




















































































































































































































































































































































































































































Chapter 5 

FM 590 D A T A 1 04, 1 72, 1 90 , 6, 1 69 , 255 , 56 , 249, 1 1 2 , 2 
,201,58,176,2,169,58,201,195,144,2,169, 
195,141,0,208 

6B 595 D AT A 141, 184, 6, 169, 0, 141 , 1 , 210, 162, 1 , 18 
9,180,6,24,125,176,6,157,176,6,74,24,10 
5,69,157 

HI600 DATA 178,6,157,1,208,189,182,6,24,125,2 
45,6,157,245,6,169,1,157,237,6,189,178, 
6,201,69 

AB 605 D A TAl 76, 1 2 , 32 , 48, 1 54, 1 69 , 0 , 56 , 253, 180, 
6,157,180,6,189,178,6,201,194,144,12,32 
,48,154,169 

CL 6 1 0 D A T A 0, 56 , 253, 1 80 , 6, 1 57, 1 80 , 6, 1 89 , 245 , 6 
,201,43,176,20,32,48,154,169,4,141,189, 
6,169,0 

CN 6 1 5 D A TAl 4 1 , 8 , 208 , 56 , 253, 1 82 , 6, 1 57 , 1 82 , 6, 1 
89,245,6,201,205,144,21,169,250,157,245 
,6,169,0,157 

NO 620 D A TAl 93 , 2, 1 57 , 1 82 , 6, 1 57 , 1 80 , 6, 1 69, 1 00 , 
157,178,6,189 , 245,6,201,42,176,5,169,43 
,157,245,6 

HA 625 D A T A 1 89, 1 78 , 6 , 20 1 , 68, 1 76 , 5, 1 69 , 69, 1 57 , 
178,6,189,178,6,201,194,144,5,169,195,1 
57,178,6,189 

FC 630 D A T A 1 82 , 6 , 48 , 63 , 240 , 6 1 , 1 89, 1 3 , 208 , 20 1 , 
1,240,42,189,178,6,24,105,3,205,184,6,1 
44,43,56 

10635 DATA 233,2,56,237,189,6,205,184,6,176,3 
1,189,245,6,201,178,144,24,201,204,176, 
20,201,183,144 

IN640 DATA 4,201,199,144,12,32,48,154,169,0,5 
6,253,182,6,157,182,6,202,208,6,76,35,1 
52,32,176 

OH 6 4 5 D A TAl 5 4 1 6 2, 1 , 1 8 9, 1 7 8 6 2 0 1 7 1 1 4 4 3 9 
201,193,176,35,189,5,208,240,30,141,185 
,6,189,178,6 

JN650 DATA 56,233,4,74,74,74,56,233,5,141,192 
,6,172,185,6,185,193,154,141,187,6,32,5 
9,154,202 

eM 655 D A T A 208, 3 , 76 , 22, 1 53, 1 69 , 0, 1 4 1 , 30 , 208, 1 
41,188,6,162,4,165,88,133,208,165,89,13 
3,209,160,83 

8E 660 D A TAl 77 , 208 , 240, 3 , 238, 1 88 , 6 , 200, 1 92 , 99 
,208,244,169,20,24,101,208,133,208,169, 
0,101,209,133,209 

EL665 DATA 202,208,226,162,2,189,244,6,240,89 
,56,221,240,6,240,83,141,254,6,106,141, 
255,6,142,253 
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AM 670 

CK 675 

NJ 680 

EE 685 

06690 

LP 695 

HB 700 

DG 705 

ID 710 

IA 715 

FP 720 

CM 725 

DA 730 
EJ 790 

FB 800 
BD 810 

SO 811 

JP 812 

212 

DATA 6,24,169,0,109 ,253,6,24,109,252,6, 
133,204,133,206 ,189,240, 6,133,203,173,2 
54,6,133,205 
DATA 189,248,6,170,232,46,255,6,144,16, 
168,177,203,145 ,205,169,0,145,203,136,2 
02,208,244,76,209 
DATA 153,160,0,177,203,145,205,169,0,14 
5,203,200,202,208,244,174,253,6,173,254 
, 6,157,240 , 6,189 
DATA 236,6,240,48,133,203,24,138,141,25 
3,6,109,235,6,133,204,24,173,253,6,109, 
252,6,133,206 
DATA 189,240,6,133,205,189,248,6,170,16 
0,0,177,203,145 ,205,200,202,208,248,174 
,253,6,169,121,157 
DATA 236,6 ,21212, 48,3 ,76,124,153 ,173,191, 
6,240,15,173,188 ,6,240,10,173, 18121,6,208 
,6,173,181 
DATA 6,208,1,96, 32,176,154,76,1,152,169 
,170,141,1,210,169,100,141 ,0,21 0,96,173 
,187,6,10 
DATA 10 , 141,188,6 ,10,1121,24, 11219,188,6,24 
,109,192,6,168,177,88,21218,1,96,169,0,14 
5,88 ,32 
DATA 48,154,173,185,6,24,11219,186,6,141, 
186,6, 169,8,56,237, 187,6, 141, 185, 6, 189, 
180,6,48 
DATA 9,173 ,1 85 ,6,157,180,6,76,132,154,1 
69,0,56,237,185,6,157,180 ,6,189,182,6,4 
8,11,169 
DATA 121,56,233,1,157,182,6,76,153,154,16 
9,1,157,182 ,6,1 89,245 ,6,24,125,182,6,24 
,125,182 
DATA 6,24,125,182,6,24,125,182,6,157,24 
5,6,96,174,193,6,160,220,136,208,253,20 
2,208,248 ,96 
DATA 0,0,0,0,0,0,7,6,0,5,0,0,0,4,-1 
REM {7 i#1 :l:Io:J4-j} 1'd!liliJ'M.:.r:],. :13:_''3:(:]:_* 
{10 SPACES} .'J3ii111:a:l&ili1il:~EI:J~ 
CHBAS=140:ADDR=CHBAS*256:PAGE=8 
A=USR (ADR ( "hh {@} [Ih {@}~h {@}iE{, } {@}~ 

{II} {@}~{A} .{, }~([Dr:::::tllit*Xil;'ri(a):t:u:n:· {,}") 
,ADDR,PAGE) 
REM above= "h h INV-CTRL-E [I h INV-CTRL 
-E ~ h h INV-CTRL-E U ~ CTRL-, INV-CTRL 
-E [! ~ 
REM INV-CTRL-. 
V-SPACE CTRL-, 
~[I[I~~uC:;; 

INV-CTRL-E ~ ~ CTRL-A IN 
~ [! INV-CTRL-Q ~ ~ c:;; ~ [I 
r:: CTRL-. CTRL-, 
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OD82~ RESTORE 85~:FOR I=359~4+256 TO 359~4+26 
3:READ X:POKE I,X:NEXT I 

PF83~ RESTORE 85~:FOR 1=35864 TO 35864+55:REA 
D X:POKE I,X:NEXT I 

JC84~ FOR 1=35929 TO 35936:POKE I,~:NEXT I 
1685~ DATA ~,254,254,254,254,254,254,254,~,~, 

~,255,~,~,~,~,~,~,~,3,2,2,2,2,~,~,0,128 

,128,128,128,128 
LE 8 6 ~ D AT A 2, 2 , 2, 2 , 2 , 2 , 2 , 2, 128, 1 28, 1 28, 128, 1 2 

8,128,128,128 
LO 87~ REM "J.l.;l:I:tI~;. 

MC89~ FOR 1=1774 TO 17B7:POKE I,~:NEXT I:POKE 
53257,~:POKE 53258,~ 

KB9~~ PM=12B:PMBASE=PM*256 
CB91~ FOR I=PMBASE+l~23 TO PMBASE+2~47:POKE I 

,0:NEXT I:DRWBAS=PMBASE+l 
JD93~ RESTORE 1~9~:FOR I=DRWBAS TO DRWBAS+26: 

READ X:POKE I,X:NEXT I 
CC940 FOR I=DRWBAS+256 TO DRWBAS+26~:READ X:P 

OKE I,X:POKE I+256,X:NEXT I:POKE 704,1~ 
:POKE 7~5,15:POKE 7~6,15 

PP95~ POKE 1784,27:POKE 1785,5:POKE 1786,5:PO 
KE 53256,1:FOR 1=1772 TO 1774:POKE 1,1: 
NEXT I 

FI960 POKE 623,1:POKE 1788,PM+4:POKE 53277,3: 
POKE 54279,PM:POKE 1771,PM:RETURN 

DN 1 0 8 ~ REM • ~ .:W #iii ;_II;r:tr1 • • 1: .. • :_ in] .... J: .... 
~109~ DATA ~,255,255,255,255,0,~,~,0,0,0,0,~ 

,~,~,~,~,0,~,0,0,0,255,255,255,255,0 
IE11~~ DATA ~,~,8,~,~ 
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Saguaro 
Walter, Carol, Jennifer, and Andrew Bulawa 

You'll have to be fast and skillful with your joystick to grab up 
Saguaro eggs while avoiding the vulture. 

In the desert regions of the great American Southwest grows 
the Saguaro cactus. Until recently the method of propagation 
of this plant has been a mystery to the scientific community. 
However, during a recent vacation to that part of the country, 
we discovered what could be the solution to this puzzle. Hid­
den under a large rock, which bore several unprintable 
Anasazi petroglyphs (graffiti), was a hermetically sealed may­
onnaise jar in which was placed an ancient computer printout 
that describes the legend of the Saguaro cactus. Although we 
cannot, at this time, bring out any of the details of this legend, 
we can and must reveal that, according to this legend, the Sa­
guaro cactus begins as an egg dropped onto the hot desert 
sand by the not-of ten-seen desert vulture. To give this legend 
the attention that it deserves, this program was written. 

Playing Saguaro 
You're a rancher over whose ranch flies the desert vulture 
(that's right, the same one described in the legend). As the 
vulture flies, it will periodically deposit eggs on the hot desert 
sand. You must rope these eggs before they turn into cacti and 
take them back to your cabin to get points. You will receive 
one point for each egg placed in the cabin. To rope the eggs, 
point the joystick in the direction you wish (right, left, or up 
only) and press the trigger. If an egg is at that location on the 
screen, it will disappear and you will be credited with having 
it in your possession; the egg counter will increment to record 
the number of eggs in hand. Don't worry, the eggs will not 
hatch while you're holding them. To deposit the eggs, extend 
your rope, as described above, to the front door of the cabin. 

While you're running around your ranch chasing down 
eggs, you cannot, of course, walk through existing cacti (ouch!) 
nor the prairie-dog mounds. As the game proceeds, your 
movement will grow increasingly more difficult as more and 
more cacti fill the screen, having hatched from the eggs that 
you did not retrieve in time. Always try to maintain a clear 
path to your door. In that you cannot rope eggs immediately 
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below you, don't allow yourself to get trapped by having your 
downward path blocked. 

The Heat of the Desert 
Because the desert is so hot, you cannot stay out in the sun in­
definitely and so a timer has been provided to show you the 
number of seconds that you have remaining before you must 
return to the cabin. If you do not make it back to the cabin 
and deposit at least one egg within the allotted 50-second time 
period, you will be carried off by the desert vulture. 

Oh, another thing-while you are out gathering eggs, do 
not let the desert vulture grab you; for, if he does, he will 
carry you off and the game will be over. Good luck. 

Saguaro 
For error-free program entry, read "The Automatic Proofreader," Appendix C, before typing 
in this program . 

FH 10 REM SAGUARO 
KK 40 GoSUB 6000 
KM 50 GoSUB 7000 
KO 60 GoSUB 8000 
BC 90 I B= 1 
HE 1 00 REM ~;:.n:'=--~I~ 
HI 102 T I ME=50- I NT ( (PEEI< (19) *256+PEEK (20) ) /60) 

:PoSITIoN CMIN+6,RMAX+2:? #6;TIME;" ":1 
F TIME < =0 THEN 800 

MB 1 1 0 REM * * B I ROM 0 TID N 
LO 1 1 5 REA 0 X: I F X = - 1 THE N RES TOR E 590: GOT 0 1 2 

o 
MB 1 1 6 SOU N 0 2, X , 1 4 , 2 
EK 1 20 SOU N 0 0, 1 0, 1 0 , 6 : M 0 V E = I NT ( 9 * R N 0 ( 0) ) + 1 : I F 

MoVE=5 THEN SoUNO 0 , 0,0,0:GoTo 210 
EH 160 LOCATE BCoL+COIFF(MoVE),BRoW+ROIFF(MoVE 

) ,X:SoUNO 0,0 , 0,0:IF X=217 THEN 120 
PC 1 80 PO SIT ION BCD L , B ROW: I F R N 0 ( 0 ) < 0 • 3 THE N I 

F BPREV= 3 2 THEN BPREV=234 
JD 188 ? #6 j CHR$ (BPREV) : BPREV= X 
CP 190 BCoL=BCoL+CDIFF(MoVE):BRoW=BRoW+ROIFF(M 

oVE) 
MH200 IB=-IB:PoSITIoN BCoL,BRoW:? #6;CHR$(74+ 

I B) 
D0205 REM ** BIRO BITES PERSON 
BL206 IF BPREV=86 OR BPREV=87 OR BPREV=88 THE 

N TRAP 1000:GoTo 700 
BC 2 1 0 REM * * S W A TTl N G MOT ION 
PM 2 60S = S TIC I< ( 0) : T = S T RIG ( 0 ) 
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Hfl 2 B 10 Y D IFF == - 1 * ( S = 1 4 ) + ( S = 1 3) : X D IFF = - 1 * (S = 1 1 ) + 
(S=7) 

KK31010 LOCATE PCOL+XDIFF,PROW+YDIFF,X 
DE 310 1 1FT < > 10 THE N 41010 
PH3102 REM ** TRIGGER PRESSED 
HF 3103 I F Y D IFF> 10 THE N 1 10 10 
JC 3104 IF X=111O THEN GOSUB 61010 
NJ3106 SOUND 1,21O,B,6:R=PROW+YDIFF:C=PCOL+XDIF 

F 
DF3107 POSITION C,R:? #6;CHR$(71O+2tXDIFF):FOR 

1=1 TO 21O:NEXT I:SOUND 1,10,10,10 
PH3310 IF X=234 THEN X=32:EGGS=EGGS+l:POSITION 

CMIN+17,RMAX+1:? #6;EGGS 
IF332 POSITION C,R:? #6;CHR$(X) 
GF 3410 GOTO 51010 
HJ 41010 REM * * PERSON MOT I ON 
CF 4 1 10 I F X < > 3 2 THE N 4 25 
EH412 SOUND 1,15,4,6:POSITION PCOL,PROW:? #6; 

GP420 PCOL=PCOL+XDIFF:PROW=PROW+YDIFF 
CE425 POSITION PCOL,PROW:? #6;CHR$(87+XDIFF): 

SOUND 1,10,0,10 
KM51010 REM ** CHANGE EGG TO CACTUS 
PJ 5 1 10 C = I NT ( 1 8 * R N D ( 0) ) + 1 : R = I NT ( 2 1 * R N D ( 10) ) + 1 
AD5210 LOCATE C,R,X:IF X=234 THEN POSITION C,R 

:? #6; "gil 
Be 5310 GOTO 11010 
01591t1 DATA 81,81,1tI,91,1O,96,96, 1108,96,96,10,10, 1 

62,0,162,121,121,0,121,0,121,0,121,121, 
128, 10, 121 , 0, 108, 108, 0,0 

JP592 DATA 162,0,162,121,10,1108,0,96,96,10,0 
KJ 594 D AT A 1 2 1 , 1 28, 1 44, 1 44 , 9 1 , ItI , 9 1 , 0 , 9 1 , 9 1 , 10 , 

0,91,0,91,96,96,0,108,121,0,128,128,121 
,0, I1t18, 1tI, 121,121,0,0,0,0,-1 

AH601t1 REM ** DEPOSIT EGGS 
JE 605 POKE 77,0 
"1610 IF EGGS=0 THEN RETURN 
FK630 FOR N=51O TO ItI STEP -2:S0UND 1,40,11O,N/4 

:NEXT N:SOUND 1,0,0,0:SC=SC+EGGS:EGGS=1tI 
KF641t1 POSITION CMIN+7,RMAX+1:? #6;SC:POSITION 

CMIN+17,RMAX+l:? #6;"10 
LP 649 POKE 19,0: POKE 20,0 
HL 650 RETURN 
HD7101t1 REM ** BIRD FLYS AWAY WITH PERSON 
BL 7105 SOU N D 2, 0 , 0 , 10 
EB7110 BPREV=32:LOCATE BCOL,BROW+1,PPREV 
JI712 IF IB=1 THEN FOR 1=210 TO 41O:S0UND 2,1,1 

10, (410-1> 12: NEXT I 
MJ714 LOCATE BCOL+l,BROW,X:POSITION BCOL,BROW 

:? #6;CHR$(BPREV);CHR$(74+IB):BPREV=X 
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KC715 LOCATE BCOL+l,BROW+l,X:POSITION BCOL,BR 
OW+l:? #6;CHR$(PPREV);CHR$(87+IB):PPREV 
=X 

HH 716 BCOL=BCOL+ 1 
AL 72~ FOR N=1 TO 5~:NEXT N 
CK 7 6 ~ I B = - I B : GOT 0 7 1 2 
P" 8~~ REM * * BIRD ATTACKS 
6P81~ SOUND ~,~,~,0:S0UND 2,0,0,0 
JJ82~ XDIFF=INT«2.6*RND(0)-0.6)*SGN(PCOL-BCO 

L) ) 
NA822 YDIFF=INT«2 .6*RND(0)-0.6>*SGN(PR OW-BRO 

W> ) 
HC 828 I F « Y D IFF = 0) * ( X D IFF = 0) > THE N 800 
J683~ LOCATE BCOL+XDIFF,BROW+YDIFF,X 
CC 832 IF X=217 THEN 80~ 
"E85~ POSITION BCOL,BROW:? #6;CHR$(BPREV):BPR 

EV=X 
DP86~ BCOL=BCOL+XDIFF:BROW=BROW+YDIFF 
NI865 IB=-IB:POSITION BCOL,BROW:? #6;CHR$(74+ 

IB) 
A6 8 8 ~ FOR I = 1 TO 30: N EXT I 
IA885 IF «BPREV=86)+(BPREV=87)+(BPREV=88» T 

HEN TRAP 100~:GOTO 700 
He 89~ GOTO 8~~ 

~1~~~ REM **END DISPLAY 
~1~1~ ? #6;"{CLEAR}" 
LDl~2~ SETCOLOR 4.3,2:SETCOLOR ~,1,6 
~ 1~6~ FOR 1=1 TO 1~:R=INT(5*RND(0»+18:C=INT 

(19*RND(~» :POSITION C,R:? #6; "~":NEXT 
I 

HO 1~70 FOR 1=1 TO 5:R=INT(5*RND(0»+18:C=INT( 
19*RND(0»:POSITION C,R:? #6;"q":NEXT 
I 

~1~71 IF SC)TS THEN TS=SC 
H 108~ POSITION 3,1:? #6;"TOP SCORE:";TS 
DK 1090 POS I T I ON 3,5:? #6;" IJINiI6W3"1.jiZ:O;: " ; SC 
LJ 1094 BCOL=0: BROW= 12: TRAP 1095: GOTO 7~0 

A6 1~95 SOUND 2,~,0,0:POSITION BCOL,BROW:? #6; 
" ":POSITION BCOL,BROW+l:? #6;" " 

BE 1096 POSITION 5,11:? #6; "1:.1:l#iiO-s._.._-J!i:J:liil" 
U1099 POKE 53279,8 
P" 1100 RESTORE 1115:REM RED RIVER VALLEY 
~ 1105 READ X:IF X=-1 THEN FOR J=1 TO 20~:NEX 

T J:GOTO 1100 
BN 1110 IF PEEK(53279)=6 THEN SOUND 3,~,0,0:GO 

TO 60 
NI 1114 SOUND 3,X, 10,8:FOR J=1 TO 25:NEXT J:GO 

TO 1105 
60 1 1 1 5 D A T A 1 0 8 , 8 1 , 0 , 64 , 0 , 6 4 , 7 2 , 0 , 8 1 , 0 , 7 2 , 8 1 , 

0,96,0,81,81,81,0 
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CO 1 1 1 7 D A TAl 08 , 8 1 , 0 , 64 , 0 , 8 1 , 6 4 , 0 , 5 3 , 0 , 60 , 6 4 , 
0,72,72,72,0,0,0 

~ 1118 DATA 108,60,0,64,0,64,72,0,81,0,72,64, 
0,53,0,60,60,0,96,96,0,108,0,85,81,0,7 
2,0,64,72,0,81,81,0,0,0,-1 

EJ6000 REM TITLE PAGE 
NN 6020 GRAPH I CS 2+ 16 
D I 6030 PO SIT ION 7, 4 :? # 6; "S a m:!a U:O " 
6N 6040 PO SIT ION 5, 1 0:? # 6; "P RES SST ART" 
"66050 COLOR 121:PLOT 1,0:DRAWTO 1,8:DRAWTO 1 

9,8:DRAWTO 19,0:DRAWTO 1,0 
6E 6100 POKE 53279,8 
r.0 6200 RESTORE 1100 
P06250 READ X:IF X=-1 THEN FOR J=l TO 200:NEX 

T J:GOTO 6200 
CA6300 IF PEEK(53279)=6 THEN SOUND 2,0,0,0:GR 

APHICS 2+16: POSITION 4,5:? #6; "!:Jt£fO-'i=­
.:-I:;:H444'" : RETURN 

HL6400 SOUND 2,X,10,8:FOR J=l TO 20:NEXT J:GO 
TO 6250 

CE 7000 REM ""'II! 1I:r: ...... '"" .... r-:r(;=", .... ""' ... "':<i(""7":"'I;it:"":."'""'(t=""j""': .~I 

PD 7020 DIM C H NEW $ ( 1 S. ) 
LF7100 REM ** DEFINE CHAR SET 
6N 7 1 20 C H NEW $ = " I K V W X D F H B J Z L M N Q " 

JI7130 MEMTOP=PEEK(106)*256:CHBASE=MEMTOP-204 
8 

AF7140 FOR 1=0 TO 511:POKE CHBASE+I,PEEK(5734 
4+1):NEXT I 

KC 7150 RESTORE 7190 
C67160 FOR I=l TO 15:CHADD=CHBASE+(ASC(CHNEW$ 

(I,I»-32)*8 
B"7170 FOR J=0 TO 7:READ N:POKE CHADD+J,N:NEX 

T J:NEXT I 
LA7190 DATA 0,129,90,60,24,0,0,0 
~7191 DATA 0,0,0,24,60,90,129,0 
~7192 DATA 16,184,144,112,16,56,72,72 
6H7194 DATA 72,92,72,127,8,28,20,54 
~7196 DATA 8,29,9,15,8,30,18,18 
~7198 DATA 0,17,42,68,68,68,40,16 
CA7200 DATA 8,20,34,34,34,20,68,64 
BN7210 DATA 0,136,84,34,34,34,20,8 
kB7212 DATA 9,9,9,79,72,120,8,8 
rn7214 DATA 0,0,56,124,124,124,56,0 
U7216 DATA 1,3,7,15,63,255,82,115 
~7218 DATA 82,127,64,127,65,127,65,127 
IF 7220 DATA 128,192,224,240,248,255,2,254 
EN7222 DATA 2,254,2,254,18,30,18,30 
OL7224 DATA 0,0,8,28,62,127,127,0 
KL 7300 DIM R D IFF ( 9) , CD IFF ( 9 ) 
L" 7310 RESTORE 7330 
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PN7320 FOR 1=1 TO 9:READ X:CDIFFCIl=X:READ X: 
RDIFFCIl=X:NEXT I 

EN 7330 DATA -1, -1 ,0, -1 , 1, -1 , -1 , 0,0,0, 1,0, -1 , 1 
,0,1,1,1 

"B 7998 RETURN 
D 1 8000 REM ~I']~:~i;'""'I:".--=;""'l!""') :"'"} 7"O,]-=;;jr="':. 

NO 8002 GRAPHICS 1+16 
DK8003 POKE 756,CHBASE/256 
NK8004 SETCOLOR 0,0,0:SETCOLOR 1,1,6:SETCOLOR 

2,12,4:SETCOLOR 3,3,12:SETCOLOR 4,1,8 
FF8010 RMIN=0:RMAX=20:CMIN=0:CMAX=19 
DN8020 COLOR 217:PLOT CMIN,RMIN:DRAWTO CMAX,R 

MIN:DRAWTO CMAX,RMAX:DRAWTO CMIN,RMAX: 
DRAW TO CMIN,RMIN 

PH8580 N=CMAX-CMIN-1:J=RMAX-RMIN-3 
HB 8600 FOR I = 1 TO 20 
B68610 C=INTCN*RND(0ll+CMIN+1 
DB8620 R=INTCJ*RND(0»+RMIN+1 
8K 8 630 PO SIT ION C, R :? tt 6; "I:!:" 
FK 8640 NEXT I 
HH 8650 FOR 1=1 TO 12 
L68660 C=INTCN*RNDC0l)+CMIN+l:R=INTCJ*RNDC0» 

+RMIN+1 
IP8670 POSITION C,R:? tt6;"q":NEXT I 
OK8800 BCOL=10:BROW=10:LOCATE BCOL,BROW,X:BPR 

EV=X 
868810 PCOL=CMIN+3:PROW=RMAX-1 
818849 REM ** MAKE EGG DEPOSITORY 
"18850 POSITION CMIN+l,RMAX-2:? tt6;"zm" 
LM 8852 PO SIT ION C MIN + 1 , R M A X - 1 :? tt 6; " 1 n " 
FM8900 SC=0:EGGS=0:POSITION CMIN,RMAX+1:? tt6; 

"SCORE: "; SC;:? tt6;" {3 SPACES}EGGS: "; 
EGGS 

FC8902 ? tt6;"SECS:" 
JI8950 RESTORE 590 
NA 8960 IB=l 
BI8998 POKE 19,0:POKE 20,0:RETURN 
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Appendix A 

Beginner's Guide to 
Typing In Programs 
A computer cannot perform any task by itself. Like a car with­
out gas, a computer has potential, but without a program, it 
isn't going anywhere. All the programs in this book are writ­
ten in a computer language called BASIC. Atari BASIC is easy 
to learn. 

BASIC Programs 
Computers can be picky. Unlike the English language, which 
is full of ambiguities, BASIC usually has only one right way of 
stating something. Every letter, character, and number is 
significant. Common mistakes are substituting a letter such as 
o for the numeral 0, a lowercase I for the numeral 1, or an 
uppercase B for the numeral 8. Also, you must enter all 
punctuation marks, such as colons and commas, just as they 
appear in the book. Spacing can be important. To be safe, type 
in the listings exactly as they appear. 

Braces and Special Characters 
The exception to this typing rule is when you see the braces, 
for example, {DOWN}. Anything within a set of braces is a 
special character or characters that cannot easily be listed on a 
printer. When you come across such a special statement, refer 
to "How to Type In Programs," Appendix B. 

About DATA Statements 
Some programs contain a section or sections of DATA state­
ments. These lines provide information needed by the pro­
gram. Some DATA statements contain actual programs (in 
machine language), while others may contain graphics codes. 
These lines are especially sensitive to errors. 

If a single number in anyone DATA statement is 
mistyped, your machine could lock up, or crash. The key­
board, BREAK key, and RESET key may seem dead, and the 
screen may go blank. But don't panic. No damage has been 
done. To regain control, turn off your computer and then turn 
it back on. This will erase whatever program was in memory, 
so always save a copy of your program before you run it. If your 
computer crashes, you can load the program and look for your 
mistake. 
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Sometimes a mistyped DATA statement will cause an er­
ror message when the program is run. The error message may 
refer to the program line that READs the data. However, the 
error is still in the DATA statements. 

Get to Know Your Machine 
You should familiarize yourself with your computer before 
attempting to type in a program. Learn the statements you use 
to store and retrieve programs from tape or disk. You'll want 
to save a copy of your program so that you won't have to type 
it in every time you want to use it. Learn to use your ma­
chine's editing functions. How do you change a line if you 
make a mistake? You can always retype the line, but you 
should at least know how to backspace. Do you know how to 
enter inverse-video, lowercase, and control characters? It's all 
explained in your manual. 

To insure accurate entry of each program line, we have 
included a checksum program. Please read "The Automatic 
Proofreader," Appendix C, before typing in any of the pro­
grams in this book. 

A Quick Review 
1. Type in the program a line at a time in order. Press RE­

TURN at the end of each line. Use BACKSPACE to correct 
mistakes. 

2. Check the line you've typed against the line in the book. 
You can check the entire program again if you get an error 
when you run the program. 

3. Make sure you've entered statements in braces as the 
appropriate control key. 

4. Be sure to save the program on tape or disk before running 
the program. 
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How to Type In 
Programs 
In order to make special characters, inverse-video, and cursor 
characters easy to type in, we use the following listing con­
ventions for all the programs in this book. Please refer to the 
table and explanations if you come across an unusual symbol 
in a program listing. 

Conventions 
Characters in inverse video will appear like this: 

Enter these characters with the Atari key: 

When you see Type See 
{CLEAR} ESC SHIFT I'; Clear Screen 

{UP} ESC CTRL - .,. 
Cursor Up 

{DOWN} ESC CTRL .a. Cursor Down 

{LEFT} ESC CTRL + «- Cursor Left 

{RIGHT } ESC CTRL * ~ Cursor- Right 

{BACK S} ESC DELETE ~ Backspace 

{DELETE} ESC CTRL DELETE tJ Delete Character 

{INSERT} ESC CTRL INSERT IJ Insert Character 

{DEL LINE} ESC S HIFT DELETE [] Delete Line 

(! NS LINE) ESC SHIFT INSERT ~ Insert Line 

{T.:lB} ESC TAB ~ TAB key 

{CLR TAB} ESC CTRL TAB tlI Clear TAB 

{SET TAB} ESC SHIFT TAB D Set TAB stop 

{BELL} ESC CTRL 2 [;'j Ring BULLer 

{ESC} ESC ESC '" ESCape key 

Graphics characters such as CTRL-T, the ball character, will 
appear as the normal letter enclosed in braces, {T}. 

A series of identical control characters, such as 10 spaces, 
3 cursor lefts, or 20 CTRL-R's, will appear as {10 SPACES}, 
{3 LEFT}, {20 R}, and so on. If the character in braces is in 
inverse video, that character or characters should be entered 
with the Atari key. 

Program entry can be mistake-proof if you use "The 
Automatic Proofreader" by Charles Brannon; see Appendix C. 
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The Automatic 
Proofreader 
Charles Brannon 

At last there's a way for your computer to help you check your 
typing. "The Automatic Proofreader" will make entering programs 
faster, easier, and more accurate. 

The strong point of computers is that they excel at tedious, 
exacting tasks. So why not get your computer to check your 
typing for you? 

"The Automatic Proofreader" will help you type in program 
listings without typing mistakes . It's a short error-checking 
program that hides itself in memory. When activated, it lets 
you know immediately after you type a line from a program 
listing if you have made a mistake. Please read these instruc­
tions carefully before typing any programs in this book. 

Preparing the Proofreader 
1. Using the listing below, type in the Proofreader. Be very 

careful when entering the DATA statements-don't type the 
letter I instead of the number 1, the letter 0 instead of the 
number 0, extra commas, and so forth. 

2. Save the Proofreader on tape or disk at least twice before 
running it for the first time. 

3. After the Proofreader is saved, type RUN. It will check itself 
for typing errors in the DATA statements and warn you if 
there's a mistake. Correct any errors and save the corrected 
version. Keep a copy in a safe place-you'll need it again 
and again, every time you enter a program from this book 
or from COMPUTE! magazine. 

4. When a correct version of the Proofreader is run, it activates 
itself. You are now ready to enter a program listing. If you 
press SYSTEM RESET, the Proofreader is disabled. To re­
activate it, just type PRINT USR(lS36) and press RETURN. 

Using the Proofreader 
All listings in this book have a checksum found immediately to 
the left of each line number. Don't enter the checksum when 
typing in a program. It is just for your information. 

When you type in a line from a program listing and press 
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RETURN, the Proofreader displays the checksum letters at the 
top of your screen. These checksum letters must match the 
checksum letters in the printed listing. If they don't match, it 
means you typed the line differently from the way it is listed. 
Recheck your typing immediately. You can correct any mis­
takes you find. 

The Proofreader is not picky with spaces. It will not no­
tice extra spaces or missing ones. This is for your convenience, 
since spacing is generally not important. But occasionally 
proper spacing is important, so be extra careful with spaces. 
The Proofreader will catch practically everything else that can 
go wrong. 

Due to the nature of a checksum, the Proofreader will not 
catch all errors. The Proofreader will not catch errors of trans­
position. In fact, you could type in a line in any order, and the 
Proofreader wouldn't notice . 

There's another thing to watch out for: If you enter a line 
by using abbreviations for commands, the checksum will not 
match up. But there is a way to make the Proofreader check it. 
After entering the line, LIST it. This eliminates the abbrevi­
ations. Then move the cursor up to the line and press RE­
TURN. It should now match the checksum. You can check 
whole groups of lines this way. The only abbreviation that 
cannot be handled this way is when a question mark (?) is 
used instead of PRINT; they are not the same to the 
Proofreader. 

The Automatic Proofreader 
1121121 GRAPHICS 121 
110 FOR 1=1536 TO 170121:READ A:POKE I,A:CK=C 

K+A:NEXT I 
12121 IF CK< > 1912172 THEN? "ERROR IN DATA STAT 

EMENTS. CHECK TVPING.":END 
130 A=USR(1536) 
140 ? :? "AUTOMATIC PROOFREADER NOW ACTIVAT 

ED. " 
150 END 
1536 DATA 11214,16121,121,185,26,3 
1542 DATA 21211,69,24121,7,2121121,2121121 
1548 DATA 192,34,208,243,96,21210 
1554 DATA 169,74,153,26, 3 ,21210 
156121 DATA 169,6,153,26,3,162 
1566 DATA 121,189,0,228,157,74 
1572 DATA 6,232,224,16,21218,245 
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1578 DATA 169,93,141,78,6,169 
1584 DATA 6,141,79,6,24,173 
159121 DATA 4,228,11215,1,141,95 
1596 DATA 6,173,5,228,11215,121 
161212 DATA 141,96,6,169,121,133 
161218 DATA 21213,96,247,238,125,241 
1614 DATA 93,6,244,241,115,241 
162121 DATA 124,241,76,21215,238,121 
1626 DATA 121,121,121 , 121,32,62 
1632 DATA 246,8,21211,155,24121,13 
1638 DATA 21211,32,24121,7,72,24 
1644 DATA 11211,21213,133,21213,11214,4121 
165121 DATA 96,72,152,72,138,72 
1656 DATA 160,121,169,128,145,88 
1662 DATA 2121121,192,4121,21218,249,165 
1668 DATA 203,74,74,74,74,24 
1674 DATA 11215,161,16121,3,145,88 
168121 DATA 165,21213,41,15,24,11215 
1686 DATA 161,21210,145,88,169,121 
1692 DATA 133,21213,104,17121,11214,168 
1698 DATA 11214,4121,96 
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" Atagraph" program 68-72 
"Atagraph String Maker" program 

67-68 
"Atari Bibliography" program 8-17 
"Automatic Proofreader, The" program 

226- 28 
autonumbered DATA statements 49-50 
" Beginner's Guide to Typing In Pro-

grams" 223-24 
" Block Line Deleter" program 53-54 
braces 223, 225 
byte 

high 56 
low 56 

"Catacombs of Your Mind, The" pro-
gram 190-207 

character set, redefined 148 
checksum 226-27 
"Climb" program 113-16 
COLOR command 65 
console keys 

ENTER 75 
OPTION 75 
SELECT 75 
START 75 

data dictionary 27 
data dictionary record 30 
"DATA Dumper" program 62 
" Data Management System" program 

26-40,41-42 
DATA statements 223 
"Deep" program 165-69 
defining a key 49-50 
disassembly 61 
OMS/DB variables 30 
"DMSDB" program 31-38 
"DMSSORT" program 39-40 
"Double Brickout" program 208-13 
drawing frame 65 
"Electronic Football" program 121-25 
"Front Attack" program 117-20 
"Granite Cracker" program 179-82 
"Graphics Plus Demo" program 95-96 
"Graphics Plus" program 85-95 
"Guardian" program 101-4 
" Heavenly Gates, The" program 

126-3 7 

"Heroes" program 170-78 
" Hopeful Journey" program 138-40 
" Hoppo" program 141-47 
indicators 

X= 73 
Y= 73 
C= 73 
LAST= 73 
M 73 

listing conventions 225 
LOCATE statement 149 
"Machine Language Sort" program 

10-11 
" Magic Directory, The" program 3-7 
" Mailing Label Utility" program 41-45 
memory 

allocation 126-27 
location 56, 127 
saving 8 

"Mt. Rock" program 105-12 
" Personal Net Worth Statement" pro-

gram 18-25 
" Pits of Pluto" program 183-87 
pointer 56 
print, single forms 41 -42 
quit option (Q) 85 
"Saguaro" program 214-19 
scroll 59 
" Scroll Protect" program 59-60 
SETCOLOR command 65 
"Snowflake" program 98 
"Spiral" program 98 
"Superplot" program 76-81 
"Teaching Concepts" program 157-62 
" Termite" program 148-53 
" Textplot" 84-85 
"Turtle Subroutine" program 98 
"Userkeys" program 50-51 
"Variable Changer" program 54-55 
"Variable Lister, BASIC" program 58 
"Variable Lister, Machine Language" 

program 58 
variable name table (VNT) 56-57 
vertical blank interrupt (VBI) 59 
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To order your Atari Collection, Vol, 2 Disk package, call our 
toll-free US order line: 1-800-334-0868 (in NC call 919-275-
9809) or send your prepaid order to: 

A tori Col/ection Vol, 2 Disk 
COMPUTE! Publications 
P,O, Box 5058 
Greensboro, NC 27403 

Send __ packages of the Atari Collection Vol, 2 Disk at 
$19,95 per package, Each disk package contains two disks, 

All orders must be prepaid (check, charge, or money order), NC 
residents add 4,5% sales tax, 

Subtotal $, ____ _ 

Shipping & Handling: $2,OO/package $, ____ _ 

NC residents add 4,5% sales tax $, ____ _ 

Total payment enclosed $, ____ _ 

All payments must be in U.S. funds. 

o Payment enclosed 
o Charge 0 Visa 0 MasterCard 0 American Express 

Acct, No. ______________ Exp, Date 
(Required) 

Name 

Address _____________________ __ 

City __________ _ State ___ __ Zip __ _ 

Please allow 4-5 weeks for delivery. 

45N0293 





COMPUTE! Books 
p,o, Box 5058 Greensboro, NC 27403 

Ask your retailer for these COMPUTE! Books, If he or she 
has sold out, order directly from COMPUTE!, 

For Fastest Service 
Call Our TOLL FREE US Order Line 

800-334-0868 
In NC call 919-275-9809 
Or write COMPUTE! Books, 

P,O, Box 5058, Greensboro, NC 27403 
Quantity Title 

COMPUTE!'s First Book of Atari (00-0) 
COMPUTE!'s Second Book of Atari (06-X) 
COMPUTE!'s Third Book of Atari (18-3) 
COMPUTE!'s First Book of Atari Graphics (08-6) 
COMPUTE!'s Second Book of Atari 

Price 

$12.95 
$12.95 
$12.95 
$12.95 

Graphics (28-0) $12.95 
COMPUTE!'s First Book of Atari Games (14-0) $12.95 
The Atari BASIC Source Book (15-9) $12.95 
Inside Atari DOS (02-7) $19.95 
COMPUTE!'s Atari Collection, Volume 1 (79-5) $12.95 
COMPUTE!'s Atari Collection, Volume 2 (029-7) $14.95 
Machine Language for Beginners (11-6) $14.95 
Second Book of Machine Language (53-1) $14.95 
Computing Together: A Parent and 
Teacher's Guide to Using Computers 
with Young Children (51-5) 
SpeedScript: The Word Processor 
for the Atari (003) 
Mapping The AtarL Revised (004) 

$12.95 

$ 9.95 
$16.95 

Add $2,00 per book shipping and handling, Outside US add 
$5,00 air mail or $2,00 surface mail. 

Total 

NC residents add 4.5% sales tax __ _ 

Shipping. handling __ _ 

Total payment __ _ 
All orders must be prepaid (money order, check, or charge), All 
payments must be in US funds , 
o Payment enclosed Please charge my: 0 Visa 0 MasterCard 
o American Express 

Acct. No, _______________ Exp. Date __ _ 
Name ______________________ _ 

Address _____________________ __ 

City ___________ _ State ____ Zip __ _ 
Country _____________________ __ 
• Allow 4-5 weeks for delivery, 
Prices and availability subject to change without notice. 45N0293 
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