:2(DRAW3;TURN'9;DR~W3 
2;TURN'9);FILL3 
S989 GR(~B1562=1) :GOTO-27,-6;PEN RED;T 
URN67;DR~W26;TURN-'8;DR~W3;TURN-'9;FIL 
L32 
S985 E: 
S9'9 *HCP 
59'5 GR:PEN RED;GOTO-4,15;TUANT04Si2(D 
RAW3;TURN45iDR~W15;TUAN135);FILL3 
5188 GA(@B1S78=ll:GOTO-2,18;DR~W' 
5185 E: 
5110 *GORILLAPIC 
S115 GR:PEN YELLOH;TURNT0270 
5120 GR(~B1568=1):PEN ERASE 
5125 GR:GOT032,4;DR~Hl;TURN'8;DR~W2;TU 
RN-45;DRAW3;TURN'9;DRAH1;TURN-4S;DR~H3 
;TURN'9;DR~H2 
5130 GR:TURN'O;DRAH2;TURNTO'0;DRAH1;TU 
RN-'9;DRAH3;TURN-'8;DRAH4;2(TURN'8;DRA 
Hl1iTURN-'0 
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5135 GR:DR~W2;TURN-'0;DR~W4;2(TURN-'0; 
DR~W2);TURN'OiDR~W1;TURN'0;DRAW5;TURN­
'OiDR~W3 
5140 GR:TURN-'0;DRAW1;TURN-'0;DRAW2;TU 
RN'0;DR~W2;TURN'0;DR~W4iGOT027,8iTURNT 
0225;DR~W3;TURN-45 
5145 GR:DR~W2;TURN'0;DRAW1;GOT028,15;G 
OT030 8;GOT025,15;GOT031,15 
5150 GR:GOT02"12;DR~W2;GOT02,,ll;DR~W 
2;GOT02,,10;DRAW2;GOT02,,';DR~W2 
5155 GReeB1568=1):PEN BLUE;TURNT08;GOT 
018,4;DR~W1iTURN'8;DRAW3;TURN-135iDRAW 
3 
5168 GRCeB1568=1):PEN VELLOW;TURN'8;DR 
~Wl;TURN45;DR~W4iTURN45;DRAW3;TURNTOO; 
4(DR~W3:TURN'0) 
5165 GRe~B1568=1) :TURN-'0;DRAW5;TURN45 
;FILL3;GOT027,8;TURN135;DRAW1;GOT027,7 
;DR~W1 
5178 GRe~B1568=1):PEN BLUE;GOT025,7;TU 
RN45;DR~W3;TURN-45;DR~W3 
5175 E: 
5180 *DOGPIC 
5185 GR:PEN VELLOW;TURNT08 
51'0 GReeB1557=1):PEN ERASE 
51'5 GR:GOTO-40,-4;DR~Wl;2(DRAW2;TURN' 
0;DRAW4;TURN'8'iG02;TURN-45;DRAW 3 
5200 GR:GOTO-33,-2;DRAW3;GOTO-33,-2;TU 
RN-45;DRAW6;GOTO-35,-1;TURN-'0;GOTO-36 
,-3;DR~W1 
5205 E: 
5218 *FIREPIC 
5215 C: s:nC=-48 
5220 C:UV=-5 
5225 A:=$ROOH 
5230 H:25 ,31 , 
5235 CV:UH=36 
5240 CV:UV=O 
5245 G~:PEN RED;TURNTOO;GOTOUH,UV;2eDR 
~W21;TURN45;DR~W21jTURN135) 
5258 GR:GOTOUM+4,UV+4j2eDRAW18jTURN45; 
DR~W14;TURN135);GOTOUH,UV+23;TURN45JDR 
~W20 
5255 C:UP=UV+3 
5268 *BRICKS 
5265 GR:GOTOUH+l,UP;DR~W3 
5278 C:UP=UP+3 
5275 Jeup(16) :*BRICKS 
5288 GR:PENBLUE;GOTOUH+6,UV+8;TURNT08; 
DR~W1;TURN'8;DRAW2;TURN-'8;DR~Wl 
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5285 GR:GOTOUH+10,UY+12;DRAW1;TURN-'0; 
DRAW4;TURN180;DRAW7;TURN-'8;DRAW1 
52'8 GR:PEN RED 
52'5 GRCOB1567=1) :PEN YELLOW 
5388 GR:GOTOUH+5,UY+15;TURNT045;DRAW3; 
TURN'8;DRAW3;TURNT045;G02;DRAW3 
5385 E: 
5310 *SINKPIC 
5315 GR:PEN REDJTURNT08;GOTO-48,5;2CDR 
AW2JTURN'8;DRAW6;TURN'8);G01;TURN'0;DR 
AW6;TURN-'0;G01;TURN-'0 
5328 GR:DRAW6;TURN,e;G01;PEN BLUE;2(TU 
RN45;DRAW6);TURN135;DRAW6;2(TURN45;DRA 
W5;TURN135;DRAW5) 
5325 GR:2CTURN45;DRAW3;TURN135;DRAW3li 
2CTURN45;DRAW2;TURN135;DRAH2);TURN45;D 
RAW2 
5338 GR:PEN RED;GOTO-41,8;TURNT045;DRA 
W6;GOTO-41,7;DRAW6 
5335 GR:GOTO-41,6;DRAH5iGOTO-41,5;DRAW 
5 
5348 GR:GOTO-41,5;TURNT0188;DRAW6;GOTO 
-37,8;DRAW6 
5345 E: 
5358 *INITIALIZE 
5355 GR:QUIT 
5368 C:OB764=255 
5365 C:OB1373=0 [NO TEHT WINDOW 
5378 C:OB1374=2 [GRAPHICS MODE 2 
5375 HRITE:S, 
5388 POS:7,4 
5385 WRITE:S,eS~pE 
53'8 POS:3,8 
53'5 WRITE:S,b~ j~ck hard~ 
5480 CLOSE:S 
5495 C UL=1 
5418 C UR=1 
5415 C UF=4 
5429 C $ROOH=ROOH1 
5425 C 081541=1 
5438 C 081542=180 
5435 C 081543=5 
5449 C 081544=108 
5445 C 081545=180 
5459 C 081546=12 
5455 C 081547=14 
5469 C 081548=16 
5465 C OB154'=199 
5479 C 081559=23 
5475 C OB1551=24 
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5488 C BB1552=33 
5485 C BB1553=188 
54'8 C BB1554=21 
54'5 C BB1555=199 
5599 C BB1556=189 
5585 C t:SM=1557 
5518 *LOOP1 
5515 C:BBt:SM=8 
5528 C:t:SM=t:SM+1 
5525 JCt:SM<1572) :*LOOP1 
5538 C:$OBJECT= NOTHING 
5535 C:$COMMA=, 
5548 U:*DARK 
5545 E: 
5558 *DARK 
5555 ECBB155'=1): 
5568 GR:CLEAR 
5565 C:BB718=8 
5578 *COMMAND 
5575 T:~ITIS UERY DARK!! 
5588 T:WHAT DO YOU WANT TO DO? 
5585 A: 
55'8 M:FEE,LOO,GO ,HOU,LIG 
55'5 JM:*F,*L,*G,*G,*LI 
5688 T:~YOU CANIT DO THAT NOW!! 
5685 *WAIT2 
5618 PA:148 
5615 J:*COHMAND 
5628 *F 
5625 TCBB1541<>t:SR) :~YOU DONIT FEEL ANY 
THING! ! 
5638 JCeB1541<>t:SR) :*WAIT2 
5635 T:~YOU FIND A FLASHLIGHT!! 
5648 C:BB1541=8 
5645 J: *WAIT2 
5650 *L 
5655 T:~IT IS TOO DARK TO SEE ANYTHING 
! ! 
5668 J: *WAIT2 
5665 *G 
5678 T:~ITIS DANGEROUS TO MOUE IN THE 
DARK! ! 
5675 PA:240 
5689 J:*D!:AD4 
5685 *LI 
56'8 TCeB1541<>0) :~YOU DONIT HAUE THE 
FLASHLIGHT! ! 
56'5 JCeB1541<>0):*WAIT2 
5708 C:eB1558=1 
5785 C:eB718=148 



5718 C:(!B78~=42 
57~5 E: 
5728 *DE~D1 
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5725 T:~YOUR H~NDS SLIP AND YOU F~LL!! 

5738 C:UP=31 
5735 *REPE~T 
5748 SO:UP 
5745 C:UP=UP-1 
5750 J(UP(>O) :*REPE~T 
5755 J:*DE~THM~RCH 
5768 *DE~D2 
5765 T:~THE GORILL~ TE~R5 YOU LIMB FRO 
M LIMB!!! 
5778 J:*DE~THM~RCH 
5775 *DE~D3 
5780 T:~THE DOG ~TT~CK5!!! 
5785 J:*DE~THM~RCH 
57~8 *DE~D4 
57~5 T:~YOU F~LL ~ND BREAK YOUR NECK!! 

5808 J:*DE~THMARCH 
5885 *DEAD5 
5810 T:~YOU ARE COOKED ALIVE!!! 
5815 J:*DEATHMARCH 
5828 *DE~THM~RCH 
5825 C:UP=2 
5838 50:5 
5835 P~:32 
5848 U:*P~USE 
5845 50:5 
5858 P~:16 
5855 U:*PAUSE 
5868 50:5 
5865 P~:4 
5878 U:*P~U5E 
5875 50:5 
5888 P~:32 
5885 U:*P~USE 
58~0 SO:8 
58~5 P~:16 
5~00 U:*P~USE 
5'05 50:7 
5'18 PA:8 
5'15 U:*PAUSE 
5'20 SO:7 
5~25 P~:8 
5~30 U:*PAU5E 
5'35 SO:5 
5'48 P~:8 
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5'45 U:*P~U5E 
5'50 SO:5 
5'55 P~:8 
5'60 U:*P~U5E 
5'65 50:4 
5'70 P~:8 
5'75 U:*P~U5E 
5'80 50:5 
5'85 P~:32 
5"0 50:0 
5"5 *PL~V~G~IN 
6000 T:~ WANT TO TRV ~GAIN? eV~N) 
6005 C:OB764=255 
6010 *VNKEV 
6015 JeOB764=43) :*INITI~LIZE 
6020 JeOB764=35):*5TOP 
6025 J:*VNKEV 
6030 *PAUSE 
6035 SO:9 
6049 P~:UP 
6045 E: 
6050 *STOP 
6055 GR:QUIT 
6869 C:0764=255 
6065 T:~TH~NK5 FOR PL~VING!!! 
6070 E: 
6075 *WIN 
6080 GR:QUIT 
6085 C:OB1373=16 [TEMT WINDOW 
60'9 C:OB1374=2 
60'5 WRITE:5 , 
6100 POS:3 , 4 
6105 WRITE:5,~mU ~s~~We~! 
6110 C:IIP=O 
6115 50:20 
6129 P~:2 
6125 U:*P~U5E 
6130 SO:22 
6135 PA:2 
6149 U:*P~USE 
6145 50:24 
6159 P~:2 
6155 U:*P~USE 
6160 50:26 
6165 P~:16 
6179 U:*P~USE 
6175 50:22 
6180 P~:2 
6185 U:*P~U5E 
61'9 50:26 



6195 PtI:32 
6299 50:9 
6295 WRITE:S 1 

6219 WRITE:S 1 CONGRtlTULtiTIONS!! 
6215 CLOSE:S 
6229 J:*PLtlVtlGtlIN 
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THE HUNTER 
Objective: to locate the magic key which will reveal the hidden 
location of the crown. There are 16 rooms through which you 
must search to find the hidden crown. Only after the magic key 
is found will the crown be visible. 

The program requires Atari Microsoft BASIC and 32K when 
loaded from disk or cassette. 

19 GR~PHIC5 2+16:G05UBl149:G05UB 849 
29 5=PEEKC&2781 :POKE &D91E,9:IF PEEK(& 
D919)=9 THEN 299 
30 IF KEV=ROOM THEN G05UB 650 
40 IF CROWN=ROOM ~ND KEV=O THEN G05UB 
680 
59 IF MON THEN G05UB zeo 
69 IF PEEK(&D004)=3 THEN 1650 
70 IF PEEK(&D90El=1 THEN 1650 
80 IF 5=15 THEN 20 
99 CH=(5=9 OR 5=10 OR 5=11)-(5=5 OR 5= 
6 OR 5=7) 
109 CV=CS=6 OR 5=10 OR 5=14)-(5=5 OR 5 
=9 OR 5=13) 
110 ~=~+C~*3:POKE &DOOO,~ 
120 IF CV=+1 THEN MOVE V~RPTR(PLMZ)+12 
8+(V-2),V~RPTR(PLM2)+128+V,12:V=V+Z 

130 IF CV= - l THEN MOVE V~RPTR(PLMZ)+1Z 
8+V,V~RPTR(PLM2)+1Z8+(V-2),12:V=V-2 
140 IF ~>Z09 THEN ~=44:GOSUB 250:PRINT 
U6,~TCO,0);II"'":POKE &D900,~:G05UB 720 
150 IF ~<44 THEN ~=209:GOSUB 250:PPINT 
U6,~T(0,9);""'":POKE &DOOO,~:GOSUB '1'40 
169 IF V>196 THEN GOSUB 190:GOSUB 250: 
PRINT U6 , ~T (9 ,0) ; "",": V=12: GOSUB 780: GO 
SUB 1610 
170 IF V<12 THEN G05UB 190:G05UB 259:P 
RINT U6 , ~T (0 ,9) ; ....... : V=106: GOSUB 769: GO 
SUB 1610 
180 GOTO 20 
199 FOR J=VARPTR(PLM2)+128+V TO V~RPTR 
(PLM2)+137+V:POKE J,9:NEXT:POKE &DP1D , 
9:RETURN 
290 If X>RX THEN RX=RX+l 
210 IF X<RX THEN RX=RX-l 
229 IF V<RV THEN MOVE V~RPTR(PLM2)+384 
+RV I VARPTR(PLM2)+384+(RV-l),19:RV=RV-l 

305 
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230 If V)RV THEN HOVE V~RPTR(PLH2)+384 
+(RV-1l,V~RPTR(PLH2)+384+RV,19:RV=RV+1 

240 POKE &D992,R~:SOUND 1)299,2,4,1:RE 
TURN 
259 fOR J=V~RPTR(PLH2)+384+RV TO V~RPT 
R(PLH2)+3~2+RV:POKE J,9:NEXT:HON=O 
269 If ROOH=KEV THEN fOR J=V~RPTRCPLH2 
)+256+TV TO V~RPTR(PLM2)+260+TV:POKE J 
,O:NE~T 
279 IF ROOM=CROWN ~ND KEV=9 THEN FOR J 
=V~RPTR(PLM2)+256+TV TO V~RPTR(PLM2l+2 
65+TV:POKE J,O:NE~T 
289 RETURN 
2~9 If PEEK(&278l=15 THEN 59 
399 ~MO=~HO-1:IF ~MO<l THEN SOUND 0)10 
,10,10,2:GOTO 50 
310 SOUND 9,100,6,10,5:BX=X:BV=V 
320 If PEEK(&278)=14 THEN 420 
330 If PEEK(&278)=11 THEN 540 
340 If PEEKC&278)=13 OR PEEK(&278)=~ 0 
R PEEKC&278)=5 THEN 480 
359 BX=BX+6 
360 POKE V~RPTRCPLM2)+4+BV,3 
370 POKE &0004,BX 
380 BX=BX+4 
3~0 If PEEK(&DOOO)<>O THEN 640 
400 IF PEEK(&D008»1 THEN 619 
419 If BX>240 THEN POKE V~RPTR(PLM2)+4 
+BV,9:GOTO 28 ELSE 370 
420 POKE V~RPTR(PLM2)+4+BV,l 
439 POKE &0994,BX+4 
440 HOVE V~RPTRCPLH2l+4+BV,V~RPTR(PLH2 
)+4+(BV-4),8:BV=BV-4 
450 IF PEEK(&D090)<>0 THEN 640 
469 IF PEEK(&0998»1 THEN 619 
470 IF BV<15 THEN POKE V~RPTR(PLM2)+4+ 
BV,9:GOTO 29 ELSE 449 
489 POKE V~RPTR(PLM2)+4+BV,l 
4~9 POKE &0004,BX+4 
500 MOVE V~RPTRCPLM2)+4+(BV-4),V~RPTR( 
PLM2)+4+BV,8:BV=BV+4 
510 If PEEK(&DOOO)<>9 THEN 649 
520 If PEEK(&D008l)1 THEN 619 
530 If BV)124 THEN POKE V~RPTR(PLM2)+4 
+BV,O:GOTO 20 ELSE 590 
540 POKE V~RPTR(PLM2)+4+BV,3 
559 POKE V~RPTR(PLM2)+4+V,3 
560 POKE &0004,BX 
579 BH=BX-4 



588 IF PEEKC&0888)<)8 THEN 648 
598 IF PEEKC&0888)1 THEN 618 
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688 IF BX<44 THEN POKE V~RPTRCPLM2)+4+ 
BV,O:GOTO 28 ELSE 568 
618 POKE V~RPTRCPLM2)+4+BV,8 
628 FOR CL=12 TO 8 STEP -l:SETCOLOR 2, 
4,CL:SOUNO 8,20*CL,6,8:FOR T=l TO 18:N 
EXT T:NEXT CL:SOUNO 8,8,8,8 
630 FOR J=V~RPTRCPLM2)+384+RV TO VARPT 
RCPLM2)+392+RV:POKE J,8:NEXT:MON=8:GOT 
o 28 
648 POKE VARPTR(PLM2)+4+BV,8:GOTO 28 
658 IF PEEKC&0980)1 THEN GOSUB 718:KE 
V=RNO(16) 
669 IF PEEKC&0890)=1 THEN GOSUB 718:KE 
V=8 
678 RETURN 
688 IF PEEKC&0090)1 THEN GOSUB 719:CR 
OWN=RNO(16) 
690 IF PEEKC&0900)=1 THEN GOTO 1839 
789 RETURN 
718 SOUNO 8,288,18,8,18:FOR J=V~RPTRCP 
LM2)+256+TV TO V~RPTRCPLM2)+256+CS+TV: 
POKE J,8:NEXT:RETURN 
729 IF ROOM=16 THEN ROOM=l:GOTO 890 
738 ROOM=ROOM+l:GOTO 889 
748 IF ROOM=l THEN ROOM=16:GOTO 880 
759 ROOM=ROOM-l:GOTO 888 
768 IF ROOM<5 THEN ROOM=ROOM+12:GOTO 8 
89 
779 ROOM=ROOM-4:GOTO 899 
788 IF ROOM)12 THEN ROOM=ROOM-12:GOTO 
889 
798 ROOM=ROOM+4:GOTO 898 
888 POKE 77,8:RX=RNO(140)+58:RV=RNOC70 
)+49 
818 MONTVPE=RNOCS) :ON MONTVPE GOSUB 17 
38,1749,1759,1769,1789 
828 IF KEV=ROOM THEN GOSUB 1888 
838 IF CROWN=ROOM ANO KEV=O THEN GOSUB 

1118 
848 ON ROOM GOSUB 878,1939,978,988,183 
8,978,989,878,978,988,878,1038,988,878 
,1838,979 
858 PRINTU6, AT (8,18) i "ljll:'II]:III: PRINTU6, AT 
CO,ll);MID$CRM$,ROOH*4-3,4); 
868 RETURN 
878 PRINT U6,ATC9}4);PASS$(1); 
888 fOR CL=8 TO 3:PRINT U6,AT(8}CL)jPA 
SS$ (2) : NEXT: PRINTU6, AT (8,4) j PASS$ (3) 
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SijO PRINTU6, AT (S,6); PA5S$ (4) : FOR Cl=7 
TO 11:PRINTU6,~T(8JCL)jPA5S$(2); :NEHT: 
RETURN 
ij88 FOR CL=8 TO 11:PRINTU6,AT(8,Cl);PA 
55$ (2) : NElo<T 
ij18 PRINT U6,AT(O,4);PA55$(1) 
ij29 PRINTU6, AT (4, 1) ; II r---' ZZ ----, II: FOR 

Cl=2 TO 3: PRINTU6, AT (4, Cl) ; III ZZZZZZZZ 
ZZ III: NEHT 
ij38 PRINT U6" AT (4, 4) ; II' ZZ _ZZ III : PR 
INT U6,ATC4 J 5);"ZZZ ZZZII:PRINT U6 
,ATC4,6);!I.ZZ ZZ,U 
ij48 FOR Cl=7 TO 8: PRINTU6, AT (4" Cl) ; "I Z 
ZZZZZZZZZ I": NEHT 
ij58 PRINT U6" AT (4" 9); II 1. _____ ZZ... '" II 
ij68 RETURN 
ij70 PRINTU6" AT (8,,4) ; PAS5$ (1) : FOR Cl=9 
TO 2: PRINTU6, AT (8, Cl) j PA55$ (2) : PRINTU6 
, AT (8, Cl+9); PAS5$ (2) j : NEHT 
ij89 PRINT U6"AT(3,2);lI r 'zz' ," 
ijijO PRINT U6" AT (3" 3) ; III zzzzzzzzzzzz I" 
1008 PRINT U6,AT(3,4)j"'ZZZZZZZZZZZZ'1I 
:PRINT U6,AT(3,5);IZZZZZZZZZZZZZZ":PRI 
NT U6, AT (3,6) ; II, ZZZZZZZZZZZZ ,II 
1818 FOR Cl=7 TO 8: PRINTU6, AT (3, Cl) jill 
zzzzzzzzzzzz I": NEHT 
1829 PRINT U6,~T(3,9);1I1. ,ZZ, "'II 

:RETURN 
1938 FOR Cl=8 TO 11:PRINTU6,~T(8,Cl);P 
ASS$(2); :NEHT 
1840 PRINT U6J~T(9,4);PASS$(1) :PRINT U 
6, AT (3,7) ; "I zzzzzzzzzzzz I": PRINT U6, AT 
(3,8)i"1. ,ZZ, "'II 

1858 PRINT U6, AT (5, 4) j II, I zz I rll: PRI 
NT U6, AT (5, 5) j II I I zz I I II 

1960 PRINT U6, AT (3,6) i", Z ....... ZZ ....... Z ," 

1970 RETURN 
1988 TH=120:TV=78:CS=4:RESTORE 1189:PO 
KE &D001,Tlo<:POKE &D88ij,l:5ETCOlOR 1,12 
, 8 
1090 FOR J=UARPTRCPlM2)+256+TV TO UARP 
TR(PlM2)+260+TV:READ CH:POKE J,CH:NEHT 
:RETURN 
1100 DATA 0,255,165,229,0 
1110 TX=114:TV=70:CS=9:RESTORE 1130:PO 
KE &D901,Tlo<:POKE &D999,3:SETCOlOR 1,1, 
8 
1120 FOR J=UARPTRCPlM2)+256+TV TO UARP 
TR(PlH2)+265+TV:READ CH:POKE J,CH:NElo<T 
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:RETURN 
~~39 D~T~ 9/~6,561~6,254,~79~2~4,179,2 
54,9 
1149 PRINT U6, ~T (4 3)' II . ": PRI 
NT U6,~TC3,5);"i 
1~59 LEL=l:LEVE~L~=~'~'~N~O~VICE PILOT 
SERGE~NT C~PT~IN COMMANDER" 
1169 DIM P~5S$(4) 
1~ 79 P~SS$ (~) =" ...... -----------ZZZ 
ZZZZZZZZZZZZZZZZZ II 

1189 P~S5$ (2) ="1 ZZ I": PAS5$ (3) ="1 ZZ .11: P 
A5S$ (4) ="1 ZZ ." 
~~99 RM$="iZZZiiZZiiiZivZZvZZZviZZviiZ 
viiiixZZxZZZxiZZxiiZXiiixivZxvZZxviZ" 
~299 ROOM=~ 
~219 R~NDOMIZE:CROWN=RND(~6) :KEV=RND(~ 
6) :1F CROWN=KEV THEN ~2~9 
1229 FOR J=19 TO 9 STEP -~:FOR J~=29 T 
o 9 STEP -2:50UND 9,J~,~9,J:NEHT Jl 
1239 FOR J1=129 TO 99 STEP -2:50UND 1, 
J,19,J:NEHT J1:NEHT J 
~249 CHB~S=756:0PTION CHR2:ADDRX=VARPT 
RCCHR2) :P~GEX=(~DDRX/256)AND 255 
1259 MOVE 57856,ADDRX,512:RESTORE 1399 

1269 OF=9*8:FOR 1=9 TO 7:RE~D CH:POKE 
~DDRX+OF+I,CH:NEHT 
1279 OF=3*S:FOR 1=9 TO 7:READ CH:POKE 
ADDRX+OF+I,CH:NE~T 
1289 OF=5*8:FOR 1=9 TO 7:READ CH:POKE 
ADDRX+OF+I,CH:NEHT 
1290 OF=9*8:FOR 1=9 TO 7:RE~D CH:POKE 
~DDRX+OF+I,CH:NEHT 
1399 OF=1~*8:FOR 1=9 TO 15:READ CH:POK 
E ADDRX+OF+I,CH:NEHT 
1319 Of=15*S:FOR 1=9 TO 7:READ CH:POKE 
ADDRX+OF+1,CH:NE~T 

1329 OF=17*8:FOR 1=9 TO 7:READ CH:POKE 
ADDRX+OF+I,CH:NEHT 

1339 OF=26*8:FOR 1=9 TO 7:READ CH:POKE 
ADDRX+OF+1,CH:NE~T 

1349 OF=41*8:fOR 1=9 TO 7:READ CH:POKE 
ADDRX+OF+I,CH:NE~T 

~359 Of=59*S:fOR 1=9 TO 7:READ CH:POKE 
ADDRX+Of+1,CH:NE~T 

1369 Of=54*8:fOR 1=9 TO 7:READ CH:POKE 
~DDRX+Of+1,CH:NEHT 

1379 Of=56*8:FOR 1=9 TO 7:READ CH:POKE 
~DDRX+Of+1,CH:NE~T 
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1380 OF=58*8:FOR 1=0 TO 7:RE~D CH:POKE 
ADDRX+Of+I,CH:NEXT 

1399 D~T~ 251,251,251,9,223,223,223,9 
1400 D~T~ 3,3,3,3,3,3,255,255 
1419 D~TA 255,255,3,3,3,3,3,3 
1420 D~T~ 9,9,0,0,0,9,3,3 
1439 D~T~ 3,3,0,0 / 0,9,9 / 0 / 192,192,0,0, 
0,0,0,0 
1449 D~T~ 9,9,0,0,9,0,192,192 
1450 D~T~ 255,255,192 / 192,192,192,192, 
192 
1460 D~T~ 192,192,192,192,192,192,255, 
255 
1479 DAT~ 9,126,24,24,24,24,126,9 
1489 DATA 9,124,192,192,124}108,192,9 
1499 DAT~ 9,10Z,19Z,19Z,192,69,24,9 
1509 DATA 9,102,192,69,69}102}102,9 
1519 DATA 9}9,9}8,9,9,9,9 
1529 PRINT ~6,~T(4}8);"select LEUEL":P 
RINT ~6,AT(4,ll);"start TO PLAY"; 
1539 PRINT~6,~T(5}9);MID$(LEUEL$,LEl*9 
-8,9) :~HO=~6-(LEL*4) 
1549 If PEEK(53279)=6 THEN 1570 
1550 If PEEK(53279)=5 THEN LEL=LEL+l:S 
OUND 9,150,19,10,19:IF LEL)5 THEN LEL= 
1 
1569 FOR J=l TO 190:NEXT:GOTO 1530 
1579 X=120:Y=82 
1580 OPTION PLM2:POKE 559,46:POKE &DOO 
C,l:POKE &D91D,3:POKE &D999,X:POKE &DO 
98,l:POKE &26F,l 
1599 SET COLOR 0,9,8 
1609 GOSUB 1619:POKE CHBAS,PAGEX:PRINT 
~6,""''':RETURN 
1619 RESTORE 1630:fOR J=U~RPTRCPLH2)+1 
28+Y TO UARPTRCPLH2)+137+V:READ CH:POK 
E J,CH 
1620 NEXT J 
1639 DAT~ 0,16,16,16,56,40,124,254,56, 
o 
1640 POKE &D01D,3:RETURN 
1650 RESTORE 1720:SETCOLOR 0,4,12:fOR 
J=UARPTRCPLM2)+128+V TO U~RPTR(PLH2)+1 
37+V:READ CH:POKE J,CH:NEXT 
1669 FOR CL=12 TO 0 STEP -l:SETCOLOR 9 
}4,CL:SOUND 0}ZO*Cl,6,8:fOR T=l TO 10: 
NEXT T:NEXT CL:SOUND 0,0,0,0 
1670 fOR J=UARPTRCPlHZ)+128+Y TO UARPT 
RCPLH2)+137+V:POKE J,O:NEXT:FOR TI=l T 
o 200:NEXT 
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1688 FOR J=V~RPTR(PLM2)+384+RV TO U~RP 
TR(PLM2)+3~2+RV:POKE J,9:NE~T:POKE &D9 
1D}8 
16~8 GR~PHICS 2+16:PRINT U6/~T(2/4)j"V 
OU GOT Z~PPED!! II 
1789 fOR J=15 TO 9 STEP -8.5:S0UND 9 / 6 
8 / 12 / J:SOUND l,128 / 12 / J:SOUND 2 / 69 1 12 , 
J:SOUND 3/129,12/J:NE~T 
1719 GOTO 1878 
1729 D~T~ 9,16/9,16/9/49,12418/56,8 
1738 SETCOLOR 2 / 6,8:RESTORE 17~8:POKE 
&D88~/1:GOTO 1779 
1749 SETCOLOR 2 / 4 / 8:RESTORE 1898:POKE 
&D89~/l:GOTO 1778 
1759 SETCOLOR 2 / 3 / 8:RESTORE 1818:POKE 
&D98~,9:GOTO 1779 
1769 SETCOLOR 2,5,8:RESTORE 1829:POKE 
&D88~/3 
1779 POKE &De02/R~:FOR J=V~RPTR(PLM2)+ 
384+RV TO V~RPTR(PLM2)+3~2+RV:RE~D CH: 
POKE J,CH:NE~T:MON=1 
1789 RETURN 
17~O D~T~ 9,66/66J~9,255}21~,255,231}9 
1888 D~T~ 8,68,126,~8,255,255,66,231,8 

1819 D~T~ 9,69/126,~O,255,255/1~5,9,8 
1828 D~T~ 0,68,36,68 / 24,255,68,182,9 
1839 PRINT U6, "11i 1

• : POKE CHB~S, 224 : PRINT 
U6,AT(2,3)jICongratulationS":PRINT U6 
,~TC~,4)jla" 

SUCCESSFUL MISS 1849 PRINT U6,~TC1,5)j" 
[I!EJ" 
1859 FOR J=15 TO 8 STEP -8.5:FOR Jl=18 

TO l~:SOUND 8,Jl,2,J:SOUND l,J1*5 / 19, 
J:NE~T Jl:NE~T J 
1868 FOR J=l TO 588:NE~T:GOSUB 719 
1879 PRINT U6,~T(8,18)j"PRESS start T 
o Pla!l''':IF PEEK(5327~)=6 THEN GOSUB 1~ 
9:RUN 
1889 FOR J=l TO 258:NE~T:PRINTU6/~T(6, 
10) j "f!l!iH.ial TO aL!fi]": IF PEEK C5327~) =3 
THEN END 
18~0 fOR J=l TO 250:NE~T:GOTO 1879 
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