














































































































































































































































































































92 Stimulating Simulations

Sample Run

GOLD O EXP 0O DEPTH 1

YOUR SPEED 100 STRENGTH 100

YOU FOUND 6 PIECES OF GOLD
SLIDE TO 2 GOLD 31 EXP 48 DEPTH 1
MOVE FROM 1 TO 7? 7 YOUR SPEED 92 STRENGTH 90

MAXIMUM GOLD 21
MOVE FROM 5 TO 2 3 11?7 11

GOLD O EXP 1 DEPTH 1
YOUR SPEED 99 STRENGTH 99

SLIDE TO 2
MOVE FROM 7 T0O 1 2 6? 6

GOLD O EXg 2 DEPTH 1

YOUR SPEED 98 STRENGTH 98 GOLD 46 EXP 70 DEPTH 1
YOUR SPEED 84 STRENGTH 82

MONSTER'S SPEED 6 STRENGTH 7

DROPOFF SLIDE TO 2

MOVE FROM 6 TO 7 14? 14 MOVE FROM 1 TO 7? O

ESCAPED EXP 70 SPEED 84 STRENGTH 82

GOLD O EXP 3 DEPTH 1 ADD SPEED? 34

YOUR SPEED 97 STRENGTH 97 EXP LEFT 36
ADD STRENGTH? 36

MAXIMUM GOLD 57 GOLD 46 EXP 0 DEPTH 1

MOVE 14 TO 6? 6 YOUR SPEED 118 STRENGTH 118
SLIDE TO 2

MOVE FROM 1 TO 7? 7

GOLD 25 EXP 31 DEPTH 1

YOUR SPEED 94 STRENGTH 5 MAP OF DEPTH 1
DRAWN BY PLAYER

MONSTER'S SPEED 8  STRENGTH 5
DEMONS

MAXIMUM GOLD 9

MOVE FROM 2 TO 5 7? O

YOU ATTACK

MONSTER DEAD!

GOLD 25 EXP 41 DEPTH 1
YOUR SPEED 93 STRENGTH 91

DEMONS
MAXIMUM GOLD 9
MOVE FROM 2 TO 5 7? 5




The Devil's Dungeon

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

DROPOFF MAP OF DEPTH 2
MOVE FROM 6 TO 7 14?7 -1 DRAWN BY PLAYER

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 1?7 -1

GOLD 179 EXP 2 DEPTH 3
YOUR SPEED 135 STRENGTH 134

POISONOUS GAS
SLIDE TO 6
MOVE FROM 11 TO 4 7 13? 7

GASSED

GOLD 179 EXP 6 DEPTH 3
YOUR SPEED 132 STRENGTH 64
MONSTER'S SPEED 42 STRENGTH 27

MOVE FROM 7 TO 2 6 11 13?7 O

93
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THE DEVIL'S DUNGEON FLOWCHART

20
SET L,G,E
D,YS.YD
40 :::]
SET ROOMS
H
150
HAZZARD >
PENALTY
N
190
DECREASE
YS,YD

OUTPUT
STATUS

LIST
ADJACENT
ROOMS




550

560

600

610

DROPOFF
?

The Devil's Dungeon 95

INCREMENT
D

L]

RATING

TRADE

\ 4
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700 SPEED
GREATER ESCAPE
?
N
720
MONSTER N
YH, MH DAST s
780
750
SPEED
You
GREATER
A ATTACK
N 800, |
760
MONSTER ADD
>
ATTACKS EXPERIENCE

920
TREASURE
?

A 4

970 GOLD

MOVE

"~




Variables

I,J

XXX XXM >xXWIDN—AZOnNn=ZT

Listing

5
10
20
30
40
50
60
70
80
90

100
110
120
130

The Devil's Dungeon

THE DEVIL'S DUNGEON PROGRAM

0 - 524287
1-16
0Oorl
0orl
Oorl
1 - 16

0orl

Specifies contents of room

Lists adjacent rooms

Set flags for adjacent rooms

Flags for room contents (see below)

Flags rooms already visited

Your Tocation

Amount of gold in room -- depends on depth,
size of room, and random factor

Total amount of gold that you have
accumulated

Total 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 O
Your speed -- you die if it drops to O
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 variables

Slide

Move to

Treasure

Demon

Monster

Monster's strength

Monster's speed

Poisonous gas

Treasure

Slide

Slide to room

Dropoff

Number of rooms

REM SET ROOMS
DIM R(16),L(65),F(16),X(19),B(16)
: G=p: E=P: X=16

FOR I=p TO 65: L(I)=p : NEXT
FOR I=1 TO X: N=INT(3*RND(1)+1)
IF I=1 THEN N=3

FOR J=1 TO N

R=INT(64*RND(1)+1)

IF L(Rx>p THEN 8p

L(R)=I

NEXT J
R(I)=INT(524287*RND(1)):B(I)=p
NEXT I:B(L)=1

97
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140

145
150

160
170

180

185
190
200
210

215
220
230
240

245
250
260
270
280
290
300

305
310
320

325
330
340
350
360
370
380
390

395
400
410
420

425
430
440
450
460
470
480

485
490
500
510
520

R(1)=24576:FOR I=1 TO 19:X(I)=P:NEXT

REM HAZARDS

IF RND(1)<.p1 THEN PRINT "TREMOR":FOR I=1 TO 2P:L(I)=
INT(X*RND(1)+1) :NEXT

IF RND(1)<.@1 THEN PRINT "TREMOR":FOR I=1 TO 2p:L(I)=p:NEXT
IF X(1)*X(12)=1 AND RND(1)<.4 THEN PRINT "CURSED BY DEMON'":
YD=INT(.5*YD)

IF X(9)*X(11)=1 AND RND(1)<.4 THEN PRINT "GASSED!":YS=
INT(.5%YS)

REM DECREMENT AND TEST

YD=YD-D

YS=YS-D

IF YS<=@ OR YD<=p THEN PRINT "YOU'RE DEAD":END

REM OUTPUT STATUS

PRINT "GOLD"; G; " e

PRINT “EXP."™% Ei "“DEPTH"3 D

PRINT "SPEED: "3YD; "STRENGTH: "3YS:GOSUB 250:G0T031P

REM ADJACENT ROOMS

FOR I=1 TO X: F(I)=p:NEXT

FOR I=1 TO 64

IF L<>L(I) THEN3pp

IF L(I+1)<>p AND L(I+1)}<>L THEN F(L(I+1))
IF L(I-1)<>p AND L(I-1)<>L THEN F(L(I-1))
NEXT :RETURN

inn
= =

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

REM MONSTERS, DEMONS, GAS

IF X(2)=p THEN MS=p:GOT038p

IF F=1 THEN 379
MS=D*(X(3)+2*X(4)+4*X(5)+L)

MD=D* (X (6)+2*X(7)+4*X(8)+L)

PRINT "MONSTER'S SPEED:" ;MD;"STRENGTH:" ;MS
IF X(1)*X(12)=1 THEN PRINT "DEMONS"

IF X(9)*X(11)=1 THEN PRINT "POISONOUS GAS"

REM TREASURE

IF X(1p)<>1 THEN T=p:G0T043p
T=X(11)+2*X(12)+4*X(13)+1
PRINT"MAXIMUM GOLD:";T*L*D+1

REM SLIDES AND DROPOFFS
S=X(15)+2*X(16)+4*X(17)+8*X(18)+1

IF $>X THEN S=1

IF S=@ THEN S=1

IF X(14)=p OR S=L THEN48p

PRINT "SLIDE TO:";S

IF X(19)*X(13)=1 THEN PRINT"DROPOFF"

REM INPUT MOVE

PRINT"MOVE FROM";L;"T0";

FOR I=1 TO X

IF F(I)=1 AND I<sL THEN PRINT I;
NEXT 1



530
540
550
560
570

575
580

590

595
600
610
620
630
640
650
660
670
680

695
700
710
720
730
740
750
760
770
780
800
810
815
820

895
900
910

915
920
930
940
950
960

965
970
980

995
1000
1010
1020
1030
1040
1050

The Devil's Dungeon 99

INPUT M:IF M=88 THEN1PPp

IF M<p AND X(19)*X(13)=1 THEN D=D+1:F=p:GOT04p

IF M<) THEN PRINT"NO DROPOFF":GOTO 150

IF M>X AND L=1 THEN PRINT"YOU FOUND";G;"PIECES OF GOLD.":END
IF M<X THEN6QQ

REM MAGIC WAND

IF RND(1)<.4 THENPRINT"BACKFIRE":YS=INT(.5%YS):YD=INT(.5*YD):
GOTO15p

PRINT"WAND WORKS":R(L)=266240:G0T022p

REM MOVE TRADE

IF MS>p THEN70Q

IF M<=p OR L<>1 THEN920
PRINT"EXPERIENCE";E;"SPEED";YD;"STRENGTH" ;YS:INPUT"ADD SPEED";N
IF E-N<p THEN PRINT"NEED MORE EXPERIENCE":GOT0620
E=E-N:YD=YD+N:PRINT"EXPERIENCE LEFT";E

INPUT"ADD STRENGTH" ;N

IF E-N<p THEN PRINT"NEED MORE EXPERIENCE":GOTO650

E=E-N:YS=YS+N

GOT0220

REM FIGHT

k=]

IF M=) THEN9PQ
YH=INT(RND(1)*YS):MH=INT(RND(1)*MS)

IF YH>MS THEN Y'-=MS

IF MH>YS THEN MH=YS

IF RND(1)*YD>RND(1)*MD THEN 780

PRINT"MONSTER ATTACKS":YS=YS-MH:MS=MS-INT(.5*YH)
GOTO8PP

PRINT"YOU ATTACK":MS=MS-YH:YS=YS-INT(.5*MH)
E=E+2*YH

IF MS<=p THEN PRINT"MONSTER DEAD!":R(L)=R(L)-2:G0T0150
PRINT

PRINT"MONSTER STILL ALIVE":GOTO0150

REM RUN
IF RND(1)*YD>RND(1)*MD THEN PRINT"ESCAPED":GOT0970
PRINT"MONSTER HIT YOU":YS=YS-INT(.2*MS):G0T0979

REM TREASURE

IF T=p THEN97P

G1=INT(RND(1)*T*L*D)+1

IF X(1)*X(12)=1 AND RND(1)<.4 THEN PRINT"DEMON GOT GOLD'!":Gl=p
PRINT"YOU FOUND";G1;"PIECES OF GOLD.":G=G+Gl:R(L)=R(L)-512
E=E+G1

REM MOVE
IF F(M)=1 OR M=S THEN L=M:F=p:E=E+D:B(L)=1:G0T0150
PRINT"NOT ADJACENT":GOTO150

REM PRINT ROOMS

L1=L:FOR K=1 TO X

IF B(K)<>1 THEN1p79

PRINT Kj "--"3

L=K:GOSUB250

FOR J=1 TO X

IF F(J)=1 AND J<>K THEN PRINT J;
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1060
1070
1080

Minor

w

10.
1.
12
13.
14.
15,

Major

w

o OB

oo~

NEXT J:PRINT
NEXT K
L=L1:G0T022p

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 lower level, increase D in line 30.

To begin with a different amount of strength or speed, change YS
and/or YD in Tine 30.

To increase the probability of a tremor, increase .01 in line
150 and/or 1ine 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 Tine 170/180.

To double the monster's strength/speed, insert a statement,
MS=2*MS/MD=2*MD at 1ine 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 Tine 580.

To increase the amount the monster loses/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 Tine 800.

To increase the amount you Tose when getting hit while running
from the monster, increase the .2 in Tine 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, S1urp, Hairy's, -«

The treasures cou]d be in various sized conta]ners, 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 Tight 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
Tower Tevel.
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Atari Appendix

Art Auction Program (page 20)

SET PRICES AND RAMGES
(53,505, F(5), Y$(22

=1 105

100+ INTCSOXRNDC 1)

INTCPCT XXRNDCL 2)

1568 THEN SCIM=INTC(PCIMHA TR

—an
=
vﬂcg
=
=

R
D

1)=0

NEXT I
REM BUY PAINTINGS
FOR I=1 TO S

18 GOSUB 590

120 PRINT :PRINT "BUY PRINTING “;I:PRINT

PRINT
138 PRINT "PRICES: “;INT(FCI)-0.5XSCI>);
" MG INTCPCI )4+0.5%SC1))
148 PRINT :PRINT “YOUR BID"; : INFUT YE
158 PRINT "OPPOMEMTS BID “;CB;"."
168 IF YBXCB THEM 162
161 GOTO 179
162 PRINT "YOU BOUGHT IT.":FCI)=YB:GOTO

180

170 PRIMT "YOU WERE OUT BID."

188 NEXT I

195 REM SELL PAIMTINGS

200 FOR I=1 10 5

210 IF FCI1)=0 THEM 310

220 FOR K=1 TO INTCS¥RND(1M>

230 GOSUB 500 :CB=CB+INT? 1BQ¢RHNDI 1 3 )

240 PRINT "“SELL PAINTING “;1

259 PRINT "YOU BOUGHT IT FOR ":FCI):FRIM
T “AVERAGE OFFER IS ";P(1+30

260 PRINT "OFFER “;K;" IS ":CBi" "

278 PRINT "ACCEPT"; : INPUT Y$

289 IF Y$(1,1)="Y" THEM 300

290 NEXT K

300 P=P+CB-F(I>

318 NEXT 1

320 PRINT :PRINT "YOUR PROFIT IS “;P;"."

338 PRINT "PLAY AGAIN";:INPUT V¢
348 IF vecq,1)="¥" THEN RUM

3508 END

495 REM NORMAL DISTRIBUTION ROUTIMNE
500 D=0

518 N=INTCE552Z6XRNDC 130

520 FOR J=1 TO 1€

538 Q=INT(M-2)

540 D=D+2k(N-2-7)

550 N=Q

568 NEXT J

578 CB=PC I +S( 3k(D-£).8

599 CB=CB+2RNDC 1

598 CB=INT(CE}

668 RETURH

FIBTREELER

-
=8

Monster Chase Program (page 24)

S REM SET CONDITIONS
€ DIM M$C12,Y$(3)
10 X=1:Y=1

103
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w
o

=5

170 10

ISPLAY GRID

I=1 70 5

J=1 70 5

NT " I

I=X AND J=Y THEN 72
0 89

NT "M";:GOTO 108
I=R AND J=C THEN 82

99
€2 PRINT "Y" :GOTO 109

—ZC
1=
D

39*5%%3%

2EINIBLEEHER

g“v—t—(
o

218 7 :7 7 “MOUE NUMBER "

228 PRINT "DIRECTION (PESNO‘"; INPUT M$
248 IF M$="N" THEN R=R-1

298 IF M$="E" THEN C=CH

268 IF M$="S" THEM R‘R+l

278 IF M$="W" THEN C=C-i

288 IF ®4%C=0 OR R>5 OR C)S THEN 282
281 GOTO 299

282 PRINT "OUT OF BOUNDS.":GOTO 528
298 IF R=XANDY=C THEN 292

291 GOTO 309

292 PRINT “EATEN.":GOTO 528

280 IF X=R AND Y<K THEN D=1

310 IF XORANDY{C THEN D=2

320 IF XOR AMD Y=C THEN D=3
3308 IF XOR AND Y)C THEN D=4
248 IF X=R AND Y>C THEN D=5
358 IF X{R AND Y>L THEM D=6
368 IF X{R AND Y=C THEM D=7
378 IF %<R AND Y{C THEM D=2
388 D=0+INTCZXRNDC1 -1
399 IF D=0 THEN D=8

418 IF D>1 AND D{5 THEN H#=k-1
420 IF D>S THEN R=X+1

438 IF D>3 AND D{? THEH Y=Y-1
448 IF X2 OR D=8 THEN Y=Y+1
458 IF X=8 THEN X=n+1

460 IF Y=0 THEN Y=Y+1

478 IF X=6 THEN X=X-1

480 IF Y=6 THEN Y=Y-1

490 IF ®=R AND Y=C THEM 455
491 GOTO 509

495 PRINT "EATEM.":GOTD 520
580 NEXT T

518 PRINT "YOU SURUIUED!"

520 PRINT “PLAY AGAIN"::INPUT Y4
5308 IF Y$(1,13="Y" THEN RUM
540 END

Lost Treasure Program (page 28)

REH SET TERRAIN
M LS, 9N MEC1D.Y$(2D
2
I
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60 FOR I=1 T0 £

78 READ R.C

80 L(R,C)=1

99 NEXT I

180 FOR I=1 TO €

110 RERD R.C

120 L(R,C)=2

138 NEXT 1

140 L(1.8)=3

1508 L(6,1)=4

160 L(9,6)=5

178 L(5,5)=6

175 REM YOUR LOCATION

188 R=INT(S¥RNDC 1 )+1)

199 C=INTCO¥RNDC 1 )+1)

200 IF SQR((R-S5)~2+(C-5)2)¢2 THEN 1€8
205 REM START MAIN LOOP

210 FOR T=1 TD 186

220 PRINT "YOU ARE “;

230 J=L(R,C M1

248 ON J GOSUR 250,260,279, 280,230, 7000
070 318

258 PRINT "IN THE CLEAR ":RETURN

268 PRINT "IN THE WOODS.":RETURM

270 PRINT "IM THE MOUMTAINS. “:RETURN
288 PRINT "MEAR A CAVE.":RETURN

298 PRINT "“ON A BLUFF.":RETURN

300 PRINT "NEAR AN DAK TREE.":RETURN
318 PRINT "MOUE (NESW)"::INPUT M$
320 RT=R:CT=C

338 IF M$="N" THEM R=R-1:GOSUEB 324
340 IF M$="E" THEM C=C+1:GOSUE 428
350 IF M$="5" THEM R=R+1:GOSUE 229
360 IF M$="W" THEM C=C-1:GOSUB 428
378 GOTD 460

375 REM MOUE SUBRDUTINE

388 J=INTCI@XRNDC L )+

398 IF J>2 THEM RETURN

408 IF J=1 THEM C=C+1:RETURM

410 C=C-1:RETURM

420 J=INTCIERMOC ] b+l d

430 IF J>2 THEM RETURM

440 IF J=1 THEM R=f+1{:RETURM

458 R=R-1:RETURM

455 REM IM OCEAH. FOUHD TREMSLRE?
460 IF R<1 OR R>3 OR 041 OR CX9 THEM 427

470 1F L(R.C)=6 THEM 475

471 GOTO 430

475 PRINT "¥OU FOUMD THE TREASIRE TH 57
:GOTOD 558

480 NEXT T

499 PRINT "YOU FELL IH THE OCEAH

500 IF RNDC1X<S THEM 535

581 GOTO Sta

565 PRINT "EATEM BY SHARKS!":GOTD 553
510 $=5+0.5:R=RT:C=CT:IF S:1 THEM 5=
520 PRINT "THE PROEABILITY OF BEIMG ERTE

538 PRINT “"BY A SHARK NERT TIME IS ":&;"
5408 GOTD 424

530 PRIMT "PLAY AGAIM"::INFUT Y4
560 IF Y$(1,15="Y" THEN RUN

105
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Gone Fishing Program (page 34)

1 PRINT CHR%¢ 125 »:REM CLEAR SCREEM

S REM SET PROBAEILITIES & DEMSITY

18 DIM MEC1 2, REC1 0P8, B2 008,82

26 FOR I=1 TO 8:FOR J=1 TD &

3@ P(1.J0=a TARMOC )

48 DI, JI=INTCRMOC ] 35+1

58 MEXT J:NEWT 1

60 P(1,1)=0:P=0:F=1:C=1

145 REM MAIM LOOF

150 FOR T=& TO £ STEP 8.1

168 IF EMDC1MRCRLCO OR DCR.COH<1 THEM 1€
5

161 GOTD 179

165 PRINT "MD BITES." GOTQ 228

176 N=INTCRMOC L 0 R, Cobl )

180 W=THTCRMOC 1 MR )

198 P=F+Hil

208 PRINT "7QU CAUGHT "iMi" FISH."
219 PRINT "EACH WEIGHTMG "ibl:" LEZ. "
220 FREINT “AT LOCATION “:R."."iCi"."
239 PRINT "TOTAL LES. THIS TRIF IS ":F"

25 REM UNEXPECTED EXPERIENTES

30 IF RMNDC1 XT-E0 THEM 323

21 GOTOD 348

35 PRINT "STORM-—--L0OZT 12 HOUR - T=T+
8.5

346 J=INTC1BEIRHD 1 )+t

358 IF J»4 THEW 370

268 ON J GDSUE £a0, 709, 200, 202

gZB PRINT ™¥0U HAUE FISHED FOR “;T:" HOU
380 PRINT "MOUE CM.S,E.W.F.E)"; : IHPUT M$

396 IF M&="E" THEM C=C+1

400 IF M3="N" THEH R=R-1

410 IF M$="W" THEMN C=C-1

420 IF M$="S" THEH R=R+1

430 IF M$="B" THEHN RUM

448 IF R<1 OR R»8 OR C{1 OR C»2 THEHM 445

441 GOTO 458

445 PRINT "GROUMD—-SUK!" :GOTN 558

450 IF R=1 AMD C=1 THEN 500

460 NEXT T

470 PRINT "TIME UP. THE SUM HAS SET 2"
geg PRINT "HALF OF YOUR CATCH HAS SPOTLE
490 P=p.2

495 REM SUMMARY OF TRIP

500 IF T=0 THEM 505

581 GOTO 518

565 PRINT "STILL AT DOCK.*:GATO 18

518 PRINT "YOU ARE BACK AT THE DOCK®
52@ PRINT "AFTER ";T;* HOURS OF FISHIMG.

530 PRINT "CLEAM “:P." LBS. OF FISH."
540 PRINT "YOU RATE "; IMTCP/SX:" AS A FI
SHERMAH . "

550 PRINT "AMOTHER FISHING TRIP (YoM :
IMPUT ¥4

568 IF ¥g="Y" THEM RUH

7 END

535 REM SUBRNUTIMES

3
3
3
3
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689 IF R+C42 THEN RETIRH

€1@ PRINT "FISH SCARED EY SHARK. ™
620 PRINT "HOT BITIMG A5 OFTEM."
630 FOR I=1 TO &.FOR J=1 TD 2
648 PCT. J3=PCI. 1001

650 NEXT J:MEXT I

660 RETURH :
700 PRINT "SEA GULLS ATE SOME OF YOUR EA
IT."
719 PRINT "CATCH WILL BE SMALLER THIS TR
IP."

720 FOR I=1 TO 2:FOR J=1 TO 2
730 DCI. 0=, 001

749 MEXT J:HERT I

759 RETURM

208 PRIMNT “"MATE

210 R=INT¢ 24
828 C=INTC
8328 PRINT "YOU! ARE HOM AT LOCATION "SR
T A

g4 T=T+2.2

858 RETURH

QB3 PRINT "YOU CAUGHT & 50 LB SHaRE."
918 P=F+58

928 PRINT "TOTAL LBS. THIS TRIF IS “;P,"

a7y RETURM

Space Flight Program (page 40)

5 DIM C$C1 0, Y830

18 ®=10:Y=10:1M=0:11=0:7=0:1=0

28 F=10:D0=3¢ 995:P=3 1416:G=1

30 FOR T=A TO 18 STEP A .81

188 PRINT " DATA READOUT"

11@ PRINT T," HOLRS ";F;" LITERS"
120 PRINT "LOCATIOM: ":¥i", ";Y:PRIMT “UE
LOCITY: ";U

130 PRINT 2;" DEGREES"

140 PRINT "DISTAMCE: ":D

208 J=INTCSAEHOC 1 4+

210 IF J{6 THEN 215

211 GOTO 239

215 PRINT "PROELEMS. “;

220 ON J GOSUE 228,240,232, 260, 273 GOTS

290

%39 PRINT "GVYROS AMGLE ERRCR™-G=G+1:RETU
{

240 PRINT “FUEL LIME":F=F-6 5:RETUEM

25@ PRINT "LIFE SUPPORT" T=T+& A5:RETLRN

=3 RETURH
UMARMDC L 3-8 5=

260 PRINT "ALIENS
278 FRINT "METENRS":U
UY+RNDC 1 )-8 .5

288 RETURN

299 IF F1»8 THEM F1=F1-1:00T0 452

380 PRINT “"COMMARD CD.MH.CO"i IMPUT CF
316 IF C$="M" THEN E=1:G0TO 352

320 IF C#="H" THEM E=2:G0TO 352

338 IF C¢="C" THEN Fi=5

348 GOTO 458

350 PRINT "ANGLE"; :INPUT @&: A=A+ 2BXGIERND
(1 )-18%G)

368 A=AXF-120

107
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378 L=COSCA:M=SINCAY:F=F-1B

380 URX=UN+( 1+@ . 4¥RNDC1 )-8, 2 3L

390 UY=UY+( 1+0. 4XRND( 1 3-8, 2 %18

400 IF Ud=R AND UY»=R THEN 2=9@:G0TD 438

410 IF Ux=0 AND V{8 THEM Z=272:GDTO 438

420 2=ATHOINAR S : 2=24188F

430 2=2+INTCIBERMDO L 3 2=THT(2)
449 IF UX{D THEM Z=2+180

450 K=X+UL: Y=
530 U=S0R(
540 D=50R( (=00 b2+ Y-2

600 IF F{9 THEM £85

621 GOTD £1A

€85 PRINT “OUT OF FUEL":GOTD 663

610 IF D{1 AMD M1 THEM €15

€11 GOTO €22

615 PRINT “ARRIVED":GOTD £32

620 NEXT T

630 PRINT "THE TRIP TOOK ";T:" HOURS "
€40 R=200XT

€50 PRINT "VYOUR RATIMG IS "iR:"."

660 PRINT "PLAY AGAIN"::INPUT Y%

€70 IF Y$01.1)="Y" THEM RUM

690 END

Forest Fire Program (page 59)

18 DIM LC2,92,Y8(2)

28 FOR R=1 TO 9:FOR C=1 TO @
38 L(R,CX=1A

4@ NEXT C:MEXT R

58 FOR I=1 70 2

€8 R=INTCIHRNDC T M+1 2

78 C=INTCIERMDOL M4+1)

€8 L(R,C)=9

9@ NEXT I

95 REM FRINT GRID

180 PRIMT :PRINT " 123456725"
110 FOR R=1 T0 9

128 PRINT R;" *;

130 FOR C=1 TD @

148 IF LC(R.C)=18 THEM 145

141 GOTO 158

145 PRINT *.";:GOTO 179

158 IF L(R,CX8 AND LCR,CK18 THEN 155
151 GOTD 160

155 PRINT "%"::GOTO 172

160 PRINT " “;

1708 NEXT C

189 PRINT :NEXT R

195 REM INPUT ROUTIMNE

280 PRINT :PRINT "ROW":: INPUT R
210 IF R<B OR R>2 THEN 20@

2208 IF R=B THEM 333

230 PRINT "COLUMMN";:INPUT
240 IF C{1 OR £ THEN 228

258 FOR I=-1 TO 1:FOR J=-1 TD 1
268 A=R+1:B=C+]

279 IF A{1 OR A>9 OR B<1 OR EX9 THEN 21@

280 IF L(A.BXM1 OR LCABX=18 THEN 2182
299 IF RND1)»3.5 THEM 318
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300 L(A.BI=L(A.BX-2

318 NEXT J:MEXT 1

328 GOTH 458

3308 PRINT "BACKFIRE ROMW"::INPUT R
340 IF R{1 OR R>3 THEW 224

358 PRINT "BACKFIRE COLUMM"™::INPUT C
3@ IF C<1 OR C>3 THEM 752

378 IF LCR,C=18 THEM L(R,C =2

395 REM SPRERD FIRE

468 FOR R=1 TO 9:FOR C=1 TO 2

419 [F L(R,Cx1 OR LCR.CHXD THEM 599
420 IF L(R,CX3Z THEN 582

439 I=INTCZARMDC L -1

448 J=INTCZARNOC L -1

450 A=R+]:B=C+J

462 IF A<1 OR A>2 OR B{1 OR B> THEM 502

479 IF LCA,BX 18 THEN 50

480 IF RNDC 1@ 2 THEM 53

499 L(A.BI=11

500 NEXT C:MEST R

585 REM BURM FIRE AHD COUMT

518 F=p

520 FOR R=1 TC 9

538 FOR C=1 T0O @

548 T=L(R,C>

550 [F T=11 THEM T=9

560 IF T>0 AND T<18 THEM T=T-1:F=F+1
578 L(R.C)=T

580 NEXT C:MEXT R

598 IF F{1 THEN £23

600 GOTD 199

615 REM COUNT WOODS RATING

620 C=0

630 FOR R=1 TD %:FOR C=1 TO 2
640 IF LCR,C)=18 THEH k=hH+{

658 NEXT C:MEXT R

660 R=W+I0

670 IF R>189 THEN R=107

660 PRINT "YOUR RATING IS ":R:". "
690 PRINT "PLAY AGAIM"::INPUT ‘¥
700 IF Y$(1,1)="Y" THEH RUH

718 END

Nautical Navigation Program (page 65)

5 REM PLACE ISLAMDS AMD SHIP
18 DIM AC3),B(3),D(3), Y$(2)
20 E=0:P=3.14159

I=1 T0 3

B

%A BC T )=10%

mn
i
—_ =D

20.30,60,20,30.10

+SOXRNDC 1 2 Y=175+50%RNOC T ¥
START MAIM LOOP

: C=1 T0 160

INT :PRINT "MAUIGATION CHECK ";C
128 FOR I=1 70 3

138 IF DCI)=1 THEN 135

131 GOTD 148

135 PRINT "VISITED “:1

148 NEXT 1

=
—-—

gR88ITLEY
ap§

=
338

109
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150 FOR I=1 70O 3

160 A=ACT X :B=R( 1

170 GOSUB 609 :L=L+2 5-S4RMOCT

180 L=L+188:IF L>368 THEN L=L-268

198 PRINT “BEARIMG FROM ";1:" IS ";INTCL
bH

200 IF L>=198 THEN L=L-123:PRINT " TO "
INT(L)Y:GOTD 228

210 IF L<188 THEM L=L+189:FRINT " TO “;I
NT(L>

220 NEXT 1

225 REM INPLT

230 PRINT “ELAPSED TIME “;E

240 PRINT "HEADIMNG"::INPUT H

250 H=H+5-1B%ENDC 1)

260 PRINT "TIME"; : INPUT T:T=ABS(T
278 CO=COSCHEP-180 ) :SI=SINC HEP/ {8
280 IF H>180 THEM H=368-H

299 IF H<{30 THEM S=0

300 IF H>=30 AND H{98 THEM S=10+(H-98 36

318 IF H»9B THEM S=18-(H-981-18
320 S=S+2%RMDC1 31

3320 T=T+(D_ 1%RND {)-0 05}

340 X=Y+TkSHCO

350 Y=Y+T%S%S1

360 E=E+T

400 FOR I=1 70 2

410 D=SORC{ X-AC T 0a24(Y-BC T ) 323
420 IF D{S+18%EHOC 1 THEN DT =1
430 NEWT 1

440 IF DC1 D2 3+DC3 =3 THEH SA2
450 NEXT C

4%8 PRINT "EMCEEDR MAUIGATION CHECK":GOTO

599 PRINT "TRIF COMPLETED IM "“;E:" HOURS
516 PRINT "MUMEEF OF NAUIGATION CHEDKS I

)
3 )

528 PRINT "YOUR RATING IS ":178-C INTCE+1

538 PRINT "PLAY AGAIN"::INPUT v§
548 IF Y$(1.1)>="Y" THEN RUM

558 END

689 IF X=A AND YXB THEM L=270:RETURN
€18 IF N=A AHD V<{B THEW L=28:RETLRH
620 N=ABS(Y-B)ABSCH-AL

€30 L=ATHIN x:L=188%LP

640 IF ¥>A AND *»=B THEW L=L+18@
650 IF ¥{A AMD *Y>B THEW L=3268-L

€60 IF XA AMD Y<{B THEM L=12A-L
670 RETURM

Business Management Program (page 71)

S REM SET PRICES

18 DIM RC3),CC3 ), F(2),PC3), Y$(3 2, T$(1)
£=509 : 1M=2

FOR I=1 TO 3
RCI=8:F(1)=0
CCII=INTCIHRMNDC 1 0+15)
PCI)=INTC1GXRMDC 14782
NEXT I

FOR T=2 TO 12

BITLSER
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99 GOSUB 450

100 PRINT “MONTH ";T,“ YOU HAUE "“:C:PRIM
T :PRINT "MAMUFACTURING COSTS ARE $"iM
110 PRIMT "TRAMSACTION (0.B,M,Sx"i: INPUT
T$

120 IF T$="B" THEM GOSUB 508

128 IF T4="M" THEM GOSUE £R&

148 IF T4$="S" THEM GOSUE 744

159 GDSUE Zaa

166 NEXT T

165 REM SIRMARY

178 PRINT “EMD OF YEAR"

188 FOR I=1 T0 2

198 C=C+RCI MXCCT )

208 C=C+FCT XPCI 2

218 NEXT 1

228 C=C-523

230 PRINT "YOUR PROFIT IS “;C."."
240 PRIMT "PLAY AGAIN".:INPUT ¥$
258 IF Y${1,1="Y" THEN RUN

260 END

295 REM CHAHGE PRICE ROUTIME

300 FOR I=1 TO 3

318 J=INTCSERMDC 1 -2

320 J=CCI )

333 IF K14 OR J»2@ THEM 218

340 C(1)=J

358 J=INTC TLERNDC L =50

360 J=F(1MJ

378 IF K58 0OR J>39 THEH 354

388 P(1)=)

390 NEXT 1

480 J=IHT: S+RMOC 1 -2

418 J=M+J

420 IF K1 OR J>9 THEN 489

430 M=)

4408 RETURN

445 REM DUTPUT DATA

458 PRINT "ITEM MATERIALS PRODUCT"
:PRINT

468 FOR I=1 TO 2

478 PRINT I;" $"RCI" - 5012
" $%FCIN" - $PCIXPRINT

488 NEXT I

498 RETURM

495 REM BUY MATERIALS

568 PRINT "AMOUNT DF MATERIALS"; : IMPUT A

510 PRINT “ITEM #";:INPUT M
528 IF N{1 OR N>2 THEW GOTO 525
521 GOTO 539

523 PRINT "ERROR":RETURM

530 C=C-AXCCM X

548 IF C<B THEN 578

558 R(N)=R(NMA

560 RETURM

578 C=C+AKCIND

580 PRINT "INSUFFICIEMT FUNDZS "
599 RETURN

595 REM MANUFACTURE

600 PRINT "MAMUFACTURE AMIMT"; - THRUT A:
PRINT "ITEM #";:INPUT H

618 IF N OR M>3 THEM 615

611 GOTO €29

£15 PRINT "ERROR" :RETLIRH

€28 C=C-A*M

€28 IF C<0 THEH £35

LI
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621 GOTO €49
625 PRINT “INSUUFICIENT FUNDS . “:C=CHhcki:
RETURN
648 FOR I=1 70 3
650 IF I=H THEH £59
669 RCID=R(I-A
670 IF R(IXB THEM €75
71 GOTO €39
6?5 PRINT "MATERIALS GOME.":RCIJ=ReI+A:
C=C+fM : RETURN
€30 NEXT I:F(NI=FCNMA:RETURN
695 REM SELL
700 PRINT "AMIUMT TO SELL", : INPUT A:FPRIM
T "ITEM #";:INPUT H
7081 GOTO 720
7108 IF NB OR N33 THEN 715
715 PRINT “"ERROR" :RETURN
720 F(MI=FCN A
730 IF FCNMB THEN 769
740 C=C+AKPCHY
758 RETURM
768 FOMI=FCHA
778 FRINT "PRODUCTS GOME.“
768 RETURM

Rare Birds Program (page 77)

1 REM RARE BIRDS

2 REM

5 REM ZET DATH

€ 7 CHR$(125):REM CLEAR SCREEM

10 H=0:01M BC1E€. 1430 1016, NS 1582 PCLE D,
LEC1), THCL Y, ﬂf‘l LYECLHISC14)

15 FOR I=1 T 1S8:H$C1,10=" ":NEXT I

28 PRINT "PLEQ"E SHITYFOR I=1 TO 16

26 BCI,142=R

48 P(I1a=1-017-10

58 READ M
£a FOR J=12
78 Q=INTCHZ
8a Bl I, 1i=2% N2
98 N=Q

168 HEXT J

11@ NEXT 1

128 DATA 2122 11
128 DATA 2725.32454. 1702,
140 DATA 204_,3‘5":. 3516, 377
145 W=-12
158 FOR I={
168 READ M1
161 N=i+13
165 NECM =M%

178 HEXT 1

171 NECLEMOME v+1 2=" 2

175 DATA BIG LSMALL

120 DATA BLLUE, YELLOW

IEELEQTQ LONG BERKED SHORT BERKED. FEMALE
195 REM IMPLT PLACE

200 FOrR I=1 70 {6:1CI=0:NEWT 1

218 PRINT “PLACE (S.ML.DLFY';:THPUT L&
220 PRINT "WHEM CM.EX"::INPUT T%

23@ PRINT "WHERE (H.L3";:INPUT A%

260 IF L$="S" THEH 1({1)=1

270 IF L$="W" THEN I(2)=1

10 1 STEP -1

T3 48?2‘! 40831
T2
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280 IF L$="D" THEM I(2)=1

290 IF L$="F" THEM I74)=1

300 IF T#="M" THEN I(5)=1

310 IF T$="E" THEM I(£)=1

320 IF A$="H" THEM I(7)=1

339 IF A$="L" THEM I(&)=1

346 FOR I=1 TD 16:B(I.12x=0:MEXT I

350 FOR I=1 TO 16:FOR J=1 TO &

360 IF BCI..JXIC)) AHD BCT,.02=A THEM 39

%

370 NEXT J

380 B(I,123=1

390 NEXT I

395 REM FIMD BIRDS

460 FOR I=1 TO 2 STEP .92
410 J=INTC1E3RNDC L 141 X

420 IF B(J. 13231 THEH 442
438 IF RMDC1XPCJX THEM 460
449 NEXT I

450 PRINT "HO SIGHTIMGS “:H=H+I:GOTO ZE0

460 HeH+]
470 K=INTC 4
489 N=B(
485 KK=C kK
462 IF K104 THEN Ki=a2

498 PRINT "THE BIRD IS ";MECKIKK+13):PR
INT "TIME LAPSE ";T:PRINT "TOTAL TIME:";
H

493 REM THFUT ID

508 PRINT "IDEMTIFY 1-16";:IMPUT I

519 IF I=J THEH 572

528 PRINT "HOT CORRECT IDEMTIFICATION “:
C1=C1+1:G0TO SA0

520 IF BCJ, 143=1 THEN 525

531 GOTO 544

535 PRINT "ALREADY SPOTTED.":GOTO 558
549 PRINT "A HEW OHE!":BC.J.140=1

550 IF H»18 THEW 7@

568 GOTO 250

570 PRINT “TIME UP "

528 FOR I=1 TO 1A

S04 IF BrI.14=1 THEM 525

591 GOTO €08

595 PRINT “vOU SAl BIRD #";1:B1=E1+1
€00 HEXT T

610 PRINT "YOUR RATIMG IS ":1B4B1-Ci:"."

620 PRINT "PLAY AGATH";: IHPUT Y&
630 IF Y$C1.1)="%" THEW RN
640 EHD

Diamond Thief Program (page 83)

1 REM DIAMOMD THIEF
2 REM

3 ? CHR$( 125):REM CLEAR SCREEHM

A?TI_JIH AC9,30, 105,120, Y8(2):0=1:PRINT "W
20 FOR I=1 T0 9

38 FOR J=1 TO 3

40 READ A

50 A(I, J)=A

60 NEXT J:MNEXT I

113
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130 FOR I=2 TO 12

140 FOR J=1 TO 5

150 K=IMTCZERMDC 1 )+1)

160 LS, Ix=ACLC), T-1 0K

178 IF L<J.1)=B THEH 158

180 MEXT J:MEXT I

190 T=INTCI24RHDE 141 )

200 FOR I=1 T0 5

210 IF LCI,T)=3 THEN 248

220 NEXT 1

230 GOTO 190

240 D=INTCSERNDC 13+ 3

250 IF LD, TX>5 THEN 248

260 PRINT "SOMEOME STOLE THE DIAMOND. "
270 REM START OF MAIN LOOF
280 PRINT :PRIMT "QUESTION ";Q
290 PRINT "SUSPECT";:INPUT S
399 IF S{1 THEN 200

310 IF S>3 THEM 299

320 PRINT "TIME"::INPUT i

330 IF G{1 OR G>12 THEM 320
340 PRINT :PRINT “SUSFECT ";S;" AT TIME
i

358 IF S=D THEM P=8.5

368 IF S<>D THEN P=8 .05

370 IF RMDC1DXP OR L(5,6)=3 THEM A=L(S,G
):GOTO 419

380 I=INTCIXRNDC 1 +1 )

390 A=ACL(S.GY, T

400 IF A=D OR f=S THEN 289
410 PRINT :PRINT "I WAS IN ROOM “;A
429 IF A<{>S THEM 450

438 IF T<G THEN 425

431 GOTD 448

435 PRINT "I DID MOT SEE THE DIAMOMD!“:C
0TO 450

440 PRINT "1 SAW THE CIAMOMD “
450 IF RMDC 1P THEM 514

460 FOR I=1 T0 5

470 IF I=5 THEN S22

480 IF LS, GGy THEN S99
490 PRINT "I WRS WITH ";1

589 NEAT I:50T0 S48

510 I=INTC7ERMDC 10+1 3 IF I=S THEH 514
520 IF <€ THEM S25

521 GNT0 5329

525 PRINT "I WaS WITH “:1

520 REM

548 IF RMDC 1P THEM €48

558 FOR I=1 TO 2

560 A=ACLCS. G T

570 IF A=0 THEM £18

580 FOR J=1 T0O 5

590 IF LC.J.GY=A THEM 5325

591 GNTD €29

595 PRINT "1 SAk “:J

688 NEXT .

619 NEXT T

£20 GNTD 7A9

648 J=INTCIAUEHD 1 Wt s

€58 IF J{S THEM £S5
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£31 GOTO 702

635 PRINT "I SaW ..
768 IF RMDOLM:F THEW 778
718 K=INTO1@ERHR: {2+ 5
720 IF K<A AND K:x) THEN P23

721 GOTO 770

725 PRINT "1 SAW "iK

770 Q=0+1:G0TO 284

800 PRINT "GUILTY SUSPECT"; :INPUT S

818 IF S<1 OR S>5 THEM 209

8208 PRINT "TIME OF CRIME":INPUT G

830 IF G<{1 OR G>12 THEN 228

849 IF S=0 AND G=T THEN 245

841 GOTO £350

845 PRIMT “YOU GOT 'EM!":GOTO £72

858 IF S=0 NR G=T THEM 235

851 GOTO 268

855 PRINT "PARTLY RIGHT ":Q=R+18:GDTO 28
8

860 PRINT "BETTER GIVE UF.":Q=0+10A

870 PRINT "THE THIEF I3 ":D:" AT TIME "
T

999 PRINT "YOU RATING 1S “:16B-0Q

910 PRINT "PLAY AGATH"::IHRUT Y&

928 IF Y#(1.1="%" THEN RIM

938 END

The Devil's Dungeon Program (page 89)

1 REM THE DEUIL'S DUNGENH

2 REM

3 7 CHR$(125?

S REM SET ROOMS

1@ DIM RC1E),LCAT Y FOI6LM(19).B(16D

28 16

38 D=1:YS=101:YD=101

48 FOR I=0 T0 65:LC1=0:HEST I

58 FOR I=1 TO ¥:M=INT{ZARHDC 1 M4+1 X

60 IF I=1 THEN H=3

78 FOR J=1 TO N

80 R=INTCE4XRNDC 10 1+1 Y

9@ IF L(RX>8 THEN &8

180 L(R)=I]

110 NEXT J

128 R(ID=INT(S242874RMX 1 2 3:B( ] >=A

138 NEXT 1:B(L)=1

148 RC1=24576:FOR I=1 TN 12:H0] =0 HEXT
I

145 REM HAZARDD

158 IF RMDC13<A A1 THEM 195

151 GOTD 163

155 PRINT "TREMOR":FOR I=1 TO 2@:L(IX=IN

TCRIRMDC 1 041 3 NEXT [

160 IF RMD(1)@ THEM 163

161 GOTO 172

:é%P?INT "TREMOR":FOR I=1 T0 28:L<1)=0:
gg IF X(12R(12)=1 AND RHDC1)<B.4 THEN
171 GOTO 129

%’D?S) PRINT "CURSED BY DEMON!":YD=INT(O. 5%
189 IF X(OXX(11)=1 THEN 125

181 GOTO 199

445
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185 PRINT “"GASSED!":YS=INT(B SXVS)

189 REM DECREMEMT AND TEST

190 YD=YD-D

208 YS=YS-D

210 IF YS<{=@ OR YD<=0 THEN 215

211 GOTO 228

215 PRINT "YQU'RE DEAD . “:END

219 REM DUTPUT STATUS

228 PRINT “GDLD "“:G;" ";

230 PRINT "EMP. “:E;" DEPTH "“:D

240 PRINT “SPEER: ":¥D:*  STREHGTH: “;¥
S:GOSUB 256:60TN 218

245 REM ADJACEMT ROOMS

250 FOR I=1 TO ¥:FCIX=B:NEXT 1

260 FOR I=1 T0O A4

278 IF L<XLCTY THEM 2680

%89 IF LCT+HI X8 AND LCT+1MOL THEN FOLC
+1))=1

%’98 IFILC -1 AHD LOI-1%3L THEN FOLC
-1))=

309 NEXT I:RETURH

385 REM COHUERT

318 N=R(L >

320 FOR I=1 T0 12:Q=INTCH/2 ) XC T =28 N2
=0 :N=0:MEXT 1

325 REM MOMSTERS. DEMMS. GAS

230 IF X(2)=0 THEM MS=A:GOT0 228

348 IF F=1 THEM 379

258 Me=D AL s £ B e (AR I
360 MD=D e SR RS A DT )
370 PRINT "MONSTER'S SPEED: “:MD;" STRE

MGTH: ";MS

380 IF ¥(1MK(123=1 THEW 385

381 GOTO 257

385 PRINT "DEMDHE"

298 IF X(QMER(11)=1 THEN 235

381 GOTD 483

393 PRINT "POISOHOUS GRoM

399 REM TRERSUPE

409 1F XC18X31 THEM T=9:G0TD 420
410 T=p( 11 2012 M4t
420 PRINT "MAXIMUM GO0 *THL
425 REM SILIDES AHD DRNPOFFS

430 S=K0 1T MSERT 1A MR T IR 1R
449 IF SH¥ THEM
450 IF S=8 THEM 5=

46 IF ¥0143=@ N S=L THEM 429

478 PRINT "SLIDE T0 “:iS

480 IF M(19M0120=1 THEM 425

481 GOTD 4203

435 PRINT “"DRNPOFF"

482 REM INPIIT MOUE

499 PRIMT “"MOUE FROM ";L:" TO “;

560 FOR I=1 70 X

518 IF FCIx=1 AMD I<3L THEM 515

511 GOTO 52@

515 PRINT I:

520 MEXT 1

520 IHPLT M:IF M=22 THEM 1AR%

540 IF MA AHD #0193 k=1 THEM D=0+1
F=0:G0T2 47

538 IF M<3 THEM 5%

551 GOTO 5AA

959 PRINT "H0 DROPDFF"-GOTR 152

SE@ IF MY AT =1 THEM 569

561 GOTN 570

S€3 PRINT "0 FOUMD “:G." PIECES OF GRL
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D.":EMD

579 IF Mo THEM £22
573 REM MAC ]
528 IF Rh
521 GOTO 590
585 PRINT "P|<l ¥
HTCR . S0 GOT
598 PRINT "WatD l'H'?‘ 2RO =
2ze

595 REM MIUE TRADE

6a8 IF 1 THEM 709

619 IF MO 0F L0 THF.H 228
£28 PRTNT "EXPERIEN S SPEED "N
" STREMCTH ™. T SPEEDR": : THP
TH

€38 IF E-HIR THEN 225

631 GOTO A48

£35 PRINT "HEED MDRE EMPERIEMCE “:G0TN £

2a

648 E=E-H:YD=YDH{PRINT "EXFERIENCE LEFT
";E

SR PRINT " "3['! "‘TP‘F‘ ’!-" "o THPUT M

66R TF E-H<7

£61 GOTR £7A

665 PRINT “HEED MORE ENPERTENDE “:5DTR &
sa

€209 GOTN 2
£95 REM FICHT

789 F=1

710 IF MR THEM 9o
720 YH=IHT{ RHD

M THTCRUDY £ e

THEH 78R
’FB PPINT ”1’ NS M YS=YS-MH NS
=MS-INTI3 5
7TR GOTO 2
7R PRIMT "wii! aTTEdE " MS=MS-YH: y'S=
MTCE . SEMH
a0l E=E+24VH
g1@ IF M5
211 GoTN
£15 PRINT "MOMHSTER DEGO " ROL=RIL-2:00
TO 158

820 PRINT PRIMT "MOSTER STTLL ALTUE -
GOT0 159

895 REM RIM
933 IF Fh 3

THES 245
8 gl At A

g F;.‘.‘l:t',:c 1R 8 THEM
T Wenten

i PIECES OF 40
9F.ﬁ E:E 4 ﬁ‘.
9?0 IF H(‘}T R M=5 THEM =M:F=R:E=C+0:

BCL)=1:£0TD
980 PRINT "H0T

117
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995 REM PRINT RiMe
laee Li=lF0OR k=1 T0 ¥
1a1a IF U THEH 167A
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