




















































































































































































































































































































































































































3060 DATA YELLOW,ATLANTICAVENUE,260,22 
3070 DATA YELLOW,VENTNORAVENUE,260,22 
3080 DATA U,WATERWORKSPRICE $150,150,35 
3090 DATA YELLOW,MARVINGARDENS,280,24 
3100 DATA J,GO TOJAIL,0,0 
3110 DATA GREEN,PACIFICAVENUE,300,26 
3120 DATA GREEN,NORTHCAROLlNAAVENUE,300,26 
3130 DATA CC,COMMUNITYCHEST,0,0 
3140 DATA GREEN,PENNSYLVANIAAVENUE,320,28 
3150 DATA R,SHORTLINEPRICE $200,200,25 
3160 DATA C,CHANCE?,0,0 
3170 DATA BLUE,PARKPLACE,350,35 
3180 DATA L,LUXURYTAXPAY $75,75,0 
3190 DATA BLUE,BOARDWALK,400,50 
3200 DATA G,GGGGGGGGGGGGGGGOOOOOOOOOOOOOOOO,200,0 
3210 RN=INT(RND(0) *6)+1 :RETURN 
3220 GOSUB 1730:IF STRIG(T-1)=0THEN 3220:REM EXIT 
3230 POSITION 27,13 :? " HIT RESETBUTTON TOEXIT JOYSTK TOCONTINUE" 
3240 IF STRIG(T-1 )=0 THEN RUN " 01 :MENU" 
3250 IF STICK(T-1 )=15 THEN 3230 
3260 RETURN 
3270 RESTORE :FOR 1= 0 TO 23 :READ X$:NEXT I 
3280 READ X$,X$,A,B 
3290 X=X+1 :PL=VAL[P$(X,X)) :IF PL= 0 THEN READ X$,X$,A,B :GOTO 3290 
3300 IF PL=9 THEN GOSUB 1730: RETURN 
3310 POSITION 5,4 :? CHR$(ASC(TK$(PLJJ-128) ;X 
3320 READ Y$ :IF LEN[Y$J< 3 THEN GOTO 3370 
3330 FOR Z=1 TO 10:POSITION 5 ,Z+4:PRINT" ":NEXT Z 
3340 POSITION 4,7 :? "":POSITION 5,5:PRINT Y$ 
3350 READ X$:POSITION 5,8:PRINT X$ 
3360 READ A,B:POSITION 6,12 :PRINT "PRICE $" ;A:GOSUB 1600:GOTO 3290 
3370 FOR Z=1 TO 10:POSITION 4,Z+4 :PRINT ": :": NEXT 

Z:READ X$,A,B :POSITION 5,6:? X$; :GOSUB 1600:GOTO 3290 
3380 GOSUB 3220:GOSUB 1730: POSITION 28,13 : PRINT 

"PROPERTYOWNED" ;:X=0:GOTO 3270 
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Atari BASIC is just fast enough to make this game hair-raising and difficult. 
The screen will contain yellow squares that are capable of electrocuting your 
player or the robots. The outside frame is also electrically charged, but the 
robots are too smart to stumble into the frame; only you can do that! The 
robots are blue, and are attracted to you by electromotive force. If they get 
to you it's "game over." You win the game by hiding behind the yellow 
squares and luring the robots to their doom. You can even trick the robots 
into zapping each other by doubling back behind a yellow square. The title 
screen has a tricky feature. The PEEKs and POKEs in lines 1090 to 1110 
actually change the width of the scan lines on the text screen, and expand 
the text in a band in the top half of the screen. Press the <BREAK> key to 
stop the program while the title screen is on. Now, if you type LIST, you 
will see the program listing scroll by and print out in large type in this area 
of the screen. The routine in lines 1240 to 1280 inputs the difficulty factor. 
The variable A gets used later for the size of the steps the robots take. Lines 
1290 to 1360 set up a joystick lookup table. When the joystick is read in 
line 1770 the value for J will be translated into the directions to move by 
referring to the lookup table. The directions are in the form of +1,-1, and 
o's that are loaded from the DATA statements at the end of the program. 
Lines 1370 to 1430 draw the frame. Lines 1440 to 1510 set up the yellow 
squares. Lines 1530 to 1610 put the robots on the screen. If the random 
number routine tries to put the robot on an occupied square the routine 
rejects that location and runs another random location. Lines 1700 to 1740 
change the color of your player while it waits for your move. Lines 1760 to 
1890 read the joystick and move the player. Change 1840 to COLOR 1 and 
the player will not be "undrawn" in black. Lines 1900 to 2100 check to see if 
any robots are left and then moves the robots and detects hits. The locate 
commands in 2000 to 2030 detect collisions with robots, squares, or border. 
Lines 2120 to 2190 eliminate the robots that crash into the squares or each 
other. Finally, the program ends with the parting messages and sound routines. 
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1000 REM ***** ******************************* 
1010REM * 
1020 REM * 
1030 REM * 

ROBOT CHASE 
* 
* 
* 

1040 REM ************************************ 
1050 REM 
1060 DIM JX[10],JY[10],RX[4],RY[4].A$[20] 
1070 GRAPHICS 0 
1080 SETCOLOR 2,0,0 
1090 W=PEEK[741 ]+256* PEEK[742]+ 6 
1100 POKE W+4,7:REM CHANGE THE 
1110 POKE W+5,7: REM DISPLAY LIST 
1120 POKE 752,1 
1130 POSITION 7,4 
1140 PRINT "ROBOT -CHASE-" 
1150 PRINT 
1160 PRINT" Object is to get away from the" 
1170 PRINT" robots by moving so that squares" 
1180 PRINT" are between you and the robots." 
1190 PRINT" Do not touch the wall or squares" 
1200 PRINT 
1210 PRINT" For a new screen press the trigger." 
1220 PRINT 
1230 PRINT "DIFFICULTY LEVEL [1 =HARD,2=EASY),, : 
1240 INPUT A$ 
1250 IF A$="" THEN A$="2" 
1260 A=INT[VAL[A$JJ 
1270 IF A< 1 OR A> 2 THEN A=1 
1280A=1 / A 
1290 FOR 1=0 TO 10 
1300 READ V 
1310 JX[I]=V 
1320 NEXT I 
1330 FO R 1=0 TO 10 
1340 READ V 
1350 JY[I]=V 
1360 NEXT I 
1370 GRAPHICS 3 
1380 COLOR 2 
1390 PLOT 0,0 
1400 DRAWTO 39,0 
1410 DRAWTO 39,19 
1420 DRAWTO 0,19 
1430 DRAWTO 0,0 
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1440 FOR 1= 1 TO 10 
1450 X=INT[RNO(0) *40) 
1460 Y=INT[RNO(0) *20) 
1470 LOCATE X,Y,V 
1480 IF V< > 0 THEN 1450 
1490 COLOR 2 
1500 PLOT X,Y 
1510 NEXT I 
1520 FOR 1=1 TO 4 
1530 X=INT[RNO(0) *40) 
1540 Y=INT[RNO(0) *20) 
1550 LOCATE X,Y,V 
1560 IF V< > 0 THEN 1530 
1570 RX[I)= X 
1580 RY[I)=Y 
1590 COLOR 3 
1600 PLOT X,Y 
1610NEXTI 
1620 X=INT[RNO(0) *40) 
1630 Y=INT[RNO(0) *20) 
1640 LOCATE X,Y,V 
1650 IF V< > 0 THEN 1620 
1660 PX= X 
1670 PY=Y 
1680 COLOR 1 
1690 PLOT X,Y 
1700 F=0 
1710 FOR 1=0 TO 128 
1720 POKE 708,1 
17301F STICK(0)< > 15 THEN 1= 128:F=1 
1740 NEXT I 
17501F F=0THEN 1710 
1760 POKE 708,40 
1770 J=STICK(0)-5 
1780 SOUNO 0,10,4,8 
1790 IF STRIG(0)=0 THEN 2350 
1800 X=PX+JX[J) 
1810 Y=PY+JY[J) 
1820 LOCATE X,Y,V 
1830 IF V< > 0 THEN 2210 
1840 COLOR 0 
1850 PLOT PX,PY 
1860 COLOR 1 
1870 PLOT X,Y 
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1880 PX=X 
1890 PY=Y 

19001F (RX(1 )+RX(2)+RX(3)+RX(4))< 0 THEN PRINT" YOU WIN!!" :GOTO 2290 
1910 FOR 1=1 TO 4 
1920 COLOR 0 
19301F RX(I)< 0 THEN 2060 
1940 PLOT RX[I),RY(I) 
1950 X=RX[I)-PX:Y=RY(I)-PY 
1960 IF X< 0 THEN RX(I)=RX(I)+ A 
1970'IF X> 0 THEN RX(I)=RX(I)-A 
1980' IF Y< 0 THEN RY(I)= RY(I)+A 
1990' IF Y> 0 THEN RY(I)=RY[I)-A 
2000 LOCATE RX(I) ,RY[IJ,V 
2010 IF V=1 THEN 2080 
2020 IF V=2 THEN RX[I)= -1 :GOTO 2060 
2030 IF V=3 TH EN 2120 
2040 COLOR 3 
2050 PLOT RX(I) ,RY(I) 
2060 NEXT I 
2070 GOTO 1770 
2080' COLOR 1 
2090 PLOT PX,PY 
2100 PRINT "YOU HAVE BEEN CAUGHT BY A ROBOT!" 
2110 GOTO 2240 
2120 FOR S= 1 TO 4 
2130 IF RX(S)=-1 OR S=I THEN 2190 
2140 IF RX(S)< > RX(I) OR RY(S)< > RY(I) THEN 2190 
2150 COLOR 0 
2160 PLOT RX[S),RY[S) 
2170 RX(I)=-1 
2180 RX(S)=- 1 
2190 NEXT S 
2200 GOTO 2060 
2210 IF V=2 THEN PRINT "YOU HAVE BEEN ELECTROCUTED!!!" 
2220 IF V=3 THEN PRINT "YOU RAN RIGHT INTO A ROBOT!" 
2230 IF V=1 THEN 1840 
2240 PRINT" YOU LOSE." 
2250 FOR 1=0 TO 128 
2260 SOUND 0,1,8,8 
2270 POKE 708,1 
2280' NEXT I 
2290 POKE 708,40 
2300 SOUND 0,0,0,0 
2310' PRINT 
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2320 PRINT "HIT TRIGGER TO PLAY AGAIN! " 
2330 IF STRIG(0)< > 0 THEN 2330 
2340 GOTO 1370 
2350 PRINT "GIVE UP? OK HERE'S A NEW SCREEN." 
2360 GOTO 2290 
2370 DATA 1,1,1,0,-1 ,-1, - 1,0,0,0,0 
2380 DATA 1,-1,0,0,1,- 1,0,0,1 ,-1 ,0 
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Stranded is a two player board game. Each move consists of two parts: you 
move your piece to an unoccupied square, and then block off one square on 
the board so that neither player can move onto it. The object of the game is 
to prevent your opponent from moving. The first player who is unable to 
move is the loser. The game is written for two joysticks, but you can easily 
change play to the keyboard arrows by changing the paddle reading subroutine 
in 1240 to 1310. There is a keyboard arrow reading subroutine in Dragon's 
Lair. The program has good playing speed because the subroutines are at the 
beginning of the program. The routine at 1190 to 1230 draws the moving 
square. The square is drawn in the color set by C and then drawn over in 
black to make it flicker and move. The grid is set up in 1840 to 2050 and the 
beginning positions in 2060 to 2090. The play loop starts at 2110. The 
moves are made by swapping positions from Xl to X2 to X3 as described in 
Mubble Chase. The subroutine in 1600 sets a flag F and tests the adjacent 
squares to see if any are empty. If none of the squares are empty the program 
branches to 2550 to announce the loser. 
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1000 R EM ***** * ******* * ** ********** ********** 
1010REM * 
1020 REM * 
1030 REM * 

STRANDED 
* 
* 
* 

1040 REM **** ** ****** ************ ************ 
1050 REM 
1060 01 M A[8,8),A$[20),X[2),Y[2) 
1070 GOTO 1710:REM SKIP SU8ROUTINES 
1080 GRAPHICS 0 
1090 PRINT "}" 
1100 POSITION 11,3 
1110 PRINT "*** STRANDED ***" 
1120 POSITION 2 ,6 
1130 RETURN 
1140 POSITION 2 ,23 
1150 PRINT "PRESS 'RETURN' TO CONTINUE" ; 
1160 INPUT A$ 
1170 RETURN 
1180COLORC 
1190 FOR Y1=-1+Y*4 TO 1+Y*4 
1200 PLOT 14+X*5,Y1 
1210 DRAWTO 17+X*5,Y1 
1220 NEXT Y1 
1230 RETURN 
1240 X1=0 
1250Y1=0 
1260 POKE 77,0 
12701F A=11 OR A=10 OR A=9 THEN X1=-1 
1280 IF A=7 OR A=6 OR A=5 THEN X1 =1 
1290 IF A=14 OR A= 10 OR A=6 THEN Y1 =- 1 
13001F A=13 OR A=9 OR A=5 THEN Y1 = 1 
1310 RETURN 
1320 X2=X[L)+X1 
1330 Y2=Y[L)+Y1 
1340 IF X2 < 1 OR Y2 < 1 THEN RETURN 
1350 IF X2> 8 OR Y2> 8 THEN RETURN 
1360 IF ABS[X2 - X3»1 THEN RETURN 
1370 IF ABS(Y2-Y3»1 THEN RETURN 
1380 IF A[X2,Y2»0 THEN RETURN 
1390 A(X,Y)=0 
1400 X=X2 :X(L)=X 
1410 Y=Y2:Y(L)=Y 
1420 A[X,Y)=L 
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1430 RETURN 
14401F X=X3 AND Y=Y3 THEN RETURN 
1450 T=2 
1460 RETURN 
1470IFA(X.YJ> 0THEN RETURN 
1480 A(X.YJ=3 
1490 T=2 
1500 RETURN 
1510X2=X 
1520 Y2= Y 
1530 X2=X2+X1 
1540 Y2= Y2+Y1 
1550 IF X2 < 1 OR X2> 8 THEN RETURN 
1560 IF Y2 < 1 OR Y2> 8 THEN RETURN 
1570 IF A(X2.Y2J> 0 THEN 1530 
1580 X=X2:Y=Y2 
1590 RETURN 
1600 F=1 
1610 X2=-1 :IF X=1 THEN X2=0 
1620 X3= 1 :IF X=8 THEN X3= 0 
1630 Y2= -1 :IF Y=1 THEN Y2=0 
1640 Y3= 1 :IF Y=8 THEN Y3=0 
1650 FOR X1=X+X2 TO X+X3 
1660 FOR Y1 =Y+Y2 TO Y+Y3 
1670 IF A(X1.Y1 J=0 THEN F=0 
1680 NEXT Y1 
1690 NEXT X1 
1700 RETURN 
1710 GOSUB 1080 
1720 PRINT" THIS IS A GAME FOR TWO PLAYERS," 
1730 PRINT "BOTH OF YOU WILL BE PLACED ON AN 8 *8 " 
1740 PRINT "MATRIX. A PLAYER MAY MOVE IN ANY OF" 
1750 PRINT "EIGHT DIRECTIONS (PROVIDING THAT THE" 
1760 PRINT "DESTINATION IS EMPTYJ BY USING THE" 
1770 PRINT "JOYSTICK," 
1780 PRINT 
1790 PRINT" AFTER YOU MOVE. I WILL ASK YOU TO" 
1800 PRINT "CHOOSE ON A SECOND SQUARE IN THE" 
1810 PRINT "MATRIX. THAT SQUARE WILL THEN BECOME" 
1820 PRINT " UNAVAILABLE TO MOVE INTO," 
1830 GOSUB 1140 
1840 GRAPHICS 5 
1850 FOR X=1 TO 8 
1860 FOR Y=1 TO 8 
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1870 A[X.Y)=0 
1880 NEXT Y 
1890 NEXT X 
1900 A[1.4)=1 
1910 A[8.5)=2 
1920 COLOR 3 
1930 PLOT 18.2 
1940 DRAWTO 58.2 
1950 DRAWTO 58.34 
1960 DRAWTO 18.34 
1970 DRAWTO 18.2 
1980 FOR Y=6 TO 30 STEP 4 
1990 PLOT 18.Y 
2000 DRAWTO 58.Y 
2010 NEXT Y 
2020 FOR X=23 TO 53 STEP 5 
2030 PLOT X,2 
2040 DRAWTO X.34 
2050 NEXT X 
2060 X[1 )=1 :Y[1 )=4 
2070 X[2)=8:Y[2)=5 
2080 C=1 :X=1 :Y=4:GOSU8 1180 
2090 C=2:X=8:Y=5:GOSU8 1180 
2100 REM 
2110 REM MAIN LOOP FOR PLAY OF GAME 
2120 REM 
2130 FOR L=1 TO 2 
2140 C=L 
2150 X=X[L) 
2160 Y=Y[L) 
2170 GOSUB 1600 
2180 IF F=1 THEN 2550 
2190 X3=X 
2200 Y3=Y 
2210 PRINT "} PLAYER # "; L;" IT IS YOUR MOVE" 
2220 T=1 
2230 C=0 
2240 GOSUB 1180 
2250 A=STICK(L-1) 
2260 IF A< > 15 THEN GOSUB 1240:GOSUB 1320 
2270 C=L 
2280 GOSUB 1180 
2290 A=STRIG(L-1) 
2300 IF A=0 THEN GOSUB 1440 
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2310T=T+1 
2320 ON T GOTO 2230,2220,2325 
2325 IF STRIG[A-1 )=0 THEN 2325 
2330 PRINT "}PLAYER "; L;" PICK A SQUARE TO BLOCK" 
2340 FOR X1 =1 TO 8 
2350 FOR Y1 =1 TO 8 
23601F A[X1,Y1 »0 THEN 2400 
2370 X=X1 
2380 Y=Y1 
2390 X1 =8:Y1 =X1 
2400 NEXT Y1 
2410NEXTX1 
2420 T=1 
2430 C=0 
2440 GOSUB 1180 
2450 A=STICK[L-1) 
2460 IF A< >15 THEN GOSUB 1240:GOSUB 1510 
2470 C=3 
2480 GOSUB 1180 
2490 A=STRIG[L-1) 
2500 IF A=0 THEN GOSUB 1470 
2510T=T+1 
2520 ON T GOTO 2430,2420,2530 
2530 NEXT L 
2540 GOTO 2130 
2550 PRINT"}THE GAME IS OVER PLAYER ";L;" LOST" 
2560 PRINT 
2570 PRINT "WOULD YOU LIKE TO PLAY AGAIN YI N"; 
2580 I N PUT A$ 
2590 IF A$="Y" THEN 1560 
2600 END 
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Here is a game of PONG in reverse! All you have to do is avoid the little 
projectiles instead of hitting them. Sound easy? Well bunches of these critters 
keep pouring out on the screen and bouncing off every surface. The action 
isn't fast, but the strategy is, because moving the paddle is like moving a 
barge. You have to plan ahead and figure out the paths of several projectiles 
at once. Each projectile needs 4 places to store coordinates: 

NX = new X position, 
NY = new Y position, 
LX = last X postion, 
LY = last Y position. 

In lines 1740 to 1770 the Ls and Ns are swapped until the screen edge is 
reached, and the projectile bounces back. Lines 1780 and 1790 draw the 
projectile in black, erasing it before redrawing it in blue in lines 1800 to 
1810. Try changing 1780 to color 1 to see the trail of the projectiles. Lines 
1860 to 1920 use the LOCATE function to see if the projectile color (3) blue 
has been drawn over the paddle. If you change 1860 to RETURN, the paddle 
will not be detected. The screen will completely fill with projectiles. 
Changing lines around and disconnecting parts of the program is the easiest 
way to see what line performs what function. Save the correct version to tape or 
disk before tinkering with the nuts and bolts of the program. 
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1000 REM ** ** *** ************************** ** * 
1010REM* 
1020 REM * 
1030 REM * 

POINT ATTACK 
* 
* 
* 

1040 REM ** *** ***** ** ***************** ******* 
1050 REM 
1060 DIM A$(20),B(3,500) 
1070 REM 
1080 GOTO 1200:REM SKIP SUBROUTINES 
1090 REM 
1100 GRAPHICS 0 
1110PRINT"}" 
1120 POSITION 9,3 
1130 PRINT "* ** POINT ATTACK ***" 
1140 POSITION 2,7 
1150 RETURN 
1160 POSITION 2,23 
1170 PRINT "PRESS 'RETURN' TO CONTINUE"; 
1180 INPUT A$ 
1190 RETURN 
1200 GOSUB 1100 
1210 PRINT " THIS IS A SIMPLE GAME WHERE YOU" 
1220 PRINT "DODGE THE MOVING BLOCKS. YOU GET" 
1230 PRINT "POINTS FOR THE NUMBER OF OBJECTS ON" 
1240 PRINT "ON THE SCREEN. YOU CAN ONLY MOVE" 
1250 PRINT "UP AND DOWN ON THE SCREEN, SO GOOD" 
1260 PRINT "LUCK' " 
1270 GOSUB 1160 
1280 GRAPHICS 3 
1290 COLOR 1 
1300 PLOT 0,0 
1310 DRAWTO 39,0 
1320 DRAWTO 39.19 
1330 DRAWTO 0.19 
1340 DRAWTO 0.0 
1350 PRINT "}PRESS FIRE BUTTON TO BEGIN" 
1360 X=18 
1370 Y=9 
1380 N=1 
1390 B(0.N)=1 :REM STARTING X 
1400 B(1.N)=INT(RND(0)*19)+1 :REM STARTING Y 
1410 B(2.N)=1 :REM STARTING X DIRECTION 
1420 B[3.N)=2-INT[RND[0) * 19)+1 :REM STARTING Y DIRECTION 
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1430 REM 
1440 COLOR 2 
1450 PLOT X,Y-1 
1460 DRAWTO X,Y+1 
1470 GOSUB 1B60 
1480 IF N=15 THEN 1550 
1485 IF INT(RND(0)*100)< 90 THEN 1550 
1490 N=N+1 
1500 B(0,N)=1 
1510 B(1 ,N)=INT(RND(0)*19)+1 
1520 B(2,N)=1 
1530 B(3,N)=2-INT(RND(0)*19)+1 
1540 PRINT "jTHERE ARE ";N;" POINTS" 
1550 A=STICK(0) 
1560 IF A=15 THEN 1690 
1570 Y1=Y 
1580 IF A=10 OR A=14 OR A=6 THEN Y1 =Y1-1 
15901FA=9 OR A=13 OR A=5 THEN Y1=Y1+1 
16001F Y1 < 2 THEN Y1=2 
16101F Y1 > 17 THEN Y1=17 
1620 COLOR 0 
1630 PLOT X,Y-1 
1640 DRAWTO X,Y+1 
1650 Y=Y1 
1660 COLOR 2 
1670 PLOT X,Y-1 
1680 DRAWTO X,Y+1 
1690 FOR LX=1 TO N 
17000X=B(0,LX) 
1710 OY=B(1 ,LX) 
1720 NX=OX+B(2,LX) 
1730 NY=OY+B(3,LX) 
1740 IF NX< 1 THEN NX=1 :B(2,LX)=1 
1750 IF NX> 38 THEN NX=38:B(2,LX)=-1 
1760 IF NY< 1 THEN NY=1 :B(3,LX)=1 
1770 IF NY>18 THEN NY=18:B(3,LX)=-1 
1780 COLOR 0 
1790 PLOT OX,OY 
1800 COLOR 3 
1810 PLOT NX,NY 
1820 B(0,LX)= NX 
1830 B(1 ,LX)=NY 
1840 NEXT LX 
1850 GOTO 1470 
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1860 LOCATE X,Y-1 ,K 
1870 IF K=3 THEN 1930 
1880 LOCATE X,Y,K 
1890 IF K=3 THEN 1930 
1900 LOCATE X,Y+1 ,K 
1910 IF K=3 THEN 1930 
1920 RETURN 
1930 PRINT "}THE GAME IS OVER" 
1940 PRINT 
1950 PRINT "THERE WERE ";N;" POINTS" 
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