








































































































































































































The Devil's Dungeon 91 

fighting it, speed is important. If a monster hits you on your way out of 
the room, you will lose 20% of the monster's s trength. The monster cannot 
hit you if you use a dropoff or the Magic Wand in its room. 

Demons and Poisonous Gas 

About 25% of the rooms on each level have demons and about 25% of the 
rooms have poisonous gas Neither of these hazards can be eliminated, but 
yo u can escape from them. The demons and gas are always in these rooms and 
they should be avoided when possible. If you enter a room with demons or 
gas, there i s a 40% chan ce t hat you will be cursed or gassed. If you are 
cursed , you will lose one-half of your strength. You can always escape 
being cursed or gassed by moving to a lower level. 

Go ld 

The max imum amo unt of gold that could be in a room is stated when you 
enter the room. This quantity i s directly related to the room number and 
depth. The amount of gold you actually find is given when yo u leave the 
room. Thi s amount is a percentage of t he maximum, randomly determined. 
You cannot take go ld from a room unl ess you move to another room on the 
same level . Once you leave a room carrying gold, the gold is yours for 
the rest of the journey. Sometimes demons in the room with the gold will 
stea l it as you l eave. But whether you l eave the room with the gold or 
demons stea l it, when you return to that room, there will no longer be any 
gold there. You ca n take gold from a room only one time. If a mon ster is 
present in a room containing go ld, you mu st kill the mon ster before you 
can take the gold. If you leave the room without killing the monster, the 
gold and the monster will remain in the room and be there when you return. 

Summary 

In Room #1 

In any room 
except #1 

In any room 

to trade experience 
for stre ngth and speed 

to end adventure 

to move to adjacent 
room on the same l evel 

to fight monster 

to use a dropoff 

to use Magic Wand 

to li st rooms visited 

Enter 

o 
99 

adjacent 
room # 

o 

any negative 
number 

99 

88 
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Sample Run 

GOLD 0 EXP 0 DEPTH 1 
YOUR SP EED 100 STRE NGTH 100 

SLIDE TO 2 
MOVE FROM 1 TO 77 7 

GOLD 0 EXP 
YOUR SP EED 99 

SLIDE TO 2 
MOVE FROM 7 TO 

DEPTH 1 
STRENGTH 99 

2 6? 6 

GOLD 0 EXP 2 DEPTH 1 
YOUR SPEED 98 STRE NGTH 98 

MON STER' S SPEED 6 STRENGTH 7 
DROPOFF 
MOVE FROM 6 TO 7 14 ? 14 

ESCAPED 
GOLD 0 EXP 3 DEPTH 1 
YO UR SPE ED 97 STREN GTH 97 

MAXIMUM GOLD 57 
MOVE 14 TO 67 6 

GOLD 25 EXP 31 DEPTH 1 
YOUR SP EED 94 STRE NGTH 5 

MONSTER' S SP EED 8 STREN GTH 5 
DEMONS 
MAXIMUM GOLD 9 
MOVE FROM 2 TO 5 7? 0 

YOU ATTAC K 
MONSTER DEAD! 
GOLD 25 EXP 41 DEPTH 1 
YOUR SPEED 93 STRENGTH 91 

DEMONS 
MAXIMUM GOLD 9 
MOVE FROM 2 TO 5 77 5 

YOU FOUND 6 PIECES OF GOLD 
GO LD 31 EXP 48 DEPTH 1 
YOUR SPE ED 92 STRENGTH 90 

MAXI MUM GO LD 21 
MOVE FROM 5 TO 2 3 II ? 11 

GOLD 46 EXP 70 DEPTH 1 
YO UR SPE ED 84 STRENGTH 82 

SLIDE TO 2 
MOVE FROM 1 TO 77 0 

EXP 70 SPEE D 84 ST RENGTH 82 
ADD SP EED? 34 
EXP LEFT 36 
ADD STRENGTH? 36 
GOLD 46 EXP 0 DEPTH 1 
YOUR SPEED 118 STRENGTH 118 

SLIDE TO 2 
MOVE FROM 1 TO 77 7 

MAP OF DEPTH 1 
DRAWN BY PLAYER 



GOLD 46 EXP 2 DEPTH 1 
YOUR SPEED 116 STRENGTH 116 
MONSTER'S SPEED 6 STR ENG TH 7 

DROPOFF 
MOVE FROM 6 TO 7 147 -1 

GOLD 46 EXP 2 DEPTH 2 
YOUR SPEED 114 STRENGTH 114 
MONSTER'S SPEED 14 STRENGTH 24 

SLIDE TO 9 
MOVE FROM 6 TO 2 4 127 4 

---------------------

GOLD 179 EXP 2 DEPTH 2 
YOUR SPEED 138 STRENGTH 137 
MONSTER'S SPEED 30 STRENGTH 30 

SLIDE TO 4 
DROPOFF 
MOVE FROM 11 TO 17 -1 

GOLD 179 EXP 2 DEPTH 3 
YOUR SPEED 135 STRENGTH 134 

POISONOUS GAS 
SLI DE TO 6 
MOVE FROM 11 TO 4 7 137 7 

GASSED 
GOLD 179 EXP 5 DEPTH 3 
YOUR SPEED 132 STRENGTH 64 
MONSTER'S SPEED 42 STRENGTH 27 

MOVE FROM 7 TO 2 6 11 137 0 
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MAP OF DEPTH 2 
DRA\~N BY PLAYER 
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20 

40 

150 

190 

SET L,G,E 
D,YS,YD 

SET ROOMS 

PENALTY 

OUTP UT 
STATUS 

N 

LI ST 
ADJACENT 

ROOMS 



550 

560 

600 

610 

M<D 
? 

M>16 

N 

N 

M=O 
? 

N 

Y 

580 

Y 

DROPOFF 
? 

ROOM 
? 

N 

WAND 
WORKS 

N 

LOSE 
YS,Y D 

ROOM 1 
? 

N 

590 
Y 

620 

Y 
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IN CR EMENT 
D 

SET 
ROOM 

TRADE 
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900 
700 SPE ED 

GREATER ESCAPE 
? 

N 910 N 

720 
YH,MH MONSTER 

HITS 

780 
750 

YOU 
ATTACK 

760 
MONSTER ADD 
ATTACKS EXPERIENCE 

810 

940 
920 

DEMON Y GET Y 
? IT 

? 
N N 

LOSE 
970 GOLD 

MOVE 
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THE DEVIL'S DUNGEON PROGRAM 

Variables 

R(16) 0 - 524287 
L(65) 1 - 16 
F(16) 0 or 1 
X(19) 0 or 1 
8(16) 0 or 1 
L 1 - 16 
Gl 

G 

E 

D 1 - co 
YS 
YD 
YH 
MS 

MD 
MH 
I,J 
F 0 or 1 
N,Q,R 
S 
M 
T 
S(1),X(12) 
X(2) 
S(3) ,X(4) ,X(5) 
X(6) ,X(7) ,X(8) 
X(9) ,X(l1) 
x(10) 
S(14) 
X(l5) - X(l8) 
X(l9 ) 
X 

Listing 

5 REM SET ROOMS 

Spec ifies contents of room 
Lists adjacent rooms 
Set flags for adjacent rooms 
Flags for room contents (see below) 
Flags rooms already visited 
Your locatio n 
Amount of gold in room -- depends on depth, 
size of room, and random factor 
Total amount of gold that you have 
accumulated 
Tota l experience points -- gained by moving, 
fighting, running, collecting gold -- can be 
traded for strength and speed 
Depth 
Your strength -- you die if it drops to 0 
Your speed -- you die if it drops to 0 
Your hit when fighting 
Monster's strength -- depends upon depth, 
size of room, and random factor 
Monster's speed 
Monster's hit when fighting 
Indices 
Flag for monster present 
Temporary variabl es 
Slide 
Move to 
Treasure 
Demon 
Monster 
Monster ' s strength 
Monster's speed 
Poisonous gas 
Treasure 
Slide 
S 1 i de to room 
Dropoff 
Number of rooms 

10 DIM R(16) ,L(65) ,F(16) ,X(19) ,8(16) 
20 L=I: G=0: E=0: X= 16 
30 0=1: YS=101: YD=101 
40 FOR 1=0 TO 65: L(I)=0 :NEXT 
50 FOR 1=1 TO X: N=INT(3*RND(1)+I) 
60 IF 1=1 THEN N=3 
70 FOR J=1 TO N 
80 R=INT(64*RND(1)+I) 
90 IF L(Rf:>0 THEN 80 

100 L(R)=I 
110 NEXT J 
120 R(I)=INT(524287*RND(1)) :8(1)=0 
130 NEXT I:8(L)=1 
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140 R(1)=24576:FOR 1=1 TO 19:X(I)=~:NEXT 

145 REM HAZARDS 
150 IF RND(l}"'.~l THEN PRINT "TREMOR":FOR 1=1 TO 2~:L(I)= 

INT( X*RND(l)+ l):N EXT 
160 IF RND(l)< .~1 THEN PRINT "TREMOR" :FOR 1=1 TO 2~:L(I )=~:NEXT 
170 IF X(l)*X(l2)=1 AND RND(1)<.4 THEN PRINT "CURSED BY DEMON!": 

YD=INT( .5*YD) 
180 IF X(9)*X( 1l)=1 AND RND(l)<.4 THEN PRINT "GASSED!":YS= 

INT( .5*YS) 

185 REM DECREMENT AND TEST 
190 YD=YD-D 
200 YS=YS-D 
210 I F YS<=~ OR YD<=~ THEN PRINT "YO U' RE DEAD": END 

215 REM OUTPUT STATUS 
220 PRINT "GOLD"; G;" "; 
230 PRINT "EXP."; E; "DEPTH"; D 
240 PRINT "SPEED: ";YD; "STRENGTH: 

245 REM ADJACENT ROOMS 
250 FOR 1=1 TO X: F(I)=~:NE XT 
260 FOR 1=1 TO 64 
270 IF L<>L (I) THEN30~ 

";YS:GOSUB 25~:GOT031~ 

280 IF L(I+l)<>0 AND L(I+l )<>L THEN F(L(I+l))=l 
290 IF L(I-l)<>~ AND L(I-l)<>L THEN F(L(I-l))=l 
300 NEXT:RETURN 

305 REM CONVERT 
310 N=R(L) 
320 FOR 1=1 TO 19:Q=INT(N/2) :X(I)=2*(N/2-Q) :N=Q:NEXT 

325 REM MONSTERS, DEMONS, GAS 
330 IF X(2)=~ THEN MS=~:GOT038~ 
340 IF F=l THEN 37~ 
350 MS=D*(X(3)+2*X(4)+4*X(5)+L) 
360 MD=D*(X(6)+2*X(7)+4*X(8)+L) 
370 PRINT "MON STER' S SPEED :";MD ;"STRENGTH:";MS 
380 IF X(l)*X(l2)=1 THEN PRINT "DEMONS" 
390 IF X(9)*X(1l)=1 THEN PRINT "POISONOUS GAS" 

395 REM TREASURE 
400 IF X (l~)<>l THEN T=~:GOT043~ 
410 T=X(11)+2* X( 12)+4*X(13)+1 
420 PRINT"MAXIMUM GOLD:";T*L*D+l 

425 REM SLIDES AND DROPOFFS 
430 S=X(15)+2*X(16)+4*X(17)+8*X( 18)+1 
440 IF S>X THEN S=1 
450 IF S=~ THEN S=1 
460 IF X (14)=~ OR S=L TH EN48~ 
470 PRINT "SLIDE TO:"; S 
480 IF X(19)*X(13)=1 THEN PRINT"OROPOFF" 

485 REM INPUT MOVE 
490 PRINT"MOVE FROM";L;"TO"; 
500 FOR 1=1 TO X 
510 IF F(I)=l AND I<>L THEN PRINT I ; 
520 NEXT I 
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530 INPUT M:IF M=88 THEN 1 ~~~ 
540 IF M<~ AND X( 19) *X( 13)=1 THEN D=D+1:F=~:GOT04~ 
550 IF M4J THEN PRINT"NO DROPOFF" :GOTO 15~ 
560 IF M>X AN D L=l TH EN PRINT"YOU FOUND";G;"PIECE S OF GOLD.":END 
570 I F ~1<X THEN6~~ 

575 REM MAGIC WAND 
580 IF RND(l)<.4 THENPRINT"BACKFIRE" :YS= INT( .5*YS) :YD=INT( .5*YD): 

GOT015~ 
590 PRI NT"WAND WOR KS ": R( L) =26624~: GOT022~ 

595 REM MOVE TRA DE 
600 IF MS>~ THEN7~0 
610 IF t1<>~ OR L<>l THEN92~ 
620 PRI NT" EXPERI ENCE"; E; "SP EED"; YO; "STRENGTH"; YS: INPUT"ADD SPEED"; N 
630 IF E - N<~ THE N PRINT"NEED MORE EXP ERIENCE" :GOT062~ 
640 E=E-N: YD=YD+N: PRI NT" EXPERI ENCE LEFT" ; E 
650 INPUT"ADD STRENGTH ";N 
660 IF E-N<~ THEN PRINT"NEED MORE EXPERIENCE":GOT065~ 
670 E=E-N:YS=YS+N 
680 GOT022~ 

695 REM FIGHT 
700 F=l 
710 IF M"*' THEN90~ 
720 YH=INT(RND(l)*Y S) :MH=INT(RND(l)*MS) 
730 I F YH>MS THEN Y' -- ~ S 

740 IF MH>YS THEN MH= YS 
750 IF RND(l)*YD>RND(l)*MD THEN 78~ 
760 PRINT"MONSTER ATTACKS":YS=YS-MH:MS=MS-INT(.5*YH) 
770 GOT080~ 
780 PRINT"YOU ATTACK":MS=MS- YH: YS=YS -I NT(.5 *MH) 
800 E=E+2*YH 
810 IF MS<=~ THEN PRINT"MONSTER DEAD!":R(L)=R(L)-2:GOT015~ 
815 PRINT 
820 PRINT"MONSTE R STILL ALIVE" :GOT0150 

895 REM RUN 
900 IF RND(l)*YD>RND(l)*MD THEN PRINT"ESCAP ED" :GOT097~ 
910 PRINT"MONSTER HIT YOU" :YS=YS -INT ( .2*MS) :GOT097 ~ 

915 REM TREASURE 
920 IF T=~ THEN97~ 
930 G1=INT(RND(1)*T*L*D)+1 
940 IF X(l)*X(l2) =1 AND RND(1)< .4 THEN PRINT"DEMON GOT GOLD!":G1=0 
950 PRINT"YOU FOUND" ;G 1; "PIECES OF GOLD." : G=G+G1: R(L)= R(L )- 512 
960 E=E+G1 

965 REM MOVE 
970 IF F(M)=l OR M= S THEN L=M:F=~:E=E+D : B(L)=1 : GOT0150 
980 PRIN T"NOT ADJACENT" :GOT015~ 

995 REM PRINT ROOMS 
1000 L1=L:FOR K=l TO X 
1010 IF B(K)<>l THEN1~70 
1020 PRINT K; "--"; 
1030 L=K:GOSUB25~ 
1040 FOR J=l TO X 
1050 I F F(J)=l AND J<>K THEN PRINT J; 
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1060 NEXT J:PRINT 
1070 NEXT K 
1080 L=L1:GOT022~ 

Mi nor 

1. 

2. 
3. 

4. 

5. 

6. 

7. 

8. 

9. 
10. 

11. 

12. 

13. 

14. 

15. 

Major 

1. 

2. 

3. 

4. 
5. 
6. 

7. 
8. 

THE DEVIL'S DUNGEON MODIFICATIONS 

To change initial amount of gold or initial amount of experience, 
change the appropriate variable in line 20. 
To begin at a lowe r level, increase D in line 30. 
To begi n ~Ii th a di fferent amount of strength or speed, change YS 
and/or YD in line 30. 
To increase the probability of a tremor, increase .01 in line 
150 and/or line 160 . 
To increase the probability of being cursed by a demon/gassed, 
increase the .4 in line 170. 
To increase the effect of being cursed/gassed, decrease the .5 
in line 170/180. 
To double the monster's strength/speed, insert a statement, 
MS=2*MS/MD=2*MD at line 355/365. 
To increase the probability of demons/gas in a room from 25% to 
50%, remove the X(12)/X(11) from lines 170/180 and 380/390. 
To double the treasure, insert the statement, T= 2*T in line 415. 
To increase the probability of a dropoff in a room from 25% to 
50%, remove the X(13) from lines 480 and 540. 
To increase the probability of the wand backfiring, increase the 
.4 in line 580. 
To increase the effect of the wand backfiring, decrease the .5 
in line 580. 
To increase the amount the monster lose s/you lose when attacking, 
increase the .5 in line 760/780. 
To increase the amount of experience you gain while fighting, 
increase the 2 in line 800. 
To increase the amount you lo se when getting hit while running 
from the monster, increase the .2 in line 910. 

Weapons and equipment must be bought with gold before starting 
on the journey. 
There could be different sized monsters, determined by the 
expression, X(3)+2*X(4)+4*X(5) in line 350. Each monster could 
be named, ie, Glub, Knaw, Slurp, Hairy, . . .. 
The treasures could be in various sized containers, determined 
by the expression, X( 11)+2*X(12)+4*X( 13) in line 410. 
The number of rooms at each level could be determined randomly. 
Some rooms could be light and others dark. 
Some monsters or demons could appear at random rather than be 
assigned to specific rooms. 
A mean magician could relocate you in another room. 
You could accidentally fall into a pit that drops you to a 
lower level. 
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Art Auction Program (page 20) 

S REM SET PRICES AND RAllGES 
10 DIM P(S ). S(5 ).F(5).Y$(3) 
20 FOO 1=1 TO 5 
3e P( I )= Hle+ I NT ( 900:tRflO( 1 ) ) 
40S< I )=INT<P< I )tRNO( 1» 
50 IF P( I )<500 THEN S( I )=INT< P( I ):*0. 7*RN 
0(1 » 
60 F( I )=13 
70 I£XT I 
95 REM BI.N PA HlTINGS 
100 FOO 1=1 TO S 
11 13 GOSUB 500 
120 PRINT 'PR INT "BUY PAHlTING .;!, PRINT 

,PRINT 
13e PRINT "PRICES "; INT( P( I)-e . 5:tS( 1) ; 
• .; INT( P<I )+0 . S:tS<I » 
140 PRIHT 'PRINT "'{0lR BID" ; ' HlF'UT '11£ 
150 PRINT "QPPONEIITS BID "; CB ; " . " 
160 IF YB)CB THEN 162 
161 GOTO 1713 
162 PRINT "YOU BOUGHT IT ", F( I )=YB' GOTO 
lBe 
1713 PRHIT ·YOO WERE OUT BID . " 
lBe ~£XT I 
195 REM SELL PAHlTIt-¥.;S 
200 FOR 1=1 TO 5 
2113 IF F( 1)=3 THEN 3113 
220 FOR K=1 TO INT( SlRI.JY. 1 :,) 
23e GOSU3 500 ' CB=CB+ INT( 100tRIID( 1) 
249 PRINT "SELL PAHITING "; I 
25e PRINT "YOO BOUGHT IT FOR "; F( !) PIWl 
T .~ OFFER IS • ;P( D+50 
260PRI~1T "OFFE~: ";K;" IS ";C8;" " 
270 PRINT "ACCEPT"; ' ItRlT '1'$ 
280 IF Y$( 1.1 )="Y" TI£N 300 
2ge ~XT K 
300 P=P+CB-F( I ) 
3Hl ~XT I 
329 PRINT 'PRHlT ")'O~ PROFIT IS ";P;"." 

33e PRINT "PLAY AGAIN"; ' INPUT ','$ 
349 IF YCl1. 1 )="'1" n£N RIJ'l 
3S0 EHO 
.95 REM ~~ DI STRIBUTION ROUTII£ 
see D=0 
S19 N=INT( 6SS36:1:R~(1 » 
520 FOR J=1 TO 16 
S3e ,Q=INTnV2 ) 
540 t=D+2*( W2-Q) 
sse N=Q 
S60 t-EXT J 
m CB=P( I )+S( I ):t( 0-8 )/13 
599' CB~CB+20:~'RND( 1 ) 
590 CB=INT( CB ) 
6OO~1l 

Monster Chase Program (page 24) 

S REM SET COO IT I OtlS 
6 DIM M$( 1). )'$( 3) 
10 X=1 ' )'=1 
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20 R=S'C=S 
:30 F~ T=1 TO HI 
:-lS REM DISPlAY GRID 
40 F~ 1=1 TO 5 
!i0 F~ J=1 TO 5 
6e PRINT" .; 
70 I F I =X AI-() J=Y TI£N 72 
71 GaTO ae 
i'2 PRINT "M";, GOTO 100 
B0 IF I=R ~D J=C THEN 82 
01 GaTO 90 
B2 PRINT "Y" ; ' GOTO 100 
90 PRINT" ."; 
100 !E>(T .J 
110 PRINT 
120 !E>(T I 
219 1 ,? ,1 "MOUE NUMBER ";T 
~~ PRINT "DIRECTION (t£SWO)"; ' HlPUT H$ 
249 IF H$="N" THEN R=R-l 
~!50 IF H$="E" THEN C=C+l 
269 IF I1$="S· THEN R=R+l 
279 IF !1$="W" THEN C=C-l 
28e IF 'RtC=13 OR R>5 OR 05 THEN 282 
281 GOTO 2ge 
282 PRINT "M OF BOlt{)S . '" GOTO 520 
299 IF R=~=C TI£N 292 
291 GOTO 300 
l~ PRINT "EATEN" ' GOTO ~"e 
2:00 IF X=R AI-() Y<C TI£H 0=1 
310 IF X)RAt-m<C THEN 0=2 
320 IF X>R ~D Y=C TI£H 0=3 
339 IF X>R AI-() Y)C Tl£N 0=4 
340 IF X=R AI-() Y)C TI£H £F.-5 
3S0 IF X<R AI-() Y>C Tf£N 0=6 
360 IF X<R AI-() Y=C Tf£tl 0=7 
370 IF X<R ~() Y<C Tf£tl 0=8 
380 D=D+ I NT (3tRh1J( 1>-1) 
390 IF 0=13 TI£N 0=8 
400 IF 0=9 Tl£N 0=1 
410 IF 0)1 At{) 0<5 THEN >~=>H 
420 IF D)S TI-£N X=X+l 
430 IF 0)3 Al-D 0<7 Tf£N Y=Y-l 
440 IF 0<3 OR 0=8 THEN '1'='1'+1 
450 IF X=3 Tf£N X=>~+1 
460 IF '1'=0 TI-EN Y=Y+l 
470 IF X=6 Tl£fl X=X-l 
480 IF Y=6 THEN \,=,),-1 
490 IF X=R AI-() \'=C THEN 495 
491 GOTO SOO 
495 PRINT "EATEN . " GOTO 523 
500 ~T T 
SHl PRINT "Y()J SUR\JIl.JEDI" 
520 PRINT "PLAV AGAIW .' ' INPUT ','$ 
53e IF '1'$(I,I)="Y" TItN RUIl 
549 END 

Lost Treasure Program (page 28) 

5 REM SET TERRAIN 
Ie DIM L(9,9), M$(1) .. YK3) 
20 5=0 ,2 
30 FOR 1=1 TO 9'FOR J=1 TO 9 
413 L( 1, )=13 
so t£XT J ' fE<T I 



60 FOR 1=1 TO 6 
70 READ R,C 
80 L(R,C)=I 
90 t£XT I 
100 FOR 1=1 TO 6 
110 READ R., C 
120 L(R,()=2 
139 NEXT I 
140 L( 1,8)=3 
150 L( 6, I )=4 
160 L(9,6)=5 
170 L(S ,S)=6 
175 REM YOI..P. LOCATION 
180 R=INT( 9m-D( I )+1) 
190 C=INT(9tRNQ(I)+I ) 
200 IF SQR« R-S )A2+( C-S)"2 )(2 nEN 180 
20S REM START MAUl LOOP 
210 FOR T=1 TO 1013 
220 PRINT "YOO ARE" "; 
230 J=L(R ,c)+1 
240 ON J GOSLf: 2Se , 263, 2713, ;~80 , 290 , 300 G 
OTO 310 
250 PRINT n IN THE CLEAR" RETURN 
260 PRINT "IN THE WOOOS . "RETURf~ 
270 PRINT "HI THE t1.)1.tITAHlS . "RETI.F~I 
28e PRHIT "~AR A CAl,£ . '" RETURN 
290 PRUIT ·ON A BLUFF·' RETURN 
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300 PRINT "~AR AN OAK TREE . "RETURt'l 
310 PRUIT "t'O!f O£SW )"; INPUT M$ 
320 RT=R CT=C 
339 IF M$="W THEN R=R-IGOSU8 38(1 
340 IF M$="E" THEfl C=C+l ' ,:;OSUB 42~) 
3Se IF M$="S" THHI R--R+1GOSUB 380 
360 IF M$="W" THEN C=C-lGOSUB 420 
37e GOTO 460 
375 REM 11)\)E SUBROUTUlE 
380 J=INT< 10:IDIO( 1 )+1 ) 
390 IF J)2 Tf£fl RETURN 
400 IF J=1 THEN C=C+1RETURN 
4Hl C=C-l ' RETURtl 
42e J=INT< 10:r.RND( 1 )+1 ) 
439 IF J)2 THEfl RETUf<:H 
440 IF J=1 TfBl R=f<:+1 RETUF.:f~ 
4Se R=R-l ,RETURH 
4SS REM I fl oem!. FOI..nlO TREI~~~UR[? 
460 IF R<1 OR R)9 OR C<l OR 09 THH! 490 

470 IF UR,c)"6 THEH 475 
471 GOTO 4:30 
475 PRINT "YOU FOUND THE TREA:;URE W "; T 
'GOTO sse 
480 NEXT T 
490 PRHIT "YOU FELL HI THE OCEAH " 
see I F ~:flO( 1 )( S THE~! 505 
501 GOTO 510 
sre PRINT "EATEfl BY SHARKS!" , GOTO 550 
510 S=S+OSR=RT ' C=CT ' IF S>1 THEfI5=1 
520 PRINT "Tf£ PROBA8IUT\' OF BEHIG EATE 
Nil 
530 PRINT "BY A SHARK flE>:T TIME IS "; S; " 

540 GOTD 480 
550 PRINT "PLA',' AGAIW; ' INPUT Yf 
56e IF Y$( 1, I )="Y" THEN RUN 
570 END 
sse DATA 2 .,3,3,5,3,9,4,1,7,2,8,8 
590 OATA 1,,\3,7 ,5,2 ,6,8, :3,3,8,6 
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Gone Fishing Program (page 34) 

1 PRIm CHR$<!2S) 'RE11 CLEAR SCREE~ ; 
5 REM SET PR08A8ILlTIE:; t, Ont3ITY 
Ie DIM M$( 1 ) .. 1($( 1 ). P(S ,8), O(8 ,8) 
20 FOR I = 1 TO 8 FOR J= I TO 8 
30 P( I , J )=0 . n:RflO( 1 ) 
413 O( I , J )= nm F:flD( 1 )t5+1l 
50 t-EXT J' NE>(T I 
60 P<Ll )=0P=0 'R=I 'C=1 
145 REr1 11AIN LOOP 
1513 FOR T=0 TO 6 :;TEP I) 1 
160 IF ~H)( 1 » P( R .. c) OR O(R .. O <l THal 16 
5 
161 GOTO 170 
165 PRIm "f.) BITES. "GOTO 220 
170 N=INH RHO( 1 ):l:D( R .. C >+1 ) 
180 ~1=IHT( RNO( 1 \1;R:;~c)+1 

190 P=P+ftnl 
2130 PRIHT "YOU CAUGHT" ; tL" FI:;H ," 
2113 F'~: Itn "EACH t~EIGH !!;G " ; ~L" LE::::; . " 
2213 PRIm "AT LOCATION" ; R.' n. n , c.; n 

230 PRINT "TOTAL L8::; THI S TF:IP 1:3 " ; p; " 
" 

325 Ral IJllD(PECTEO E:<PERIEiH:3 
330 I F Rh~)( 1 )<T/60 THEfl 335 
331 GOTO 340 
335 PR niT "STORtl----LOST 1/2 HOU~: .. T = T + 
0.5 
340 J=Itn( ItnJt~'1 1D( 1 » +1 
350 IF »4 TI-Ell 370 
360 ON .J GO:3UB f)?G , 71).) . :3>3:::. 900 
378 PRIHT "\'OU HAlJE FISHED FOR " ; T;" HOU 
RS .• 
3813 PRINT "MOUE <tLS, E. W,F ,8 )"; 'H1PUT 11$ 

390 IF M$="E" THEfI C=C+l 
4013 IF M$="N" THEtl R=R-l 
4113 IF Mt="W" THEft C=C-l 
4213 IF M$="S" THEfI R=R+I 
4313 IF M$="8" THEt~ RUt·1 
4413 IF R< 1 rn R>8 OR C( 1 OR 08 THEtl 445 

441 GOTO 450 
445 PRINT "GROl~'lD--SUHKI'" GO TO 550 
4513 IF R=I AND C=1 THEN 500 
463 f.(;':T T 
4713 PRINT "TIME UP . THE SUN HAS SET . 2" 
480 PRINT "HALF OF \,OUR CATCH HAS SPOTLE 
D .• 
490 P=P/2 
495 REM SU1111ARY OF TRIP 
500 IF T=0 THE~l 505 
501 GOTO 5Hl 
505 PRIHT "STILL AT DOCK . " GOTO 10 
510 PRH1T "YOU ARE BACI( AT THE DOCl~ " 
520 PRINT "AFTER "; T;" I-(lURS OF FEHm~ . 
" 
53e PRIHT "CLEAfl ";P ;" LBS . OF FISH . " 
5413 PRHH "VOU RATE " ; IHT(P/5); " AS A FI 
SHERMAtl . " 
5Se PRINT 'WlOTHER FISHIHG TRIP (Y/tD"; , 
INPUT }($ 
560 IF 1($="\''' THE~l Rt~l 
570 END 
595 REM SUE:R()IJTI !lES 



61313 IF R+C(9 THEil RETUP!I 
6Hl PRINT "FISH :;CAP.E8 8Y :3HAPI< " 
6213 PRItn "1m E:ITHIG A:; OFTEII . " 
6313 FOP 1=1 TO 8FO~'J=1 TO 8 
640 P( I, J )=P( I ,J H3 . 1 
650 HE:~T J ' ~IE;T I 
660 RETUPII 
700 PRHIT "SEA GI)U_S fHE :,Ot1E OF \'OUP E:(.1 
IT . n 

7Itl PRItn "CATCH ~mL 8E S~lAU.H THlc. TR 
IP " 
m FOR 1=1 TO :3 FOR J=l TO :3 
7313 O( I , J )=O( I , J )-1 
740 flE)(T J llE>·:T I 
7513 RETUPH -
81313 PRIm "1,IATER :3POLr: DISPLACES '/OU." 
810 R= I NT ( 8:!;S: ~· i'D( : >+ 1 > 
8213 C= HIT ( 8:'::Ph'D( 1 )+ 1 ;. 
830 pp:m "YOU APE IIGI,1 AT L.OCATI:Jti "; f;';" 
I".; C; If " 

840 T=T+0 .2 
850 RETUPH 
900 PR lin "'lOU CAUGHT i1 513 L8 SHARf:: . " 
9113 P=F'+50 
920 P~:!liT "TOif,L. L8:3 TH Ism I~' IS"; P; " 

9313 RET'-'P~; 

Space Flight Program (page 40) 

50111 C$(1),'/$(:3) 
10 X=10' \'=113' I}:>(=B ,l}Y=0 ,Z=O ,1)=0 
213 F=le '0=98 .995 ' P=3 .1416 'G=1 
313 FOR T=e TO Ie STEP 13 .131 
1013 PRHlT" DATA REAOOUT" 
lIe PRINT Tjll HOURS ";F .i" LIT~;" 
1213 PRINT "lOCATlml ' ";)(;",";Y,PRHIT "UE 
lOCITY' ";U 
1313 PRHIT Z;" DEGREE:;" 
14£1 PRUIT "OISTAIICE ".; 0 
2130 J= I NT( 5(r,:P:lO( 1 )+ 1 ~, 
210 IF .J<6 HEN 215 
211 GOTO 290 
215 PRUIT "PROBLEt1S "; 
2213 ON J GOSU8 23f:l , 24,), 250, 26B, 270 GOre: 
2913 
2313 PR I NT "GYROS AHGlE EF.'RCR" G=G+ 1 PETU 
RN 
240 PRHIT "FUEL lHIE" T=F-0 5 ~:ETUPH 
2513 PRHIT "UFF :::UPPORT" T=T +~1 05 ~':=:TIJ;'t: 

260 PRINT "ALIEI,S" , I(>~=O ,It;'=O ' RETUR~I 
2713 PRINT "METEtiR:::" ' lX<=I ... ~·(+RflD< 1 )-0 5 1.}',,= 
tN+RNO( 1 )-13 5 
280 RETtlRH 
290 IF FDe THEI. FI=Fl-1GOTO 4513 
3130 PR nIT "COI1fWIO (0, tt. H, C /'; HIPUT ($ 
310 IF C$="M" THEN E:=IGOTO 350 
320 IF C$="H" THEH 8=2GOTO 350 
330 IF C$="C" THEN Fl=5 
34e GOTO 450 
35e PR I NT "At-R.E" ;' WPUT A' A=A+( 2~t~G~:PflO 
(1)-I0*G) 
363 A=AlP/18e 
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370 L =COS( A ) t1=:3 UK A ) F=F -VB 
300 L~~=U>(+( 1 +0 . 4:t.RNO( 1 Hl . 2 )*L,'£ 
390 UY=U,),+( 1 +0 . 4:tOO( 1 )-0 .2 )*rt--8 
400 IF U~(=0 AI'ID U,),)=0 THEN 2=90 · GOTO 450 

410 IF L~>(=0 ~lO IJ,),<0 THEN 2=270 GOTO 450 

4213 2=A TIl< ~N ''\}>( ;. • 2=2t ! 83,'f' 
430 2=2+ HIT( 10tRflO( 1)::'· 2=INT( 2 ) 
4413 IF lJ;{( 0 THf}l Z=2+183 
4513 X=X+l» (. ,),=,/+I/y' 
530 U=SQR( 1 . ~< ···'2+U',' '·'·2 ) 
540 D=SG!R( (>{-80 )"2+( ')'-80 ~v··2) 
600 IF F<0 THEtl 605 
601 GOTO 610 
605 PRIHT "OUT OF FUR" ·GOTO 660 
610 IF 0<1 Am 1,)< 1 THEf! 615 
61 1 GOTO 620 
615 PRH1T "ARRWEC" ·GQTCl 630 
620 N[i(T T 
6313 PRINT "THE TRIP TOOl< " ; T; " HOURS . " 
640 R=200H 
650 PRIHT "YOUR RATHIG IS "; R; " .. " 
660 PRIHT "PLA'y' AGAH1 ".; • HIPUT ','$ 
670 IF \'$( L 1)=" '(" THEN ~:Ufl 
680 HlO 

Forest Fire Program (page 59) 

10 DIM L( 9. 9). Y$(3 ) 
213 FOR R= l TO 9 ·FOR C=1 TO 9 
30 L(R . C>=HJ 
40 HEXT UE:r R 
50 FOR 1=1 TO 3 
60 R=INT( 9:\~Rt{)( 1 )+1 ) 
70 C= nlT c::~tRfIO( 1 )+ 1 ) 
80 L(R.C )=9 
ge f£XT I 
95 REM PRIHT GRID 
100 PRIm • PRINT" 123456789" 
110 FOR R=l TO 9 
120 PRIHT R;" .; 
139 FOR C=l TO 9 
140 IF L(R.C)=10 THeI 145 
141 GOTO 150 
145 PRHlT " . " ; • GOTO 170 
150 IF L(R.C » 0 AND L( R.C)<le THEN 155 
151 GOTO 160 
155 PRIm ":1: " ; • GOTO 1713 
160 PRINT " "; 
1713 t£XT C 
180 PRINT • t£>:T R 
195 REM INPUT ROUTHlE 
200 PRIm ·PRHIT "ROW ; INPUT R 
210 IF R<0 OR R>9 THEH 200 
220 IF R=3 THnI 3313 
239 PRIm "COLUMN" ; · INPUT C 
240 IF C<1 ffi 09 THEN 230 
250 FOR 1=-1 TO I ·FOR J=-1 TO 1 
260 A=R+ I • B=C+.J 
270 IF A<1 OR A)9 OR 8<1 OR E: >9 TI-EJI 310 

200 IF l(A.,B )<t OR L( A.8)=Hl THEN 3W 
290 IF OO( 1 » 13 5 THEfl 310 



300 L(A,B)=L( A, 8)-3 
310 h£XT J t-£>.'T I 
320 GOTO 400 
330 PRINT "BACKFIRE ROW ; • H1PUT R 
340 IF R< 1 OR R)9 THEN 330 
350 PRIIfT "BACKFIRE C0Ll11N"; • INPUT C 
360 IF C< 1 I)<' 09 THEN 350 
370 IF L(R,C)=10 TH8l L<R, O=2 
395 REt1 SPREAD FIRE 
400 FOR R=1 TO 9 ·FOR C=1 TO 9 
4Hl IF L<R, c)( 1 OR UR .. e»9 THHl 5013 
420 IF L( R, C )(3 TH8l 500 
4313 I=IIfT( 3tRNO( 1 H ) 
4413 J=llfTntOO( 1 H ) 
450 A=R+I ·8=C+J 
460 IF A<1 OR A)9 OR 8<1 OR 8>9 THEil 50(1 

470 IF L(A,B)O H.l THEI" 51)0 
480 I F R~fL)( 1 )< 0 3 THEIl 50G 
490 L( A. 8 )=11 
500 flE: '~ C . 'IF.}~ R 
505 REt1 8URN FIRE AtlD ClJJllT 
5113 F=0 
520 FOR R=1 TO 9 
539 FOR C=1 TO 9 
540 T=L(R,C) 
550 IF T=11 THEfl T=9 
560 IF D0 AI£) T<10 THEil T=T-l ·F=F+l 
570 L(R .. c)=T 
sse I£>:T C· t£}(T R 
590 IF F( l Tt£N 6213 
600 GOTO 100 
615 REM COUIfT WOODS RATlflG 
620 C=0 
630 FOR R=1 TO 9 ·FOR C=1 TO 9 
640 IF L( R, C )=10 THEH H=I,j+l 
650 NEXT C· f£I(T R 
66e R=W+30 
670 IF R) I00 THEN R=-100 
680 PRINT "YOUR RATlflG IS " ;R;"" 
6ge PRINT "PLAY AGAIW; · WPUT yt 
700 IF Y$( 1, 1 )="'1''' THEI'I Rt."' 
710 END 

Nautical Navigation Program (page 65) 

5 REM P1..ACE ISLANDS Am SHIP 
10 DIM A(3) , B(3 ),0(3), '1'$( 3) 
20 E=O ·P=3.14159 
30 FOR 1=1 TO 3 
40 READ A,B 
50 A< 1)= 10tA B( 1)= 10tB 
6e IX 1)=0 
70 ~)rr 1 
80 ~TA 20·30,60,20,30. 10 
90 X= 175+50*Rl-ID( 1 ) • '1'= 175+50:I:RHO( 1 ) 
95 REM START mIN LOOP 
lOB FOR C=l TO 100 
119 PRIHT ·PRH1T "NA~IIGATION CHECI( " ; C 
120 FOR 1=1 TO 3 
139 IF O( I )=1 THEN 135 
131 GOTO 140 
135 PRHIT "lJISlTEO "; I 
140 ~)(T I 
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150 FOR 1=1 TO 3 
160 A=A( 1) ' B=8( 1) 
170 GOSUB 600L=L+2 .5-5:tRH[I( 1) 
100 L=L +100 IF L>360 THEI'I L=L -360 
190 PRHlT "BEARING FROt1 ";I;" IS " ; IHT( L 
); 

200 IF L)=180 THEN L=L -1813 PRltlT " TO " ; 
HlT( U 'GOTO 2"20 
210 IF L<180 THEN L=L+I81-) 'PRItlT" TO ";1 
I-IT<U 
220 NEXT I 
225 REM HlPUT 
230 P~: HIT "ELAPSED TIME ";E 
240 PRINT "f£AO ING" ; INPUT H 
250 H=H+5-1 ~:RND(1 ) 
260 PRINT "mE" ;, HPLIT T' T=ABSn) 
270 CO=COS( H1,.'P , 180) SI=SH1( HtP/180) 
280 IF H) 180 THEN H=360-H 
290 IF H<30 THEN S=@ 
300 IF H)=30 AND H( 99 THEfl S=10+( H-90 )/ 6 

310 IF H)99 THEI·I S=10-CH-90 )" 18 
320 S=S+2:t:Rf()( 1 H 
330 T=T +Ul. U:RHD( 1 )-0 05) 
340 X=X+ HSt CO 
350 y=y+TtSt:SI 
360 E=E+T 
400 FOR 1=1 TO 3 
4 Hl D=SQR« X-1¥ I ) )"2+( V-Be I ) ),'2) 
420 IF D( 5·d0:t.Rllfl( 1) THEft [Ie r )=1 
430 NEXT I 
440 IF [)( 1 )+O( 2 )+D( 3 )::3 THEIl 5013 
450 NE:>''T C 
460 PR!HT "E>H:ED Ijl~t}lGATIOII CHECf{" ' GOTO 
530 

500 PR I HT "TR I P Cot1PLETED HI "; L" HOUR:" . 
510 PRINT "fU1BEF: OF NAlJIGATIOtl CHECK:; I 
S It iC;. II 

520 PRWT "YCdJR F:Am~~ IS " .'1 70-(!tlTC E+l 
0".l:C/3) ) 
530 PRIm "PLAY AGAHI" ;, INPUT 'y't 
540 IF V$( 1, I )="Y" THEff Rl~'1 
550 END 
600 IF X=A Am 'l>8 THEfI L=270 PET URN 
610 IF X=A Afll '1'<8 THEI·f L=90 , PETURII 
620 N=A8S( )'-8 )/A8S( :(-A) 
630 L=AnnDL=180:~L/P 
640 IF >~>A Af[l ,( )=8 THEI'I L=L +180 
650 IF X<A Af[) ",' )8 THEI4 L=360-L 
66e IF X)A Af[l '1'<8' TffJ~ L='18fl-L 
670 RETUF.tl 

Business Management Program (page 71) 

5 R£I1 SET PRICES 
10 DIM R( 3), C(3), F(3 ),f'(3), )'$( 3), 1$( 1) 

20 C=5OO' t1=2 
30 FOR 1=1 TO 3 
40 RO )=~H( J)=0 
50 C( 1)= I NT ( 3.tRHD(1 )+ IS ) 
60 f'( I )= HIT< 1 etRND( 1 )+70) 
70 !-EXT I 
00 FOR T=13 TO 12 



90 GOSUB 450 
100 PRINT "MONTH " ; T;" YOU HAI.JE U ; C: PRHl 
T : PRINT "MAI'UFACTURING COSTS ARE $" ; 11 
110 PRH1T "TRAHSACTlON ( O .. B, M, S) " ;: INPUT 
T$ 

120 IF T$="8" THHl GO:;UlJ Setl 
133 IF H="M" THEfl GOS1.J8 68(1 
140 IF H="S" THEfl GO:;l~ 7138 
1 se GOSUB 300 
160 fEXT T 
165 REM SUMMARY 
170 PRINT ''END OF YEAR" 
180 FOR 1=1 TO 3 
190 C=C+R( I )1.:( I ) 
200 C=C+F( I )tP( I ) 
210 flE)(T I 
220 c=c-soo 
233 PRINT "YOLf.: PROFIT IS " ; C; " . " 
240 PRIHT "PLA',' AGAIN" , : INPUT 'i$ 
2se IF Y$< 1,1 )="Y" THHI RUN 
260 HlD 
295 REM CHANGE PRICE ROUTH1E 
300 FOR I=l TO 3 
3Hl J=INT(S:(:Rf[l( 1 )- 2) 
3213 J=CC I )+J 
330 IF J<10 OR )20 THEN 31(1 
340 c( I )=J 
35e J=WT( I I t RND( 1 )-S ;' 
369 J=P( I )+J 
370 IF Y 50 OR » 90 THEH 350 
383 PC I )=j 
390 NE{ r I 
400 J=ItIT( 5+RND( 1 )-2) 
418 J=M+J 
429 IF J<1 OR )9 Tf£N 430 
430 M=.J 
448 RETlP.N 
445 REM OUTPUT DATA 
458 PRIHT "ITEM MATERIALS PRODUCT" 
:PRHIT 
468 FOR 1=1 TO 3 
478 PRINT I;" $";Re!);" - $";C(I) 
;" S" ;F(!) ; " - $" ; PCJ) :PRHlT 
480 fEXT I 
490 RETlJ(fl 
495 REM BlU I"ATERI ALS 
500 PRINT "At'JUNT OF MATERIAL:;" ; : HlPUT A 

518 PRINT "ITEM lI"; : HPUT fl 
520 IF WI OR fl>3 THHI GOTO S25 
521 GOTO 5313 
~"5 PRIm "ERROR"RETl.Rl'1 
530 C=C-AtC(fD 
54e IF C<0 TI£N 570 
558 R< N )=R( N )+A 
568 RETI£N 
5713 c=c +~C( N ) 
5Be PRINT "INSUFFICIEIIT FUND:; " 
590 REn~t·1 
S95 REM MAIIUFACTURE 
600 PR HIT n mCJFACTURE 1=11): IHT" ; : r HPUT A, 
PRINT n ITEM II" ; : INPUT H 
6Hl IF W0 OR fl >3 THEI·: 615 
611 GOTO ~"'O 
615 PR INT ''ERROR'' : RETURIJ 
620 C=C -At r1 
630 IF C<O Thfll 635 
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631 GOTO 640 
635 PRINT "IN£UIFICIEtlT Fltt-IDS . '" C=C+A.t:t1 
RETlRI'l 
6413 FOR 1=1 TO 3 
6513 IF I=N Tf£H 680 
660 R( I )=R( ! )-A 
670 IF R< I ){0 THE~l 67S 
671 GOTO 6813 
67S PRlHT "MATERIALS GONE" R( I )=R( I )+A ' 
C=C+A*I1 ' RETURN 
600 NEXT I ' F( N )=F( fl)+A ' RETURfl 
695 R81 SELL 
700 PRINT "At10UNT TO SELL" ;' IHPUT A:PRIN 
T "ITEM II" ; ' INPUT H 
731 GOTO 7213 
7113 IF ~~ l3 OR N)3 THEJl 715 
715 PRHlT "ERPDR" 'RETIJRfl 
7213 F( H )=F( N >-A 
7313 IF F( H ){ 0 THEN 760 
740 C=C+Atf'( 10 
750 RETURfl 
7613 F( ~l )=F( fD+A 
770 PRUIT "PRODUCTS COtE ." 
780 RETURfl 

Rare Birds Program (page 77) 

REM RARE BIRDS 
2 REM 
5 REM :;ET DATA 
6 ? CHR$' 125 ) ' F:EM CLEAR SC~:ml 
10 H=0 :0Itl 8( 16 .. 14 \.!( 16), tl$( 150 ), P( 16), 
Lt( 1) , H ( 1 ), At( 1 ;. . Y$( 1 ;., Hl$C 14 ) 
15 FOR 1=1 TO 150lWLI>=" "fE>~T I 
20 PRINT "PLEASE (·JA!T"FOR 1=1 TO 16 
308(1, 14 )=0 
40 P( D=1/(17-1) 
50 READ Il 
60 FOR J=12 TO 1 STEP - 1 
70 Q=INT< H·· .. : ) 
813 8( I , J )=2'~( fV2-Q ) 
90 N=Q 
100 NEXT J 
110 NE:>:r I 
120 DATA 2128.1 121.594,355.3220 
130 DATA 2725 .. 2454 .·1703 .. 1528 .. 1017 
140 DATA 21342 ,3067,351 6, 3773.403(1,4031 
145 (4=-12 
150 FOR 1=1 TO 8 
160 READ tnr 
161 W=(4+1 3 
165 N:tnn=H 1 r 
170 11E ~ :T I 
171 H$( LEWfln+l )=" 
175 DATA BIG .' SMALL 
180 DATA BLUE, 'lELLQt, 
190 OAT A LOHG BEAIE] .. SHOPT BEAKED .. FEMALE 
,MALE 
195 REt1 ltlPUT PLACE 
200 FOR 1=1 TO 16 I( 1)=0111):T I 
2113 PRHlT "PLACE ( S. (.J . [l , F)" ; : HlPlJT L$ 
220 PlmIT "tHH (fl. E ;. " ; : H1PUT T $ 
230 PRHlT n~JHERE (H. U " ; : IflPUT A$ 
260 IF Lt=nsn THEtl I ( 1 )=1 
270 IF L$="W" THHl I ( 2 )=1 



280 IF L$="O" THE~I 1<3 )=1 
290 IF L$="F" THEN I ( 4 )=1 
300 IF T$="r1" THE~I I( 5 )=1 
310 IF T$="E" THE~I I( 6 )=1 
320 IF A$="H" THEH 1(7 )=1 
330 IF A$="L" THEH 1(8 )=1 
340 FOR 1=1 TO 16 EX L 13)=0HD~T I 
350 FOR 1=1 TO 16 'FOR J=1 TO 8 
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360 IF B( L .J )0 !(J) At·1D 8( L .I )=0 THE~I 39 
o 
370 fE>~T .I 
380 B( L 13 )=1 
390 HD(T I 
395 REr1 FUll) 8 I RDS 
4ee FOR 1=1 TO 2 STEP 0.02 
410 J=WT( 16:tRtlD( 1 )+1 :-
420 IF 8( .1,13 )01 THEN 440 
430 IF RHO( 1 )<P( .I ;' THEIl 460 
440 HE)(T I 
450 PRINT "fIO SIGHTHCS" 'H=H+I ' GOTO 2(10 

460 H=H+I 
470 K=ItITC 4:!,':Rt1D< 1 )+1 ;. 
4813 H=8CI, f(+8) 
485 KK=(2:W-IDtI3 
486 IF f1( = 104 THHI KK =92 
490 PRINT "THE BIRO IS ";H$O~Y,KK+13)'PR 
HIT "THE LAP:3E" ; I PRIII-:- "TOTAL TH1E ' " : 
H 
495 REM ItlPUT lD 
500 PRIHT "IOOITIFY 1- 16" ; ItIPUT I 
510 IF 1=.1 THEfi 530 
520 PRIHT "tm CORRECT I DEiHl FICATI Otl. " , 
Cl=Cl+1 'GOTO 500 
530 IF 8C I, 14 )=1 THEH 535 
531 GOTO 540 
535 PRINT "ALREADY SPOTTED" 'GOTO 550 
540 PRItIT "A HHl OIIE'" '8(,). 14)=1 
550 IF H>10 THFlI 570 
560 GOTO 200 
5713 P~: HIT "T H1E UP " 
580 FOF' 1=1 TO 16 
590 IF 8( L 14 )=1 THEI' 59'3 
591 GOTO 600 
595 PRHIT '''lOU SA~l 8IRO 1:" ; 1' 81=81+1 
6ee HE-:T I 
610 PRItIT "~'OUR RATIIr; IS ": 1O:t81-Cl .: " . " 

620 PRHIT "PLAY AGMW .: ' IHPUT ','$ 
630 IF ~'$ ( L 1 )="Y" THEil RUH 
640 END 

Diamond Thief Program (page 83) 

1 REM DIAMOh'O THIEF 
2 REM 
3 ? Cf-f;'$( 125)' REM CLEAR SCREEt'l 
10 DIM A<9,3M(5, 12) , ~'$(3) Q=1 ' PRHIT ·W 
AlT" 
20 FOR 1=1 TO 9 
30 FOR J=1 TO 3 
40 READ A 
se A<LJ)=A 
60 f£XT J ' I£~T I 
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7e DATA 2.4Ie, L3.(J,2 .6,e 
Be DATA 1,5,7,4,6,8,3,5,9 
90 DATA 4, 8,13 .. 5,7,9,6 ,8,13 
100 FOR 1=1 TO 5 
lie L( L 1)=IHT(RNO( 1):t-9+1) 
120 HE>(T I 
1313 FOR 1=2 TO 12 
140 FOR J=1 TO 5 
1513 K=INT(J.t.RNO( 1 )+1 ) 
1613 L( J 1 !)=A(L( J. I - I). K) 

1713 IF l( J , I )=13 THEN 1513 
1 Be HE:~'T J : fEXT I 
190 T=nm 12~:RHD( 1 )+1) 
200 FOR 1=1 TO 5 
210 IF L( L T>=5 THHI 2413 
2213 HE:':T I 
230 GOTO 190 
2413 O=INT( StOO( 1 )+1 ) 
2513 IF l( 0, nos THEN 2413 
260 PRINT "SOI1EONE STOLE THE DIAMOND . " 
270 REM START OF MAIH LOOP 
2BB PRINT :PRUlT "Q1.ESTION " ;0 
290 PRINT "SUSPECT";: INPUT ::; 
300 IF S<1 Tf£N 800 
3113 IF S)5 Tf£H 2913 
320 PRINT "TItE" ;: HPUT G 
330 IF G<l OR G) 12 THEN 320 
3413 PRINT PRINT "SUSPECT "; S;" AT TItE 

350 IF S=D THEN P=0 .5 
3613 IF S< >D TH8~ p=e .05 
37e IF IM)(!»P OR L(S,6)=5 THEN A=L(S,G 
):GOTO 4113 
3813 I=INT( 3:t:Rt-()( 1 )+1 ) 
390 A=A( l( S. G ) 1 I ;. 
400 IF A=B OR A=5 THEN 380 
4113 PRINT :PRINT "I WAS IN ROOM "; A 
420 IF A0 5 THEN 450 
4313 IF T{G THEN 435 
431 GOTO 4413 
435 PRINT "I DID HOT SEE THE OIAMONOI" :G 
OTO 4513 
4413 PRINT "I SAI~ THE OIAMOHO . " 
4513 IF R~IO( 1 )<P THEN 510 
460 FOR 1=1 TO 5 
4713 IF I=S THEN 500 
480 IF l(S,G)O L< LG ) THEtI 500 
490 PRHlT "I I~S WITH "; I 
500 NE:~T I : GOTO 540 
5 Hl I = I NTC'lRN!Y 1)+ 1) : I F I =S THEtl 51() 
520 IF 1<6 THHI 525 
521 GOTO 5313 
525 PRINT "I WAS ~1I TH " ; I 
5313 REM 
540 IF Rt-{)( 1 )< P THE~I 640 
SS0 FOR 1=1 TO 3 
560 A=A(l(:; , G), I) 
570 IF A=O TI-E~j 610 
580 FOR J=1 TO 5 
590 IF LCJ .. G )=A THEN 595 
591 GOTO 6130 
595 PRINT "I SAI·j " ; J 
600 NE>~T J 
6Hl NE>:T I 
620 GOT!) 7C10 
6413 J= I tIT( 101:f1,C( 1 )+\ ;. 
6510) IF Y 5 TI£N 655 



651 GOTO 700 
655 PR HIT "! SAt~ " •. ; 
700 IF ~:!'f.}:! » P THEtI 770 
710 K=HIT( 10:l:.PPC( 1 )-'1 ;-
720 IF 1<{ 6 AflC f:< >J THEil 725 
721 GOTO 7(1) 
725 PRUIT "I SA~l "; K 
773 Q=Q+ 1 'GOTO 280 
800 PRHIT "GUILTY Sl.JSf'ECT"; , HlPUT S 
SUl IF S< 1 OR S)5 THEN 800 
82e PRINT "TIME OF CRIME"; ' INPUT G 
839 IF G< 1 OR G) 12 THEN 820 
8413 IF S=D ~ G=T n-el 845 
841 GOTO 850 
845 PRINT "YOU GOT 'EM' "GOTO 870 
850 IF S=D OR G=T THEN 855 
851 GOTO SF)) 
85'S PRIHT "PARTL'o' RIGHT " 'Q=Q+Hl ' GOTO 28 
o 
86e PRINT "BETTER GlUE UP . " ' Q=O+I00 
ale PRHIT "THE THIEF I~; " .;0;" AT TIME " ; 
T 
900 PRINT "YOU PAT:Hr: IS "; 1(11)-Q 
910 PRINT "PLA'1' AGA IiI " ; ' HlPUT '0'$ 
920 IF ','$( 1 .. 1 )="'0''' THEH R'-nl 
9313 EHD 

The Devil's Dungeon Program (page 89) 

REM THE DP.'IL' S OtJNGEOH 
2 REM 
3 ? CHR$(125 ) 
5 REM SET POO1S 
10 DIM P( 16 )' L(65 ), F( 16) .):( 19).B( 16) 
20 L=I ' G=O ' E=lCl <'(=16 
30 0=1 '\'S=Hl1 'YO=101 
40 FOR 1=0 TO 65 L( l)=0tEn I 
50 FOR 1=1 TO )(, fl=HIT(3"WtlO( 1 )+1 ) 
60 IF I=I Tf£H 11=3 
70 FOR )=1 TO fl 
BO R= HIT( 64:';:PtlD( H);O+ 1) 
90 IF l( R:<)0 THEH 8(l 
Hl0 L( R)=I 
110 NEi(T J 
120 R( I )=lHT( 524287:~PHD(1 » B( r )=0 
133 HE\~ I ' B( L )=I 
1413 R( 1 )=2457E: ' FOR I=I TO 19 ' )( I )=0 ' II8<T 
I 

145 REM HI~2ARO:; 
150 IF Rt[K 1 )<:fl 01 nel '.55 
151 GOTO 160 
155 PRINT "TREMOR" FOR I=1 TO 2t1, L( I )=HI 
T( X*R~()( 1 )+ 1 H£XT I 
160 IF Rt()( 1 )(0 THEN 165 
161 GOTO 170 
165 PRINT "TRrnJR" 'FOR I=1 TO 20'L(!)=0' 
t£XT I 
170 IF X( 1):tX<l2:0=1 AI'{) RtlO<1 )( 0.4 THEN 
175 
171 GOTO 100 
175 PRINT "ClF.SED BY ornJN'" YO= I NT( I) 5:1: 
YO) 
lee IF X(9)~(11):1 THEN 185 
181 GOTO 190 
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185 PRIHT "GASSED I" 'YS=Hrr< 0 sm) 
189 REt1 OECREMEtlT AI{) TEST 
190 YO=YO-D 
200 YS=V$-O 
2H1 IF YS<=0 OR ~'O< =e THEN 215 
211 GOTO m 
215 PRINT "i'OtJ'R£ DEAD" ' EHO 
219 REM OUTPUT STATllS 
220 PRINT "GOlD " .; G; H .; 

230 PRINT "E\'P . " ; E;" DEPTH " ;0 
240 PRIHT uSPEEO : II .; '''OJ M STRE~b~;TH : M; V 
S : GOSUB 258 GOTO 3Hl 
245 REM ADJOCEHT ROOMS 
250 FOR 1=1 TO X:F(!)=0:I·lf)(T I 
260 FOR 1=1 TO 64 
270 IF LO L(!) THEIl 300 
280 IF L< 1+1 X>0 AI{) L(!+DC>L THEH F( U 
1+1 »=1 
290 IF L(! -1)00 All!] l( I-DO L THEN FCL( 
1-1 »=1 
300 HEXT I ' RET1..IRH 
305 REM COt-ll)ERT 
310 H=R(U 
320 FOR 1=1 TO 19 : Q= I HW-/./ 2 ) >( I )=2f,OV2 
-Q Hl=tH£'>(T I 
325 REM mt·lSTERS .. OEMCtlS ., GAS 
330 IF X( 2)=0 THEIl MS=I)GOTO 300 
340 IF F=l THEH 370 
350 MS=D:t<: >:C 3 )+ ZtX( 4 )+4:(:>( 5 )+L ) 
360 MO=Dt( >;( 6 )+ 2:t:~( 7 )+4*)« 8 l+L ) 
370 PR HIT "MOflSTER' S SPEED "; NO; " STRE 
~: H;M.S 
380 IF X( 1 )t'I.( 12 )=1 THEl 385 
381 GOTO 390 
38S PI' HIT "DP.lONS" 
3ge IF X( 9):t::( II )=1 THEI·I 395 
391 GOTO *30 
395 PRHIT "POISOtJOUS GAS" 
399 REM TREASURE 
400 IF ~~( 10 )01 THEil T::I) GCTO n } 
410 T=)(11 )+2t.:>( 12 )+4:~:« 13 )+1 
420 PRUIT "MA.'<Ir1UI1 GOL D: H; HU1)+1 
425 REM :;UDES AIIO OPOPOFFS 
430 S=)« IS )+2:;':;';( 16 )+4:;'::« I? )+B:t>:( 18 )+ 1 
440 IF S»( THEft S=1 
450 IF S=O THEi l :3=1 
460 IF )«14 )=0 OR S=L TI-£I ~ 480 
470 PPIt-lT "SUDE TO " ;$ 
480 IF X( 1 9 )~~<(13 I:: 1 THEN 485 
481 GO TO 490 
485 PRINT "DROPOFF" 
489 REM INPUT 1101,)1: 
490 PRntT "t1O!)E FRGr1 "i L.;" TO "; 
500 FOR 1=1 TO >: 
510 IF F( I ;'=1 AND IO L THEfl 515 
511 GOTO 520 
515 PRIHT I ; 
520 flD(T I 
530 HlPUT t1lF t1=:38 THEil 100,:' 
540 IF M<0 Ate ::« 19 >1;>:( 13 )=1 THE!! O=O+ ! 
F=0 :GOTO 40 
550 IF M< I) THE~l 555 
551 GOTO 568 
555 PF.:IUT "itO [lP(lF'(1FF" ·GGTO 150 
560 IF r1 > :;~ f~~'~D L:=t THE~' l r:;f~ 
561 GOTn 570 
565 PI;' It IT "\"C~J lOG! .Ne " . G . " PI Ecr', OF GeL. 



D,"H10 
570 IF r1 :: :< THH' GO? 
575 REt1 MI:4r: r r :~(~~- ~[: 
580 IF ~H[l( l. )<13 . 4 THEJ~ ~S~ 
581 GOTO 5911 
585 PF~I~'IT 1181;CVFIF'F II :YS=I~·,!T{:) 5:r't::) :\tO:=I 
HT( ft 5:t'lD" :GOTO 150 
590 PR! HT It t'~A~'iD l·10Rt~· '; II . P( L ):::2~F~" ~;:-) :~n-TO 

220 
595 REM t1C11E Tr;Y![)E 
600 IF M:3 >O THEil 700 
610 IF MC 0 OR LOt THPI 920 
620 PRTNT IIE>\'PF.RrEJ~--:E 11 ; E, II SPEED II .; '/0.; 

STP8~:TH " ! 't::: : PP. I t·n "AOD SPEED" .; : I t·~PU 
T fl 
630 IF E-ti<O THfi ~ t3 
631 GOTO 640 
635 PR I tIT "lifE[! f10Pf E:,:PE::' ID1CE "r;OTO I; 
2IZt 

Atari Appendix 117 

640 E=E-I1 '/0='/0+11 PPl!lT "E)~F'EP;F.~ lIT. L EP 
";£ 

650 pr;:H!T " f~f)[I STPE',PH" , ,HlPUT Ii 
660 IF E-!VO TH[t! 665 
661 GOTO 670 
665 PP HIT "liETe: f1(,:P[ E>cPf": f'lCE " , ::;CTn f.:, 

50 
670 E=E-t·! · V:3:::",'S+!'! 
680 GO TO 2:?n 
695 REM F T CHT 
701-) F=1 
710 IF M)O THEil 9CG 
720 YH= I t·rr ( PI·[;( 1 ):rt3) : t1H= T !·~T ( P.l ·~D( 1 ):~rt?: ) 
730 IF ,/H >t1S THEl~ YH:=rt~ 
740 IF Ml--l> 'is THF. :~ tf,,+=','S 
750 IF RHI}:' 1 )::,':0 ; ~ll:J( 1 l:r1C THEH ;>:::13 
760 PRUn "MOt·!S;[~ I~TT~lSV:': . II :)~;=\JS-MH : ~t3 
=t1$- I fiT( 0 . 5:,:,'iH ~, 

770 GOTO 800 
780 PPlt'~T II'/Ol,! ~ITT~:'iCK II : MS=t1:;-YH: \}~::=\'~;- I 
HT( 0. 5tt1H ) 
800 E =E + 2:~, \'H 
810 IF MS<-..:0 THE},' 8t ~ 
811 GOTf') 8?:~ 
815 PRWT "t1fJt!:;"EP :JEW1 .. F\U=R<U-21-;O 
TO 150 
820 PRH~T : PRHIT " r·lr)t·.~~TEP ~:;T~! . L ALT! . .IE It : 

GOTO 15<3 
895 REM Pi iii 
9013 IF Rh'::l( 1 >t' ,'C:\ R:~~} ~ ~'tr-1G THP'~ 9C'5 
901 GOT() '31 ;J 
905 PR I f··;!" II r.~~G~!F'F.2 II : G:JT~~ 97(~ 
910 pF:n··r; Hr·~~~ ~~~TEP ).-!~; \'fl~ It : \'S=\J~~~-HrT((1 

. 2trt:: ) : GOT;~ 9:(" 
915 RH1 TF.'E,.:=,:,;,e-
920 r F T =0 ~1-1[H ,?7"~? 
930 Gl=I'·IT(P![;(~. \~:::tL ::D'!+1 

940 I F :--~( 1 >~<.:\ 1.;? ': .. ::: 1 At·[) p~· :r/ ~ y' ~ ..t THE}} 
945 
941 GOTO 950 
945 PR1~'~ II[lE ~'~(~'! l~~}: ~~;]. . :! II ' ;~j: ; ~-:-1 

950 PR I }.l": " ,/")!,! f."(:! :l.!f' 't , r ~ .; II F' I F-~E:~ :jF C:C 
LO . II :G=G+G1 ' F.'n_ ):;FC_ ~t-r:;t? 
960 E=E1 G', 
965 REt1 r1(-'UF 
970 IF MC: T >=1 OP M<~ THEI'~ L=M'F=I)'E=E+[I, 
B( L)=1 'Goro 1,511 
980 PP.! !'rr "HOT [~D,,} HCE"~:''': i~CTn 1513 



118 Stimulating Simulations 

995 REt1 PR! ~ · r!' pnnt~ 
10013 L1 =L FOP ,~.~ 1. TO :,~ 

1(110 IF 8(Y>< >1. THft! t07;) 
10213 pF.'nr, V: "--"; 
1038 L ":< , r,O:;~J8 2~(; 
104~ FORJ= 1 TO >~ 
lt150 IF FeJ>"'1 Ah'[: JOf( THEtl 10~) 
1051 GOTO 10m 
10~ PF'l!!T.!: 
10GO i1f>T J ,PRI ll; 
1070 !!E:{~ ,. 
1080 L =l. 1 'GGTC 22~) 
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