


























































































































































































































































112 TIMELOST 

510-540 Search for randomly selected empty 
column 

542 Start sound effect; pitch proportional to 
column 

545 Print newly created monster 
547 End sound effect 
580-587 Update missile position if required 
583 Clear missile from screen 
585 Clear missile (by setting MPR=JJR) if at 

bottom row, else update it by one 

587 Call to check to missile hit 
600 Print score 
690 ... and loop once more 
800-802 Peek byte from keyboard, return if 255 

(no keys) 803 Re-initialize keyboard for next 
stroke 

807 -815 Adjust player's position if necessary 
820-839 Fire missile if necessary and possible 
900-999 End of game, print high score, ask for 

name if new high score, repeat game if 
requested 

1000-1020 Initialize screen 
1010 Set up alternate character map base 
1015 Set up appropriate colors 
1710-1735 Check for missile hit 
1770-1840 Missile hit, do update 
1770 If missile hit non-monster, no score 

update 
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1775 Update score (max # of points if monster 
directly below Jacque/Erin, no points if at 
bottom) 

1780 Clear monster at that column, decrement 
monster counter 

1790 Print explosion character (inverted) 
1800-1820 Sound effects of explosion 
1830 Erase explosion character 
1840 Clear missile and return 
2090 Data for "Jacque" character 
2130 "Erin" 
2170 "Monster" 
2500 Data statement terminator 
8000-9000 Instructions 

Some Changes You Might Like to Try 

1. Let a Warbird attack from above while 
the Pitdemons are climbing up from 
below. 

2. Add some different types of creatures 
climbing up and give different pOints 
for them. 

3. Let some of the Pitdemons go 
invisible and give extra points for 
hitting them. 
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In the 
Caverns of Carnage 

Jacque and Erin are in the fearsome and 
eerie Caverns of Carnage, attacked by the 
savage Crusher beasts. How long can Jacque 
and Erin survive the Chase that no one has ever 
gotten through before? How far can you get 
them through the Caverns? 

You can use Jacque's Positron Blaster to 
destroy the loathsome Crushers and score 
points for each one disintegrated. You get more 
points the closer you are to a Crusher when 
you blast it. But watch out-if a Crusher gets 
Jacque or Erin from the front or they crash into 
a wall or Crusher, the game is over. 

GAME PROGRAM LISTING 
1 REM ** * CAVERNS OF CARNAGE *** 
2 GRAPHICS O:POKE 752,1 :POSITION 9,4: 

PRINT " I NIT I A LIZ I N G" 

3 REM CLEAR KEYBOARD, SET MARGINS 

4 POKE 764,255:POKE 82,1 :POKE 83,39 

5 SW=37:W=5:ML=SW-W-2 
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6 JJR=5:WM1=W-1 

7 DIM JJ$(2),M$(1),L$(SW),MS$(W) 

8 DIM HIGHNM$(10),BL$(SW),MSS$(W) 

10 REM 

12 REM SET UP SPECIAL CHARACTERS 

14 REM 

20 STDSET=57344:CHBASE=PEEK(15)+28 

30 CHBASE=4*INT(CHBASE/4)+4 

40 CHADR=CHBASE*256 

50 FOR X=O TO 767 

60 POKE CHADR+X,PEEK(STDSET +X) 

70 NEXT X 

80 P=CHADR+24 

90 READ X:IF X>-1 THEN POKE P,X:P=P+1: 
GOTO 90 

95 GOSUB 8000 
100 REM -------------

110 REM TC = TOTAL # GAME CYCLES 

112 REM JJP = COUPLE'S POSITION 

114 REM LJJP = COUPLE'S LAST POS. 

131 REM MPR = MISSILE ROW 

132 REM MPC = MISSILE COL. 

135 REM LMPR = LAST MISSILE ROW 

136 REM LMPC = LAST MISSILE COL. 
149 REM -------------

150 TC=0:SCORE=0:M=37:M$=CHR$(M) 
151 JJ$="$#" 
152 REM ----

115 
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155 FOR X=1 TO SW 

157 L$(X,X)=CHR$(32+128) 

160 NEXT X 

161 REM ----

165 L=ML* RND(O) 

167 REM - - --

170 OPEN #1 ,4,O,"S:":GOSUB 1 000 
171 REM ----

180 POKE 752,1 

182 REM ----

185 JJP=L +W /2:LJJP=JJP:MPR=JJR 

187 REM ----

190 FOR X=1 TO SW 

192 BL$(X,X)="" 

195 NEXT X 

197 REM ----

200 FOR X=1 TO W 
205 MSS$(X,X)="" 

207 NEXT X 

209 REM - ---

300 LCNT=LCNT +1 

497 REM 

498 REM GENERATE LINE 

500 REM 

TIMELOST 

502 IF ABS(LCNT /3-INT(LCNT /3))>1.0E-05 
THEN GOSUB 800:GOTO 580 

510 L=L+SGN(50-100* RND(O)) 

520 L=L * (L>O)* (L<ML)+(L<1 )+ML * (L>=ML) 
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525 MS$=MSS$ 

530 FOR X=1 TO 4 

532 POSITION 2,X:? BL$; 

535 NEXT X 

545 1=1 +WM1 *RND(O):MS$(I,I)=M$ 

547 GOSUB 1500:POSITION 2,23 

550 ? L$(1,L);MS$;L$(1,SW-L-W) 

555 POKE 752,1 

557 REM 

558 REM CHECK FOR JJ COLLISION 

559 REM 

560 GOSUB 1800 

572 REM 

573 REM CHECK FOR MISSILE COLLISION 

574 REM 

575 IF MPR<>JJR THEN GOSUB 1710 

577 REM 

578 REM UPDATE MISSILE POS. 

579 REM 
580 IF MPR=JJR THEN 600 

583 POSITION MPC,MPR:PRINT " "; 

585 MPR=JJR* (MPR=23)+(MPR+1)*(MPR<23) 

587 GOSUB 1710 

590 REM 
600 POSITION 2,1:? "SCORE: ";SCORE; 

615 IF HIGHNM$<>"" THEN? " 
(BY ";HIGHNM$;")"; 

690 GOTO 300 

117 
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698 REM 
699 REM ----------

800 A=PEEK(764) 

802 IF A=255 THEN RETURN 

803 POKE 764,255 

805 REM ADJUST PLAYER'S POSITION 

807 LJJP=JJP 

810 JJP=JJP-(A=54)+(A=55) 

812 IF JJP<3 THEN JJP=3 

813 IF JJP>SW-2 THEN JJP=SW-2 

TIMELOST 

815 IF JJP<> LJJP THEN POSITION LJJP,JJR: 
PRINT " ";:GOTO 1800 

817 REM 

818 REM FIRE MISSILE? 

819 REM 

820 IF A<>33 OR MPR<>JJR THEN RETURN 

825 MPR=JJR+1 :MPC=JJP+1 

839 GOTO 1710 
840 REM ------ ----

897 REM 

898 REM JJ HIT SOMETHING - DOOM 

899 REM 
900 FOR X=1 TO 6:POSITION 2,X 

901 CLOSE #1 
902 PRINT BL$;:NEXT X 

905 POKE 752,0:POKE 764,255 

910 POSITION 12,1:? " ** GAME OVER *** " 

920 IF SCORE<HIGHSC THEN 960 
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925 HIGHSC=SCORE 

930 POSITION 14,3:? "GOOD SHOOTING!" 

940 POSITION 2,5:? "NEW HIGH SCORE. 
YOUR NAME";:INPUT HIGHNM$ 

950 POSITION 2,5:? BL$; 

960 POSITION 2,1:? BL$; 

962 POSITION 2,1 :? " HIGH: ";HIGHSC; 
965 IF HIGHNM$<>"" THEN? " 

(BY " ;HIGHNM$;")" ; 

970 POSITION 2,5:? "CARE FOR ANOTHER 
GAME";:INPUT M$:IF M$="Y" 
THEN GOSUB 1000:GOTO 150 

980 GRAPHICS O:END 

999 END 

1000 GRAPHICS 0 

1010 POKE 756,CHBASE 

1015 SETCOLOR 2,1,5:SETCOLOR 1,0,15 

1020 RETURN 

1097 REM 

1098 REM MISSILE HIT? 

1099 REM 
1100 POSITION MPC,MPR:GET #1 ,X 
1110 POSITION M PC,M PR:PUT #1 ,X 
1115 IF X=32 THEN RETURN 
1120 IF X<>M THEN MPR=JPR:RETURN 
1125 SCORE=SCORE+16-(MPR-JJR) 
1130 POSITION MPC,MPR:PUT #1 ,32 

1140 MPR=JJR 

1190 RETURN 

119 
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1199 REM 

1500 POSITION JJP,JJR:? ""; 

1510 IF MPR>JJR THEN POSITION MPC,MPR:?" "; 

1520 RETURN 

1600 POSITION JJP,JJR:PRINT JJ$; 

1610 IF MPR>JJR THEN POSITION 
MPC,MPR:PRINT ". " ; 

1690 RETURN 

1697 REM 

1698 REM CHECK FOR MISSILE COLLISION 

1699 REM 

1710 POSITION MPC,MPR:GET #1 ,X 

1720 POSITION MPC,MPR:PUT #1 ,X 

1730 IF X<>32 THEN 1770 

1735 POSITION MPC,MPR:PRINT " .";:RETURN 

1740 REM 

1750 REM MISSILE HIT SOMETHING 
1760 REM 

1770 IF X=M THEN GOSUB 1125:GOSUB 6000 

1775 MPR=JJR 

1780 RETURN 

1797 REM 

1798 REM CHECK FOR JJ COLLISION 

1799 REM 

1800 POSITION JJP,JJR:GET #1 ,X:POSITION 
JJP,JJR:PUT #1 ,X 

1810 POSITION JJP+1 ,JJR:GET #1 ,Y:POSITION 
JJP+1 ,JJR:PUT #1 ,Y 
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1820 IF X<>32 OR Y<>32 THEN POP :GOTO 900 

1830 POSITION JJP,JJR:PRINT JJ$; 

1840 RETURN 

1990 REM 
2000 REM DATA FOR " CUSTOMIZED" CHARS. 

2005 REM 8X8 MATRIX, TOP TO BOT. 

2060 REM 

2070 REM "JACQUE" HIMSELF 

2080 REM 
2090 DATA 24,60,24,126,90,90,36,36 

2100 REM 

2110 REM "ERIN" 

2120 REM 

2130 DATA 24,60,24,60,90,90,36,36 

2140 REM 

2150 REM MONSTER 

2160 REM 

2170 DATA 60,126,24,126,153,60,90,36 

2330 REM 
2490 REM ALWAYS LAST DATA STATEMENT 

2495 REM 

2500 DATA-1 

6000 SOUND 0,4,8,15:FOR T=O TO 3:NEXT T 

6010 SOUND O,8,8,15:FOR T=O TO 3:NEXT T 
6020 SOUND 0,0,0,0 
6030 RETURN 
8000 GRAPHICS O:POKE 82,4 
8005 POSITION 7,1 

121 
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8010 ? ,,** CAVERNS OF CARNAGE **" 

8100 ? 

8110 ? "PRESS < TO MOVE LEFT OR" 

8120 ? "> TO MOVE JACQUE AND ERIN RIGHT" 

8130 ? 

8135 ? "PRESS SPACE-BAR TO FIRE POSITRON" 

8137 ? "BLASTER SHOTS TO HIT MONSTERS" 

8138 ? 

8140 ? "THE CLOSER THE MONSTER TO" 

8150 ? "JACQUE WHEN FINALLY HIT, THE" 

8160 ? "GREATER NUMBER OF POINTS ADDED" 

8930 ? 

8940 ? "PRESS ANY KEY TO BEGIN" ; 

8945 A=PEEK(764):IF A=255 THEN 8945 

8950 POKE 764,255:GOTO 1000 

Variables Used in this Game Include: 

BL$=String of blanks 
CHADR=Absolute memory address of alternate 

char. set 
CHBASE=Memory page of alternate char. set (* 256 

= CHADR) 
HIGHSC=High score 

HIGHSC$=High scorer's name 
L=Width of left part of cavern wall 

L$=Cavern wall string 
LJJP=Last position of couple 

JJ$=Jacque/Erin characters 
JJP=Jacque/Erin column position 
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JJR=Jacque/Erin row position 
M$=Monster character 
ML=Maximum "L" value 

MPC=Missile position (column) 
MPR=Missile row; = JJR if inactive 
MS$=Monster string to be printed 

MSS$=lnitial monster string 
SCORE=Obvious; the score 

SPC$=String of spaces 
SW=Screen width 
TC=Total # of game cycles 
W=Cavern width 
X=Miscelianeous variable 

Explanation of the Program 

2 Set graphics mode, turn off cursor 
4 Clear keyboard, set margins 
5-6 Set variables 
7 -8 Dimension strings 
20-90 Set up alternate character set 
95 Clear screen call 
150-151 Set variables (JJ$ = Erin/Jacque 

characters) 
155-160 Set up inverse blank string 
165 Initial meander position 
170 Open "file" to access screen 
180 Wipe cursor 
185 Set initial couple position 
190-195 Set up string of spaces 
200-207 Same as 190-195 

123 
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300 Increment cycle counter 
502 Check for third cycle, perform action 
510-555 Was third cycle, print new string with 

monster, at bottom of screen, automatic scroll 
560 Check for Jacque/Erin collision 
575 Check for missile collision 
580-587 Update missile position if required 
600-615 Print score, high score 
690 Perform another cycle 
800-802 Peek byte from keyboard, return if 255 

(no keys) 
803 Re-initialize keyboard for next stroke 
807 -815 Adj ust player's position if necessary 
820-839 Fire missile if necessary and possible 
900-980 Jacque/Erin hit something, end of 

game 
1000-1020 Initialize screen 
1010 Set up alternate character map base 
1015 Set up appropriate colors 
1100-1190 Check for missile hit, update score 
1500-1520 Clear Jacque/Erin image and 

missile image 
1710-1735 Check for missile hit 
1770-1780 Missile hit, do update 
1800-1840 Check for Jacque/Erin collision 

with object 
2090 Data for "Jacque" character 
2130 "Erin" 
2170 "Monster" 
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2500 Data statement terminator 
6000-6030 Sound effects when monster hit 
8000-9000 Instructions 

Some Changes You Might Like to Try: 

125 

1. Make other types of creatures appear and 
award different points. 

2. Allow trapdoors in the cavern as an extra 
challenge to Jacque and Erin. 

3. Allow safe side passages as an extra aid to 
Jacque and Erin. 

4. If Jacque and Erin get over 10,000 points, 
you have managed to get the two through. 
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Escape 

You are in the horrible prison of the 
Warlord and are attempting to escape with 
some of your fellow prisoners. But to escape, 
you must leave through the River of Death by 
passing through the Gates of Destruction. 

In this game, you can help 100 prisoners to 
excape by guiding them through the gates. No 
one has ever got all 100 safely through. You 
guide each prisoner's boat down the river and 
through the gates, steering the boat left or right. 
Because the current is so swift, there's no way 
you can stop the boats. You must maneuver 
them just right to pass through the gates-if 
possible. 

Watch out for the rocks at the edge of the 
river. They will also make you lose a prisoner if 
one touches them. You 'll also notice that the 
shoreline changes as the game progresses. 

This represents the tide exposing and 
covering some of the rocks at the edge. Good 
luck. 
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GAME PROGRAM LISTING 

2 REM *** ESCAPE *** 

5 RAD :GOSUB 8000 

7 P=3 

10 SW=38:M=6:TR=3:BR=18 

12 K=6.28318/(6*P) 

15 OPEN #1 ,4,O,"S:" 

20 DIM L$(SW),SPC$(SW),G$(SW),BT$(1) 

22 DIM IBT$(1) 

25 TOTAL=100 

30 FOR X=1 TO SW 

35 L$(X,X)=CHR$(32+128):SPC$(X,X)="" 

37 G$(X,X)=CHR$(18) 

40 NEXT X 

42 TC=0:LEFT=TOTAL:BT$=CHR$(16) 

43 ESCAPED=0:IBT$=CHR$(16+128) 

45 C=INT(10*RND(0)):ROW=TR 

50 BPC=SW 12+2:BPR=BR+5 

60 GOSUB 4310 
100 NB=INT(M* ABS(SIN(K*(ROW+C))))+1 

103 SHWD=SW/2-NB+1 

105 POSITION 1,ROW:POKE 752,1 

110 PRINT L$(1 ,SW 12-NB);SPC$(1 ,NB*2); 
L$(1,SW/2-NB);:POKE 752,1 

120 IF ROW=BPR AND BPC<=SW/2-NB 
THEN 3000 

190 GW=1 

200 POSITION SHWD+GW-1 ,ROW:GET #1,X 
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201 POSITION SHWD+GW-1,ROW:PUT #1,X 

203 IF X=16 THEN POSITION BPC,BPR: 
? " ";:GOTO 3000 

205 POSITION SHWD,ROW:? G$(1 ,GW); 

207 POSITION BPC,BPR:? BT$; 

210 POKE 752,1 :TC=TC+1 :GW=GW+0.25 

215 SOUND 0,250-SHWD-GW*8,1 0,2+GW 

220 GOSUB 2000 

230 IF TC/4=INT(TC/4) THEN POSITION 
BPC,BPR:PRINT " ";:BPR=BPR-1: 
GOSUB 2070 

240 IF BPR=TR-1 THEN 4000 

300 IF INT(GW)<NB*2 THEN 200 

400 FOR X=15 TO 0 STEP-1 

405 SOUND 0,255*RND(0),0,X 

410 FOR T=O TO O:NEXT T 

415 NEXT X 
420 SOUND 0,0,0,0 

1000 GOSUB 1500 

1020 GOTO 100 

1500 POSITION SHWD,ROW:? SPC$(1 ,NB*2); 

1505 ROW=ROW+1 

1510 IF ROW>BR THEN ROW=TR:C=C+1 

1520 RETURN 

2000 A=PEEK(764):IF A=255 THEN RETURN 

2010 POKE 764,255 

2015 LBPC=BPC 
2020 BPC=PBC+(A=55)-(A=54) 
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2030 IF BPC<1 THEN BPC=1 

2040 IF BPC>SW-2 THEN BPC=SW-2 

2050 IF LBPC=BPC THEN RETURN 

2060 POSITION LBPC,BPR:PRINT " "; 

2070 POSITION BPC,BPR:GET #1 ,X 

2080 POSITION BPC,BPR:PUT #1 ,X 

2090 IF X<>32 THEN POP :GOTO 3000 

2100 POSITION BPC,BPR:PRINT BT$;:RETURN 

3000 POSITION 11,1 :PRINT "ANOTHER 
ONE LOST!"; 

3003 POSITION BPC,BPR:GET #1 ,X 

3005 POSITION BPC,BPR:? IBT$; 

3010 SOUND 0,64,10,8:FOR T=O TO 30 

3015 NEXT T 

3020 POSITION BPC,BPR:? BT$; 

3030 SOUND 0,128,10,8:FOR T=O TO 30 

3035 NEXT T 

3040 POSITION BPC,BPR:? IBT$; 

3080 SOUND 0,0,0,0 
3090 LEFT=LEFT-1 

3100 FOR T=O TO 300:NEXT T 

3110 POSITION BPC,BPR:PUT #1 ,X 

3120 GOTO 4110 
4000 POSITION 14,1:PRINT "FREEDOM!!!!"; 

4010 FOR L=1 TO 3 
4015 SOUND 0,33,10,15:FOR T=O TO 10 

4020 NEXT T:SOUND 0,0,0,0 

4025 FOR T=O TO 1 O:NEXT T 
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4030 NEXT L 

4040 SOUND 0,25,10,15:FOR T=O TO 50 

4050 NEXT T:SOUND 0,0,0,0 

TIMELOST 

4090 LEFT=LEFT -1 :ESCAPED=ESCAPED+1 
4100 FOR T=O TO 300:NEXT T 

4110 FOR X=O TO 2:POSITION 1,X 

4120 ? SPC$;:NEXT X 

4130 GOSUB 4310 

4200 BPC=SW 12+2:BPR=BR+5:GOTO 300 

4310 POSITION 1,0:? "ESCAPED: ";ESCAPED; 

4320 POSITION 23,0:? "REMAINING: ";LEFT; 

4325 IF LEFT=O THEN 7000 

4330 RETURN 

5000 GRAPHICS O:POKE 752,1 

5010 POKE 82,1:POKE 83,39:RETURN 

7000 FOR X=1 TO 5:POSITION O,X 

7005 PRINT SPC$;:NEXT X 
7007 POSITION 12,2 
7010 ? ,,*** GAME OVER ***'''' 
7100 POSITION 9,4 

7200? "CARE FOR ANOTHER GAME"; 

7300 INPUT BT$ 
7400 IF BT$<>"Y" THEN GRAPHICS O:END 

7500 GOSUB 5000:GOTO 42 

8000 GOSUB 5000 
8005 POSITION 8,0 

8010? ,,**** ESC APE ****" 
8020 POKE 82,3 
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8100 POSITION 8,4 

8110 ? "THE OBJECT OF THE GAME IS TO" 

8120 ? "STEER THE BOAT 0 TO SAFETY." 

8130 ? "THE CURRENT INEXORABLY 
CARRIES YOU" 

8140 ? "UP THE SCREEN TO YOUR GOAL OF" 

8150 ? "FINAL ESCAPE AT THE TOP. PRESS" 

8155 ? "< AND> KEYS TO MOVE LEFT 
AND RIGHT." 

8160 ? "AVOID CLOSING GATES, OR THE" 

8170 ? "SHORELINE. CRASHING INTO EITHER" 

8180 ? "ONE DESTROYS THE BOAT 
AND DROWNS" 

8190 ? "THE UNFORTUNATE OCCUPANT." 

8195 ? "YOUR SCORE IS EQUAL TO THE" 

8197 ? "NUMBER OF PEOPLE THAT YOU FREE." 

8200 ? 
8210 ? "PRESS ANY KEY WHEN READY"; 

8220 A=PEEK(764):IF A=255 THEN 8220 
8230 POKE 764,255:GOTO 5000 

Variables Used in this Game Include: 

BPC=Boat column 
BPR=Boat row 

BR=Bottom row at which river plotted 
BT$=Boat character; input char. at end 

of program 
C=Offset in NB function for variable 

river width 
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CHADR=Absolute memory address of alternate 
character set 

CHBASE=Memory page of alternate char. set (* 
256 = CHADR) 

ESCAPED=Number of prisoners that have escaped 
G$=Gate characters 

GW=Width of gate at any particular time 
IBT$=Permanently boat character 
JJ$=Jacque/Erin string 
JJP=Jacquel Erin position 

LEFT=# of prisoners left 
LBPC=Last boat column 
LBPR=Last boat row 

L$=River shore characters 
NB=Number of blanks in a particular row 

of shoreline 
P=Affects number of "waves" in shoreline 

shown at anyone time on screen 
RI$=String of rocks 

ROW\=Current gate row 
SHWD=Width of left shoreline (at any 

particular plot) 
SPC$=String of spaces 

SW=Screen width 
TC=Total # of game cycles 

TOTAL=Total number of "prisoners" 
TR=Top row at which shore plotted 

X=Miscelianeous variable 
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Explanation of the Program 

5 Set radian mode I initialize screen 
7 -12 Set up variables 
15 Open "File" for screen access 
20-22 Dimension strings 
25 Set total number of prisoners 
30-40 Set up strings 
42-43 Set up variables 
45 Random setting of river width I initial row 
50 Initial boat position 
60 Print "Escaped," etc., messages 
100 Function for 112 river width (number of 

blanks) 

103 Width of left part of river 
105-110 Print river section 
120 Boat destroyed if collision with river bank 
190 Initial gate width 
200-203 Check for gate closure on boat 
205 Print gate 
207 Print boat 
210 Erase cursor, increment cycle counter, 

increment gate width counter 
215 Ominous noise of gate closing 
220 Check for key action 
230 If every 4th cycle (one gate closure), move 

boat up screen. Note that the 4 in "TC/4" is 
the reciprocal of the 0.25 added to GW in line 
210. To slow the speed at which the boat 
moves up the screen, multiply 4 by some 
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integer (2, 3, etc.) To speed the boat up, 
change "4" to 2 or 1. Of course, changing 
0.25 to some other value will also change the 
game (if greater than 0.25, such as 0.5, then 
gate will close faster, if smaller then gate will 
close more slowly, etc.) To change the speed 
but still have the boat going up the screen at 
one row per gate closure, the value added to 
GW in line 210 and the divisor of TC in line 
230 must be reciprocals of each other. 

240 If boat past top of river, freedom 
300 If gate not yet closed, branch 
400-420 "Crash" of gate closing 
1000 Call to Clear gate, start at next or top row 
1020 Loop to start next cycle 
1500-1520 See line 1000 
2000-2040 Update position of boat based on 

keys 
2050 If nothing done, return 
2060-2100 Check for boat collision 
3000-3120 Boat collided; make sound effects, 

blink boat, decrement "LEFT," start another 
prisoner 

4000-4130 Boat freed; make sound effects, print 
"FREEDOM" message, decrement "LEFT" 
and increment "ESCAPED," start another 
prisoner 

4310-4330 Print # escaped, remaining 
5000-5010 Initialize screen 
7000-7500 Game over routine 
8000-8300 Instructions 
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Some Changes You Might Like to Try: 
1. Allow multiple gates to make it harder for 

the prisoners to get through. 
2. Allow the prisoners' boats to temporarily 

stop. 
3. Make rocks randomly appear in the water to 

make it harder for the boats to get through. 
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Rockfall! 

Things are bad . The Wizard's creatures are 
attacking, and rocks are crashing down. How 
long can Jacque and Erin survive? 

You can fire Jacque's blaster right or left at 
the creatures or up at the rocks. You score 
more points the closer you let the rocks or 
creatures come before blasting them. 

If a rock hits Jacque or Erin, the game is 
over. Likewise, if a creature gets to either of 
them, the game ends. 

GAME PROGRAM LISTING 

1 REM *** ROCKFALL *** 
2 GRAPHICS 1 :POSITION 4,4: 

? #6;"INITIALIZING "; 
3 REM CLEAR KEYBOARD,LEFT MARGIN 
4 POKE 764,255:SW=20 
5 HIGHSC=0:BASE=34 
7 DIM JJ$(2),RI$(SW),R$(SW),SPC$(SW) 
8 DIM SM$(1),HIGHNM$(10),LM$(1),RM$(1) 
9 DIM RK$(1),DSP$(SW) 

10 JJ$(1)=CHR$(BASE+98) 
11 JJ$(2)=CHR$(BASE+1) 
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12 SM$(1)=CHR$(BASE+101) 
13 LM$(1)=CHR$(BASE+3) 
14 RM$(1)=CHR$(BASE) 
15 RK$(1 )=CH R$(BASE+4) 
16 FOR X=1 TO SW:SPC$(X)=" " 
18 RI$(X)=" &":NEXT X 
20 STDSET=57344:CHBASE=PEEK(15)+28 
30 CHBASE=4*INT(CHBASE/4)+4 
40 CHADR=CHBASE*256 
50 FOR X=O TO 767 
60 POKE CHADR+X,PEEK(STDSET +X) 
70 NEXT X 
80 P=CHADR+8*(BASE-32) 
90 READ X:IF X>-1 THEN POKE P,X:P=P+1: 

GOTO 90 
95 GOSUB 8000 

100 REM ----------
105 REM 
110 REM TC=TOTAL # GAME CYCLES 
120 REM CRR=CURRENT ROCK ROW 
125 REM LMP=LEFT MONSTER POSITION 
126 REM RMP=RIGHT MONSTER POS. 
130 REM JJP=COUPLE'S POSITION 
131 REM MPR=UPWARDS MISSILE ROW 
132 REM MPC=UPWARDS MISSILE COL. 
133 REM SMP=SIDE. MISSILE POS. 
134 REM SMV=SIDE. MISSILE VECTOR 
135 REM LMPR=LAST UP MISSILE ROW 
136 REM LMPC=LAST UP MISSILE COL. 
137 REM LSMP=LAST SIDE MISSILE POS. 
140 REM 
150 TC=O 
155 ICRR=5 
165 SCORE=O 
170 REM --------- -

137 



138 TIMELOST 

175 GOSUB 1000 
180 M PR=19:SMV=0:SM P=-1 
185 LSMP=SMP:LMPR=MPR:LMPC=MPC 
190 POKE 764,255 
199 REM 
200 REM BEGIN (ANOTHER) MAIN CYCLE 
210 REM (ROCKS SUCCESSFULLY SHOT, 
220 REM NOBODY CRUSHED) 
230 REM 
240 TC=TC+1 :LCNT=O 
245 DMP=1 +(TC>2)+2* (TC>6)+4* (TC>1 0) 
250 R$=RI$ 
255 FOR X=1 TO 7-DMP:Y=1+18* RND(O) 
260 R$(Y,Y)=" " :NEXT X 
330 LMP=1+INT(DMP* RND(O)) 
340 RMP=19-INT(DMP* RND(O)) 
350 JJP=10 
355 CRR=ICRR+DMP 
365 REM 
366 REM ----------
367 REM 
370 LCNT=LCNT +1 
371 REM 
372 POSITION O,O:PRINT #6;"score: " ;SCORE 
373 POSITION 0,1 :PRINT #6;" high: " ;HIGHSC;: 

IF HIGHNM$<>"" THEN PRINT #6; 
" (BY ";HIGHNM$;")"; 

374 REM 
375 QUANT=ABS(LCNT /(8-DMP)-INT 

(LCNT /(8-DMP))) 

376 GOSUB 1100 
377 LSMP=SMP:SMP=SMP+SMV 
378 SMP=SMP* (SMP<20)-(SMP>19) 
379 SMV=SMV* (SMP>-1)* (SMP<20) 
380 REM 
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381 IF SMP>-1 THEN POSITION LSMP,19:? #6; 
"";:POSITION SMP,19:? #6;SM$;:GOSUB 1100 

390 IF LMP>-1 THEN LMP=LMP+(DMP>5* RND(0)) 
391 IF RMP>-1 THEN RMP=RMP-(DMP>5*RND(O)) 
395 IF LMP<O THEN IF DMP>5*RND(0) THEN 

LMP=DMP 
397 IF RMP<O THEN IF DMP>5* RND(0) THEN 

RMP=19-DMP 
403 REM 
404 REM UPDATE, DRAW ROCKS 
405 REM 
406 POSITION O,CRR:IF QUANT<1 E-06 THEN 

SOUND 0,50,10,8:PRINT #6;SPC$;: 
CRR=CRR+1 :GOSUB 11 OO:SOUND 0,0,0,0 

407 POSITION O,CRR:PRINT #6;R$; 
408 REM BRANCH IF ROCKS AT BOTTOM 
409 IF CRR=19 THEN 750 
410 REM 
415 DSP$=SPC$ 
416 REM 
420 DSP$(JJP+1,JJP+2)=JJ$ 
421 REM 
422 IF LMPR<19 THEN POSITION LMPC, 

LMPR:PUT #6,32 
425 IF SMP>-1 THEN DSP$(SMP+1,SMP+1)=SM$ 
430 IF RMP>-1 THEN DSP$(RMP+1,RMP+1)=RM$ 
432 IF LMP>-1 THEN DSP$(LMP+1,LMP+1)=LM$ 
435 IF MPR<19 THEN POSITION MPC,MPR: 

PUT #6,138 
437 POSITION 0,19:? #6;DSP$; 
439 REM 
440 REM UPWARDS MISSILE UPDATE 
441 REM 
442 LMPR=MPR:LMPC=MPC:REM SAVE POS. 
445 MPR=19* ((MPR=19) OR (MPR=O))+ 

(MPR<19)* (MPR>0) * (MPR-1 ) 



140 

459 REM 
460 REM CHECK FOR MISSILE HIT(S) 
461 REM 
465 GOSUB 1100 
499 REM 
500 REM CHECK FOR MONSTER/JJ HIT 
501 REM 

TIMELOST 

505 IF JJP<> LMP AND (JJP+1)<>RMP THEN 610 
506 REM COLLISION WITH MONSTER 
507 REM 
510 POSITION 5,4:PRINT #6;" ** MUNCH ** " ;: 

GOTO 760 
511 REM 
599 REM 
600 REM PERFORM ACTION FROM KEYS 
605 REM 
610 GOSUB 800 
690 GOTO 370 
699 REM ----------
749 REM ROCKS AT BOTTOM, DO CHECKS 
750 IF R$(JJP+1 ,JJP+2)=" " THEN 775 
755 POSITION 5,4:PRINT #6;"** CRUNCH ** "; 
760 POSITION 6,6:PRINT #6;"GAME OVER"; 
762 IF SCORE<HIGHSC THEN 765 
763 PRINT CHR$(125);"NEW HIGH SCORE!! YOUR 

NAME";:INPUT HIGHNM$ 
764 HIGHSC=SCORE 
765 PRINT CHR$(125);"CARE FOR ANOTHER 

GAME?";:INPUT R$:IF R$(1 ,1)="Y" THEN 150 
770 GRAPHICS O:END 
774 REM PLAYER MADE IT 
775 POSITION JJP,19:? #6;JJ$; 
777 POSITION 4,5:? #6;"YOU MADE IT"; 
778 FOR T=1 TO 300:NEXT T 
780 GOTO 175 
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795 REM - ------ ---
800 A=PEEK(764):IF A=255 THEN RETURN 
803 POKE 764,255 
805 REM ADJUST PLAYER'S POSITION 
810 JJP=JJP-(A=54)+(A=55) 
812 IF JJP<3 THEN JJP=3 
813 IF JJP>16 THEN JJP=16 
815 REM FIRE UP MISSILE? 
820 IF A=33 THEN IF MPR=19 THEN 

MPR=18:MPC=JJP+1 
825 REM FIRE SIDE MISSILE? 
827 IF (A=10) * (SMP=- 1) THEN SMP=JJP-1 : 

SMV=-1 :POSITION SMP,19:? #6;SM$; 
830 IF (A=15)* (SMP=-1) THEN SMP=JJP+2: 

SMV=1 :POSITION SMP,19:? #6;SM$; 
839 RETURN 
840 REM ----------
999 END 

1000 GRAPHICS 1 :SETCOLOR 1,4,14 
1010 POKE 756,CHBASE:POKE 82,0 
1020 RETURN 
1097 REM 
1098 REM SIDE MISSILE HIT MONSTER? 
1099 REM 
1100 IF SMP=LMP THEN LMP=-2:GOSUB 1200 
1110 IF SMP=RMP THEN RMP=-2:GOSUB 1200 
1115 IF MPR<>CRR THEN 1130 
1120 IF R$(MPC+1 ,MPC+1)<>"" THEN 

141 

R$(MPC+1 ,MPC+1 )= " " :GOSUB 6000:MPR=19 
1130 RETURN 
1199 REM 
1200 SOUND 0,192,10,8:S0UND 1,255,0,8 
1205 POSITION SMP,19:? #6;" * " ; 
1210 SMV=O:SM P=-1 :SCORE=SCORE+1 0 
1215 FOR T=1 TO 2:NEXT T 
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