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4945 GR:GOTOBK+3IZ,HY-8; TURNTO98;DRANI;

TURN-36;DRAKWZ

4350 E:

4955 *Cp

4368 GR:!PEN RED;TURNTO0O8;GOTO186,25

4965 GR:4(DRAW 15; TURN 9%6)

49708 U:!®CHECKCABPIC

4975 GR(HO=1) :PEN YELLOW

32393%R:GDT01?,26;DRQN14;GOT015,32;GDT
I

4985 GR(HO=1) :PEN RED;GOTO018,25; TURNTO

225 DRAWS; TURNL3S5; DRAWLS ; TURNAS ; DRAKWS

4990 GRIHO=1) ! TURN4S;DRAWLIS TURN4AS DRA

WS TURNAS; DRAKWLS TURN13S; DPRANWS

4995 E:

5608 HCHECKCABPIC

5865 A!=HR

5610 M:2 ,8

5615 JM:*CQB&PIC,*CQBSPIC

56208 E:

5625 *CaABzZPIC

58638 C:H80-=06

5635 C(EB1561=1)::#0=1

5040 E:

9045 ®*CABSPIC

5056 C:H0=9

9855 C(EGB1563=1):880=1

Se60 :

5865 *BOOKCPIC

9878 GR:PEN BLUE;GOTO-30,-6; TURNTOG

5875 GR(EB1562=0) :Z(DRAMW3I;TURNS8;DRANKI

2; TURNS8) ;FILL3

98808 GR(EB1562=1) :GOTO0-27,-6;PEN RED;T

Eggﬁ?;DRﬁNZB;TURN-SG;DRQHK;TURN—SB;FIL

56885 E:

5698 ¥*MCP

5895 GR!PEN RED;GOTO-4,15;TURNTO045;2(D

RAWI ; TURNA4AS; DRAWLIS ; TURN13S5) ;FILL3

gigg GRIEGB1576=1) :GOTO-2,18; DRAKNY

9116 *GORILLAPIC

5115 GR:PEN YELLOMW; TURNTOZ270

5120 GR(EGB1568=1) :PEN ERASE

5125 GR!GOTO3IZ,4;DRAMWL; TURNSOG;DRAKWZ; TU

RN-45; DRAWI ; TURNSB; DRAKWL ; TURN-45; DRAKW3

; TURNSG;DRAKWZ

S130 GR:!TURNSO;DRAWZ; TURNTO98;DRANWL; TU

RN-90; DRAWI ; TURN-96; DRAKW4; Z(TURNSB; DRA

W1) ; TURN-58
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9135 GR:DRAMWZ; TURN-908;DRAKN4 ; Z(TURN-98;
DRAKWZ) ; TURNDO ; DRAKHL ; TURNSB; DRAKNWS ; TURN-
28; DRAKWI

9140 GR:TURN-398;DRAHL; TURN-98;DRANWZ; TU
RN28;DRAKWZ ; TURNSB; DRAW4 ; GOTODZ7,8; TURNT
0225;DRAKWI ; TURN-45

5145 GR:DRAMWZ; TURNZO;DRAMWML;GOTO28,15;G
0T038,8;G0T025,15;G0T031,15

5156 &R:GOTOZS,12;DRQN2;GOT029,11;DRQN
2;G0T029,10;DRANWZ;GOTO029,9;DRANZ

9155 GR(EGB1568=1):PEN BLUE; TURNTO06;GOT
218,4;DRQH1;TURN98;DRAN3}TURN-135;DRQN

5168 GRC(EB1568=1) :PEN YELLOW:TURNS8;:DR
AKWHL;; TURNAS; DRQH4,TURN45 DRAWI ; TURNTOSB;
4(DRQN3 TURN?B)

5165 GR(EB1568=1) : TURN-90;DRAWS ; TURN4S
}Egkhi;GOTOZ?,8;TURH135;DRQN1 160TO0Z27,7
51?0 GRC(EB1568=1) :PEN BLUE:GOTO025,7:TU
RN4AS5; DRAWI ; TURMN- 45 DRAKWI

5175 E:

5188 #DOGPIC

5185 GR!PEN YELLOW;TURNKTO®

198 GR(EGBA1557=1) :PEN ERASE

195 GR:GOTO0-40,~-4;DRAMWL;ZI(DRANWNZ;; TURNS
RAW4; TURNS8) ;GOZ; TURN-45;:DRAKW 3

8 GR:GOTO-33,-2;DRAWNI } GOTO0-33,-2;TU
45 :DRANG ; GOTO-35, -1 TURN-98:GOTO-36
JIDRAML

5 E:

B ®FIREPIC
5215 C:HX=-48
5228 C:8Y=-5

5225 A:=$ROOM
52386 M:25 ,31
5235 CY:8BX=36
5246 CyY:8Y=-o

L T
-

OW I OO

-

5245 GR:!PEN RED; TURNTOO;;GOTOHX,R8Y;Z(DR
AWZ1; TURN4AS;DRAWZ1 ; TURN1I5)

5250 GR: GOTOﬂH+4 BY+4; 2(DRAWLE; TURNA4S;
zﬁggld TURN135); OTORK,8Y+23; TURN4S ;DR
5255 C:HP=HY+3

5266 #*BRICKS

5265 GR:GOTORK+1,HP;DRAKS

5270 C:HP-HP+3

5275 J(HP<16) ! #BRICKS

5280 GR:PENBLUE;GOTORX+6,8Y+8; TURNTOO;
PRAWL; TURNSO;:DRAHZ; TURN-98; DRANL
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4

;DPRAKWSI ;

inm

X

oga
I
[=F 4=
= K ==
o e
W=
2= =ald

in =~
E~IN
i+ =
>0
TP « 4
~ ~E
el rd "]

+asil+3
I ==l P XC =
foxwf -
QW WNoMm
eEZA=-X
CXTWOHNOQT
(L] 4. ]«
it Elhadiad - |
O b= O O ===
I -~U0IO WX

85
Ak
28
25
1)
RN2
8s
ie

NENNMOMM
NawnininkF-nwn

sPEN BLUE;2(CTU
6;ZC(TURNA4S;DRA

DRAWS ; TURNL
RN135;DRAKWHZ
N RED;GOTO0-41,8; TURNTO045;DRA

N
N38
35;

R
1
J
j
u
,by jack hardy

LIZE

nT47?S45855
HEHWMM == ace o= osefefwp
W M
HOOOO---
E--GOUOHNHNHOR

QOOLLULLOLLLLOLOD

nNnenonenononain
NNMMeERINBOONN

SINKPIC
$315 GR:PEN RED; TLURN

AWZ; TURN9O ; DRANWG ; TUR
5346 GR:GOTO0-41,5; TURNTO0180;DPRAKWG;GOTO

AMWG ; TURN-90; G041 ; TUR

53286 GR:DRaA

MMMMM

odl

o0 o
DONTOLOME

Nl = NN
(RIRIRIRInInInININ]
MSDOMNONE -
gowwEwRINN

NN
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5480 C:@B1552=33

5485 C:@GB1553=168

5496 C:@B1554=21

5495 C:GB1555=1086

55068 C:(EB1556=-160

5565 Ci!HM=1557

5516 *LOOP1

5515 C:CGBHM=H

5528 CiBM-HM+1

5525 JOM{1572) : #%LOOP1
5530 C:$0BJECT= NOTHING
5535 C:5COMMA=,

5548 U:®DARK

5545 E!

5550 *DARK

5555 E(@B15592=1):

5568 GR:CLEAR

5565 {GB716=0

5578 *COMMAND

5575 TiKIT'S VERY DARK!!

Ly

5580 T:WHAT DO YOU WANT TO DO?
5585 aQ:
5596 MI!FEE,LO00,GO ,MOV,LIG

5595 JMiI¥F ,®L , %G, %G, ®¥LI

5680 T:KYOU CAN'T DO THAT NOM!!
5685 *WAITZ2

5616 PA:l40

5615 J:®*COMMAND

o628 ¥F

?g%EGT5881541<>#R) iRYOU DON'T FEEL ANY
S630 JC(EB1S541<{>HR) ! *WAITZ

9635 T:KRYOU FIND A FLASHLIGHT!!

56408 C:(EBi541=9

9645 Ji¥WAITZ

56506 L

??55 T:KRIT IS5 TOO0 DPARK TO SEE ANYTHING
59660 J:¥WAITZ2

9665 G

5678 T:KRIT'S DANGEROUS TO MOVE IN THE

DARK!!

o675 PA:240

o686 J:!®*DEAD4

9685 LI

5696 T(EB1541<>6) :KYOU DON'T HAVE THE
FLASHLIGHT!!

5695 JC(EB1541<>0) i *WNAIT2

576808 C:QGB1558=1

5785 C:@B716=148
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42

1
UR HANDS SLIP AND YOU FALL!!

5716 C:GB789

FALL AND BREAK YOUR NECK!'!

Ji*¥DEATHMARCH

THE GORILLA TEARS YOU LIMB FRO
5865 *DEADS

v

b4

- X}

a a

w -

axr - S -

wo O ao

o [+ o

xa Qo va

== E O

I ~T T ar

- A - =
Ma fAanN aMmuae
nwa v WAaTWaD
coooad-—-adEadr
b AT B 3 T AT A1) 4
llRDuu(t:Diul llDlulnbnl

ONONONAnNHONDINGID
MM RN WWD 00000
Tt Lt ot ol L T 8 o0 A T
NDBRBRNRRIZVDRDBW

d lad
Vi n
= =
NI wug

wolnMAO-oNOAMNOAD

.l* L] ‘l* a= I'* L L] Il* - ..* - a=
qT--0C--0C--0T--0qT--0OQ
AJnaganadnadvnadJno

nomnememnomemnonemne
OARMOOMMDO-~NNMM
w0
n

2
AUSE
AUSE
AUSE

*PAUSE

5868 S50:5

U:*PALUSE

5845 50:5

WWOWVOBONEOEOE OGN OTG
555555555555555

5816 T:KRYOU ARE COOKED ALIVE'!!!

58060

5815 J:¥DEATHMARCH
58286 *DEATHMARCH
5825 C:8P

5838 S50:5

5835 PA:32

5840

58568 PAa:l6

5855
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5945
5956

gaveadoadae

nlC L L XO=XwnT
D

N = e D (D A0 A0 00 00 NN QR N
@ e
OT-mnn=<—=--TO

ooooaaaaaaangd
OOQOOVMWDDOYWD

LT T T T T T T T
e o o o e e e (D D D D
NN = b 3 O 00 00 00
NOUNONEUNDNON®

61406

U:*®*PAUSE
50:5
PA:8
U:*PAaUSE
50:4

Pa
®PAUSE
50

=
=]

QHM
]

YAGAIN

WANT TO TRY AGAIN?
764=255
EY
B764=43) : #INITIALIZE
B764=35) : #STOP
YNKEY
UsE

PA: 1P

= DEARRERAM == == ==
=m D

tRTHANKS FOR PLAYING!!!
®WIN
GR:Q
6 [TEXT WINDOW

o0
R
om

-~ itd
1 il
N

(DR U RSBV |

£7T
20
Hu

» 90U [EsEallel]!

b 3

e

]

-
MW=
Deev on (G b=

RelV i} o]

-DO -
L
(o]

12
U:*PAUSE
50:22
PQ:Z
U:*PAUSE
50:24
PA:2
U:*PAUSE
S0:26
Pa:l6
U:*PAUSE
50:22
PA:Z
U:*PAUSE
50:26

(Y/N)
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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.

18 GRAPHICS 2+16:G0O5U 148:G05UB 840
E

B 1
20 S=PEEK(&278) :POKE &DB1E,0:IF PEEK(&
DB16) =8 THEN 298

30 IF KEY=ROOM THEN GOSUB 658

40 IF CROWN=ROOM AND KEY=0 THEN GOSUB
50 IF MON THEN GOSUB 2080

60 IF PEEK(&DB04)=3 THEN 1658

78 IF PEEK (&DBBE)=1 THEN 1658

88 IF S=15 THEN 20

98 CK=(5=9 OR 5=16 OR 5=11)-(5=5 OR 5=
6 DR 5=7)

188 CY=(5=6 OR 518 OR S5=14)-(5=5 OR 5
=9 OR 5=13)

118 K=H+CK*I:POKE &DO0O, N

126 IF CY=+1 THEN MOUE UARPTR(PLMZ)+12
8+ (Y-2),VARPTR(PLM2Z) +128+Y,12:Y=Y+2
138 IF CY=-1 THEN MDVE VARPTR(PLMZ)+12
8+Y,UARPTR(PLM2)Y +128+(¥-2) ,12:Y=Y-2
146 IF X>200 THEN H=44:GOSUB 258:PRINT
H#6,AT(B,8) ;"K' :POKE &DOBO,X:GOSUB 726
158 IF X<{44 THEN X=2Z08:GO5UB 25@:PPINT
#6,0T(6,0) ;"K' :POKE &DOOO,K:GOSUB 740
168 IF Y>186 THEN GOSUB 190:G0OSUB 250:
PRINT H#6,AT(6,0) ;"K' :1¥Y=12:GOSUB 786:G0
SUB 1618

178 IF ¥<12 THEN GOSUB 190:GOSUB 258:P
RINT H6,AT(8,08);"K":¥Y=106:G0OSUB 760:G0
SUB 1610

186 GOTO 20

196 FOR J=UVARPTR(PLMZ)+128+Y TO UARPTR
(PLM23 +137+Y:POKE J,8:NEXT:POKE &DPLD,
8:RETLURN

288 IF XXRXK THEN RN=RK+1

z18 IF X<RXK THEN RK=RK-1

228 IF Y<RY THEN MOVE VARPTR(PLMZ) +3I84
+RY, VARPTR(PLMZ) +384+ (RY-1) ,18:RY=RY-1

305
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238 IF Y>RY THEN MOVE VARPTR(PLM2) +I84
+(RY—-1) ,VARPTR(PLMZ) +384+RY, 18 RY=RY+1

$agHPOKE &DOB2 ,RX:SOUND 1,2080,2,4,1:RE
Z580 FOR J=VARPTR(PLMZ) +3I84+RY TO VARPT
RIPLMZ) +39Z+RY ! POKE J,B:MNMEXT:MOMNZ=D

268 IF ROOM-KEY THEN FOR J=VARPTRI{PLHZ
J;ZEE;¥Y TO VARPTR(PLMZ) +260+TY :POKE J
rl .

278 IF ROOM=CROWM AND KEY=6 THEN FOR .J
SVARPTR (PLMZ) +256+TY TO VARPTR(PLMZ) +2
65+TY:POKE .J,8:NEXKT

288 RETURN

290 IF PEEK(&Z78)=15 THEN 5@

388 AMO=AMO-1:IF AMO<1 THEM SOUNMD 6,16
»18,18,2:6G0T0 50

210 SOUND B,10806,6,10,5:BH=K:BYZY

320 IF PEEK(&278)=14 THEM 420

I30 IF PEEK(&278)=11 THEN 540

I40 IF PEEK(&278)=13 OR PEEK(&278)=9 O
R PEEK(&Z78)=5 THEN 4886

3580 BH=-BX+6

668 POKE VARPTR(PLMZ) +4+BY,3

I78 POKE &DB04,BH

3860 BX=-BXK+4

90 IF PEEK(&DOAO) <>8 THEN 640

4080 IF PEEK(&DO68)>1 THEN 610

410 IF BR>248 THEN POKE VARPTR(PLMZ) +4
+BY,08:GO0TO 26 ELSE 378

428 POKE VARPTR(PLMZ) +4+BY,1

4380 POKE &DBO4,BXt+4

448 MOVE VARPTR(PLMZ) +4+BY,VARPTR(PLMZ
J+4+(BY—-4) ,8:BY=-BY—4

450 IF PEEK(&DOB8) <>86 THEN 6480

460 IF PEEK(&DB68)>1 THEN 610

478 IF BY<15 THEN POKE VARPTR(PLMZ) +4+

BY,8:G0TD 286 ELSE 440

488 POKE VARPTR(PLMZ) +4+BY, 1

496 POKE &DO64,BH+4

5868 MOVE UQRPTR(PLH2)+4+(B? 4) ,VARPTRI(
PLMZ) +4+BY,5:BY=BY+

2168 IF PEEK(&DBBB)()B THEH 6486

528 IF PEEK(&DBO8)>1 THEN 6519

538 IF BY>1Z4 THEN POKE VARPTR(PLMZ) +4
+BY,08:G0TD 26 ELSE 566

548 POKE VARPTR(PLMZ) +4+BY,3

5580 POKE VARPTR(PLMZ) +4+Y, 3

568 POKE &DO0O4,BH

570 BH=BHK-4
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580 IF PEEK(&DB88)<{>8 THEN 640
596 IF PEEK(&D®©68)>1 THEN 616

6808 IF BX<44 THEN POKE VARPTR(PLMZ)+4+
BY,B8:GO0TO 28 ELSE 568
6186 POKE VARPTRIPLMZ) +4+BY, 0
26 FOR CL=12 T0 6 STEP —-1:5ETCOLOR 2,
L:5OUND 8,20%CL,6,8:FOR T=1 TO 18:N
T:NEXT CL:50UND ©,0,06,8

OR J=UVARPTR(PLMZI)+3I84+RY TO VARPT
Z)+39Z2+RYIPOKE J,0:NEXKT:MON=O:GOT

F
M
POKE VARPTR(PLMZ) +4+BY,B8:G0TO 208
gF PEEK (&DBBD)>1 THEN GOSUB 716:KE
I

R

or

(16)
F PEEK(&DBOD) =1 THEN GOSUB 718:KE

ETURN
IF PEEK(&DBBD)>1 THEN GOSUB 710:CR
OWN=RND (16)
698 IF PEEK(&DBBD)=1 THEN GOTO 1839
788 RETURN
718 SOLUND 6,26080,108,8,10:FOR J-VARPTR (P
LM2) +256+TY TO VARPTR(PLMZ) +Z56+C5+TY!
POKE J,B8:NEXT:RETURN
728 IF ROOM=16 THEMN ROOM=1:GOTO 5068
7360 ROOM=ROOM+1:GOTO 866
740 IF ROOM=1 THEN ROOM=16:GOTOD 868
7580 ROOM=ROOM-1:G0TO 808
SGB IF ROOM{S THEN ROOM=ROOM+1Z:GOTO &
5]
778 ROOM=ROOM—-4:GOTO 868
780 IF ROOM>12 THEN ROOM=ROOM-12:GOTO
8006
798 ROOM=ROOM+4:GOTO 8006
829 POKE 77,08:RK-RND(1406)+58:RY=RND (70
J+40
818 MONTYPE=RND(5) :ON MONTYPE GOSUB 17
30,1740,1756,1760, 17806
828 IF KEY=ROOM THEN GOS5UB 188896
836 IF CROWN=ROOM AND KEY=68 THEN GOS5UB
1118
848 ON ROOM GOSUB 876,10636,9760,926808,1683
8,976,90808,870,970,9008,876,1030,5008,870
,1638,370
850 PRINTHG6,AT(8,18) ;"GOLIL" :PRINTHG6, AT
(8,113 ;MIDS (RMS,RO0OM®4-3,4) ;
868 RETURN
87
88
55

OMC-COOOTMMaN

QIR m X~
SOOI ANTO-HOD

PRINT H6,AaT(08,4) ;PA5S5% (1)
FOR CL=8 TO 3I:PRINT H6,AT
2) 'NEXT:PRINTH6,AT(8,4) ;P

8
a
5] L) ;PA
g 4

e

€8, cCL
¢ ass5s (3
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890 PRINTH6,AT(8,6);;PASS55(4) :FOR CL=7
TO 11: PRIHTﬂB nT(B CL] PASS5(2) ; :NEKT:
RETLRN

9886 FOR CL=8 TOD 11:PRINTHG6,ATC(8,CL);PA
S5%(2) | NEXT

918 PRINT H6,AT(8,4) ;PASSS (1)

920 PRINTHG, nT(d 1)'“r TmITL R 7'"':FOR
cL=2 TO 3: PRINTﬂG ATC4,CL) ;" ZZZZZ2Z2Z
ZZ |'"":NEXT

938 PRINT H#6,AT(4,4) ;' Z7Z ZZ "' PR
INT H6,AT(4,5) ;'Z2Z22Z ZZZ":PRINT HG&

,AT(4,6) 'y ZZ ZZ "'

248 FOR CL=7 TO 8:PRINTH6,AT(4,CLI ;" Z
ZZZZZZZZZ |'':NEXRT

958 PRINT H6,ATC4,9) )"k 077 e "'
968 RETLURN

270 PRINTﬂB,nT(B,4);PnSS$(1):FOR cL=@a
TO Z:PRINTHG6,AT(5,CL);;PASSSC(2) :PRINTHE
;AT (8, CL+3) ; PQSSSCZJ, NEXT

988 PRINT ns AT (3, 2)'“ A 1"
998 PRINT H6,AT(3, 3)'”|ZZZZZZZZZZZZ|”
1688 PRINT ﬂﬁ ﬁT(3,4J'"'ZZZZZZZZZZZZ'"
tPRINT H6, QT(3 5)'"ZZZZZZZZZZZZZZ"'PRI
NT #H6, QT(3 6)'“.ZZZZZZZZZZZZ

1616 FOR CL=7 TO 8! PRINTHG, QT(S cLY ;Y
ZZZZZZZZZZZZI“'HEHT

18208 PRINT 86,AaT(3,9) ;" 077 e "
tRETURN

16386 FOR CL=8 TO 11:PRINTHG6,AT(8,CL);P
ASSS(2) ; :NEXT

1640 PRINT B6,AT(0,4) ;PASSS (1) :PRINT H
6,AT (I, ?J;"IZZZZZZZZZZZZI“:PRINT #6,aT
(3 8); ;i 8 27

16858 PRIHT Ho6, ﬂT(5,4);”1 |1 ZZ | pr'"':PRI
NT H6,AT(S, 5)'“| | ZzZ | b

1860 PRINT H6,AT(I,6) 'y Z ¥ YZzF Rz "

1678 RETURN
1688 THE=12Z8:TY=70;C5=4:RESTO

R (2]
KE &D©61,TH:POKE &DB69%,1:5ETC
T

™ s=

X2 k=T

L
8

1898 FOR JZUVARPTR C(PLMZ) +256+

TRC(PLMZ) +266+TY :READ CH:POKE

1166 DATa B, 255,165,229,08
18 TH-114:TY=708:C5=9; RESTORE 11386:PO
PBB1,TH: POKE &DBBB 3:5ETCOLOR 1,1,

&
28 FOR J=VARPTR(PLMZ2) +256+TY TO VARP
(PLMZ) +265+TY ! READ CH:POKE J,CH:NEXT

ID =
ZC ol ]
-0 NO

E 1
oLO
YT A
J,C E

»
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‘RETURN
éixg DaTaA 6,16,56,16,254,1708,214,170,2
1148 PRINT #86,aT7T(4,3) ;"I NITORSCIN'" : PRI
NT 86,AaTC3,5) ;"Ehaml I ST L{A"

1158 LEL=1:LEVELS='"" NOUICE PILOT
SERGEANT CAPTAIN COMMAMDER'

1168 DIM PAS55(4)

1176 PASSS (1) =" ZZZ
CEEEEZEERLELLEL L L o

11808 PASS$(2)="] ZZ |":PASSS$CII="N ZZ b p
ASSS(4Y="g ZZ 4"

1198 RMS="iZZZiiZZiiiZivZZVZZZIViZZIViiZ
ViiiiXZZXZZZXiZZXiiZXiiiXiVZXVZZXViZ"
1288 ROOM=1

1218 RANDOMIZE :CROMWN=RND (16) : KEY=RND (1
6) :IF CROWN=KEY THEN 1218

1228 FOR J=18 TO ® STEP -1:FOR J1:=28 T
D 8 STEP -Z:S50LUND 8,J1,18,J:NEXT J1
1238 FOR J1=128 TO 98 STEP ~2:S5OUND 1,
J,18, J:NEXT J1:NENT J

1248 CHBAS=756:0PTION CHRZ:ADDRY.“VARPT
RCCHRZ) : PAGEY=(ADDR¥/256) AND 255

1258 MOVE 57856,ADDRY,512:RESTORE 1390

1268 OF=-B%8:FOR I=86 TO 7:READ CH:POKE
ADDRY+0F+1I,CH: NEXT

1270 OF=3®%8:FOR I=8 TO 7:REaAD CH:!:POKE
ADDRY“+0F+I,CH:!NEKT

12880 OF=5%8:FOR I=0 TO 7:REaD CH:POKE
ADPDR%+0F+1 ,CH: NEKXT

1296 OF=9%83.:FOR I=6 TO 7:READ CH:POKE
ADDRA+0F+I ,CH: NEKT

1360 OF=11%8:FOR I=8 TO 15:READ CH:POK
E ADDR¥+0F+I,CH:NEKT

1316 OF=15%83.:FOR I=8 TO 7:REaD CH:POKE
ADDRY +0F+I, CH:NEXKT

1320 OF=17%8:FOR I=8 TO 7:REaAD CH:POKE
ADDRX+0F+I,CH: NEXKT

13380 OF=-Z6%8.:FOR I=8 TO 7:READ CH:POKE
ADPDR¥Y+0F+I,CH:NEXT

1340 OF=41%8:FOR I=6 TO 7:READ CH:POKE
ADPDR”“+0F+1I,CH:NEXT

1356 OF=58%#8:FOR I=6 TO 7:REaAD CH:POKE
ADDR%“+0F+I,CH: NEXKT

1368 OF=54%8:FOR I=6 TO 7:READ CH:POKE
ADDRY +0F+I,CH:NEKT

13708 OF=56%8:FOR I=6 TO 7:READ CH:POKE
ADPDRX+0OF+I, CH:NEKT
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1380 OF=58%8:FOR I=6 TO0 7:REaAD CH:POKE

ADDR%+0F+I, CH: NEXT

1396 DbaTA 251,251,251,0,223,223,223,0
1480 DATA 3,3,3,3,3,3,255,255

14168 DAaTA 255,255,3,3,3,3,3,3

14208 DpATA ©,06,8,0,0,06,3,3

1438 pATA 3,3,0,60,8,0,0,0,192,192,0,0,
6,0,06,0

1446 DATA ©0,0,8,06,0,0,192,192
iggﬁ DATA 255,255,192,192,192,1%2,192,
1;28 baTa 192,192,192,192,192,19%2,255,
2

1470 DaThA 0,126,24,24,24,24,126,0

1480 DATA ©,124,162,102,124,168,162,90
1490 DATA B6,162,1062,162,1062,60,24,0
15886 DATA B,162,162,60,60,162,162,0
1518 DPATA 6,0,0,6,0,0,0,06

1528 PRINT H6,AaT(4,8);'"'select LEVEL''":P
RINT 86,AT(4,11);"start TO PLAY';
1538 PRINTHG6,AT(S,9) ;MIDS (LEVELS,LEL%9
-8,9) :AaMO=36—-(LEL*4)

1548 IF PEEK(53279)=6 THEN 15780
1550 IF PEEK(53279)=5 THEN LEL=LEL+1:5
OUND ©8,150,10,10,10:TF LELY5 THEN LEL=

66 FOR J=1 TO 1680:NEXT:GOTO 1538
K=120:¥Y=82

OPTION PLMZ:POKE 559,46:P0OKE &DOO
POKE &DO1iD,3:POKE &DBBB H:POKE &D6
tPOKE &26F,1

SETCOLOR B 2,8

GO5UB 1619:POKE CHBAS,PAGEX i PRINT
"“"KR'"":RETURN

gianan

o e Dy - a1y Ll
M MO BUIO-

640 POKE &DO1D,3I:RETURN

1658 RESTORE 1728:SETCOLOR ©8,4,12:FOR
JZUARPTR(PLMZ) +128+Y TO VARPTR(PLMZ) +1
372+Y:READ CH:!POKE J,CH:NEXT

1668 FOR CL=12 TO ® STEP -1:SETCOLOR ©
»4,CL:SOUND ©,20%CL,6,8:FOR T=1 TO 18:
NEXT T:NEXKT CL:SOUND ©,0,0,80

16786 FOR J=VARPTR(PLMZ)+128+Y TO VARPT
RCPLMZ) +137+Y:!POKE J,B8:NEXT:FOR TI=1 T

0 2080:NEXT
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1688 FOR J=-VARPTR(PLMZ) +384+RY TO VARP
IS(SLMZJ+392+R?:PDKE J,B8:NEXT:POKE &DB
1698 GRAPHICS 2Z+16:PRINT #6,ATC(2,4);"Y
ou GOT ZAPPED'!"™

17868 FOR J=15 TO 6 STEP -8.5:S5SOUND 6,6
8,12, J:50UND 1,126,12,J:50UND 2,60,12,
SOUND 3,128,12, J:NEKT

8 GOTO 18706

8 DATA 6,16,06,16,0,408,124,06,56,0

a SETCDLOR 2,6,8!RES5TORE 17908:POKE

s} SETCDLOR 2,4,8:RESTORE 18060:POKE

a SETCOLOR 2,3,8!RESTORE 1816:POKE
8A,H8:6G0TO 1770
686 SETCOLOR 2,5,8:RES5TORE 1820:POKE

1776 POKE &D662,RX:FOR J=VARPTR(PLMZ2)+
I84+RY TO VARPTR(PLMZ) +322+RY .READ CH:
POKE J,CH:NEXT:MON=1

1788 RETURN

1798 DATA 6,66,66,90,255,219,255,231,0

1886 DATA ©,60,126,90,255,255,66,231,0

1816 DATA ©,608,126,90,255,255,195,0,0
i8z2e bDaTaA 6,60, 36,66,24,255,69,182,9
1830 PRINT ﬂﬁ 1K POKE CHBAS,Z2Z4 :PRINT
8#6,AT(2Z, 3)'“congratulatxons"'PRINT "o
;AT (9 4);"3"

1849 PRINT - ON- RSP RLSLUCCESSFLUL MISS

1359 FOR J=15 TO 8 STEP -8.5:FOR J1=16
TO 19:50UND ©,J1,2,J:50UND 1, J1%5,18,
JINEXT J1:NEXT J

1860 FOR J=1 TO S500:NEXT:GOSUB 716

870 PRINT H#6,AT(8,108) ;"PRESS start T
0 play':IF PEEK(53279)=6 THEN GOSUB 19
RUN

80 FOR J=1 TO 250:NEXT:PRINTH#6G6,AT(6,
E'-‘--:'zsr':‘zbmz TO CIEES'':IF PEEK(53279)=3

960 FOR J=1 TO 250:NEXT:GOTO 1876
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Adventures with the ATARI® gets you started
designing and writing adventure games of your
own. There are six actual programs you can study,
key in, and play — three interactive adventures
and three graphical adventures. The games are
written in three different programming languages
—ATARI® PILOT™, ATARI® Microsoft BASIC™,
ATARI® BASIC™ — to show you the flexibility and
capabilities of each language that best fits your
needs. The last part of the book is packed with
tips ang techniques, including programs, to guide
you in creating your own computer adventures.
You'll find out how to use all of the ATARI's capa-
bilities to write games that are fun to play and
provide countless hours of high adventure for
everyonel
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