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bonus game

by DAVID PLOTKIN

A challenging maze chase game that
demonstrates the speed and versa-
tility of the ACTION! language.
Requires ACTION! cartridge from
Optimized Systems Software. Works
on all Atari memory computers with
32K disk or 24K cassette. Antic Disk
subscribers will find a “‘run-time”’
version on their disk, for playing
without the cartidge.

Amazing is a surprisingly imaginative
maze chase game written in ACTION!
You are a skinny red X named Gork.
All you want from life is to wander
the city grid, munching up the energy
pellets that the programmer thought-
fully left strewn about.

Not surprisingly, three enemies will
attempt to stop you with their in-
stantly lethal touch. Luckily, your
unique defensive mines can immobi-
lize and vaporize enemies. But of
course each opponent is quickly
replaced by another.

continued on next page
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IMPROVED
PRINTED
LISTINGS

Spaces between Atari special
characters will make Antic
program listings easier than
ever to type correctly.

See the new instructions for
Typing Antic Program Listings
in June's Software Library sec-
tion.

Antic’'s improved custom
printing program is written in
ACTION! by Michael Fleisch-
mann, a regular contributor
and a computer engineer at
Hill Air Force Bace in Utah.

Release a mine by pressing the joy-
stick button. You can have up to four
mines on the board at one time. To
retrieve an unused mine, touch it. The
mines become available again after
destroying an enemy. Naturally,
higher levels mean tougher
opposition.

HOW IT WORKS

Type in Listing 1 and SAVE a copy
before you compile and RUN it.

Now let’s look at some of the
game’s more interesting ACTION!
procedures.

DRAW?7 directly manipulates the '

screen bytes to PLOT a point in the
specified color. It’s considerably faster
than the built-in Atari PLOT function.

FASTDRAW is a high speed tech-
nique to put a high resolution picture
on the screen. It does direct byte
manipulation of the screen with no
math involved, so it is considerably
faster than even DRAW7. The value:
of each byte that makes up the pic-
ture is stored in a byte array, and the
width, height, x and 'y coordinates
‘must be passed to the procedure.

The picture itself is generated using
Drawpic from Artworx. Drawpic
turns the picture you design on the
screen into BASIC DATA statements,
which can be listed to disk; the for-
mat can then be modified to fit into
an ACTION! program.

MOVEIT moves the player/missile

 shape defined by byte array SHAPE

and player number WHICH to the

~ specified position on the screen.

BOARDDRAW draws the initial
board. It uses FASTDRAW and the
byte array BLK to put the squares
with letter A on the board.

TESTCOL tests for collisions be-
tween the various players by sampling
the hardware collision registers. It
waits for a whole screen to be drawn,
then transfers the contents of the col-
lision registers to temporary locations
in RAM. The collision registers are
then cleared. Checking for collisions

is actually done by looking at the tem-
porary locations.

LLOC performs the same function
as LOCATE, but much faster.

GOTBUMPED processes the col-
lisions of the enemy players and a
mine. The explosion sounds and
flashing of the obliterated player are
handled by repeated calls to this pro-
cedure. It also removes the enemy
player from the board and positions
is back in its original corner.

MUNCH detects collisions between
your player and the energy pellets. It
also keeps the sound going and erases
the eaten pellet.

CHANGEDIR decides whether to
change the direction of an enemy
player. It also checks to see if the
player can move in the indicated
direction. This procedure is only
called when the player is in an
intersection.

SMARTS determines whether the
enemy players are in an intersection.

OUCH is called if your player is
caught by an enemy.

CHASE calls SMARTS for each
layer, and moves the player if it hasn't
been destroyed by a mine.

MOVEMAN reads the joystick and
moves your player. It checks to see if
you can move in the direction you
want. If not, then you continue in the
direction you are traveling. Thus, you
can push the stick in the desired direc-
tion before you get 1o an intersection
and then move in that direction when
you hit the intersection.

Avid ACTION! programmer David
Plotkin is a veteran of the Antic pro-
gram submission procedure and, on
the side, a chemical engineer for
Standard Oil of California.

Listing on page 77.
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-208.6.136,169.131.,.145.,203,200

5100 DATA 232,200.192.15.248

5118 DATA 3.,76.11.6,138.24 .

5128 DATA 105.6.178,224.180.,240,19
5130 DATA 165.203.24.233.185.,144.2
S148 DATA 2360.204.165.283.24.185.70
5158 DATA 133.2603.76.9.6.173.,218,157.,1
33.2067.169.2.141

5168 DATA 218.157.169.08.133.77. 230 206
»165.206.261,12,2088.4,169.0,133,206,23
8,199.2,96, -1

5170 DATA 9.0.0.0,0.,6.0,8.255., 255

51806 DATA 255,255.,255.,255,255,255

5198 DATA 60.24.,189,231,231.,189.,24.60
52080 DATA 8.0.0.85.42.0.9.08 :
5218 DATA 0.0.0.85.42.0.06.0

5228 DATA 192.,96.248.159.184.240.96. 19
2
5230
52406
5258
5260
5270
5280
5298

Pt ]
FQ
YH
ZC
Fu
Iu

NR

NQ
GN
FC
GB
GE
TF

3,6,31.249.29.15.6.3
32,1.,18,8,20.,74,128.2
28,42,93,127.,93,42.28.0
16.32,133.,18.1606.8.68.1
22,1.,20,136.,17.2,40,129
129.32,0.,2,80,0.,9.0
1.64.8.0.06.32.,2.6

5388 DATA 32.1.18.8.20.,74.128.2

68080 DATA AARAAABEBBBBECBEBBBBEBBBBEBBE
BPBBBEBBBBBBBEBBBBEBBEBBBBBBBEBBBBERBA
AAAA

68010 DATA 672.,1338.20725.,308043

6828 DATA ANARABEBEBBEBBBEEBBCBBBEBBEB
BBEBECEBBEBBBBCBBBEBBCBBBEBEBBBBEBBEBA
AAAA

6630 DATA 652.1296,2222,3113

6040 DATA AARANABBCBEBGBCBFBECDCCEGCCEF
BCECDEBEFBCBECBBEDECBBBDBEBBCEBCDEBFBA
ARAA

6858 DATA 721.,1025.3834.3169

6868 DATA AARAARBBCBEBBBCBFBECBCCBGCCBF
BCBBBEBEFBCBEBBBEDBCBBBDBEBBCBBCDBBFBA
ARAA

6078 DATA 924.2842,3536,2129 .
6680 DATA ARAAABBBBEEEBBBEEEBBBEEEBBBE:

NI
Pz
as
00
EW
Sy
KH
PP
GL

DATA
DATA
DATA
DATA
DATA
DATA
DATA

ax

FJ

GP
T0

aL
Wu

TN
RUW

JE
NI

aF
5D

FO
GH

BZ
MU

GY
co

JB
FS

SB
JK

FM
GC

LU

(114
KI

EEBBBEEEBBBEEEBBFBBEEEBBBEEEBBBEEEBBBﬂ

ARAAL
6098 DATA 764.1298,2222, 3113

6100 DATA AAAAABFFFFGBGFFFEBGFFFFBFFFF
FBFFFFFBFFBFEBEFFFFBFFBGBFBCEDDEFFFFBA
ARAA

6110 DATA 811.1324,4108.2914

6120 ‘DATA . ARAAABFGGGGFFFGGDGGECCECEGEE
GBBBBBEGBBBBBFEF GBGGEEBBBBBEFEF GFGFBBA
ARAR ¢

6130 DATA 987,1115,3479,3194

5140 DATA AANRABGEGCBGBBCBDBEGBBDBBCBG
EansBGBaoscaacssonancscaacaasssoasacaa
AAAA

6158 DATA 512,1213, 3314, 501

6160 DATA AAAAABBBGBFFEBBFFGFFBBBBEGEB
BBGEGBBGGGGDEEEEBBFBBFFBEBBCCECBBBFBBﬁ
ARAA :

6178 DATA S17.1131,3104,851

6188 DATA AAARABBDDDDDBEBBGBGEGBDDDBBF
BEGBGEBBBEEEBDDEDDBBCBBCEBOBBCBBEEGEBA
ARAA

6198 DATA 513;1214,3184,851

6200 DATA ANARABBEEBFBGGHDBEEBBBGGBEBRB
EEGEEBBBBBBGGEGGBBBFFDDGGBBBFEFBBGEBBﬁ
ARAR .

‘6218 DATA'; 717;1115 34?9 3104 -

6220 DATA AARAABBBEBEGEGEBFDFCDFBEGCGE
BBBBFFFBEEGEEBBDDDBBCCCBBEGBBGEBBEGBBn
AAARA & o

62386 DRTﬁ 98?,1115 3?59,3166

6248 DATA ARAAABBBFFFFBEEEEBDDDBGGGBCC
CBEGGEBEGEGBBBFFFBCDCCECFFBBDBCCBEGEBA
ARAR .

6258 DATA 582 1283 3314 521

6260 DATA ANAAABBBEEEEBEEEGEEEEBEEEBEE
GBBBBDDDCCGEEDEEEEEFFBCEGEDBBCCEBBBBBR
ARARA T e i
6278 0ﬁTﬂ 39, 1502'2345 3199

6289 DATA AAANASBBBBEBBBBBEGBFBGEBFFBC
CBDDBGEBDBEGBBFBEEBGGBEGGBBBCCBBDDBBBﬂ

bonus game

rapid maze game in ACTION!

AMAZING.......

LISTING 1

: AMAZING o
; BY DAVID PLOTKIN
: ANTIC MAGAZINE

MODULE

CARD SCRLOC=88.,HIMEM=S2ES.
PM_BASEADR. ADRES. ADRESB. SCORE=[81

INT DIRH=[21.DIRY=I[81.HDIR.YDIR

INT ARRAY PHDR=IO 8 © 0].
PYDR=18 6 8 9]

BYTE T=3DA.YCOUNT=S5D4@B.
PMHITCLR=SDO1E.DMACTL=S22F.
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BYTE

U FATE=S53770.CURSH=752, '+

GRACT DOAD . PMBASE=5D407,
PRIORITY=526F.H6.Y0.COUNT=L0O].
U AVEIS1LFT=I1561.CD=L20]1.
. PCLRM=?11,COLRO=768. LOUD=L0]1.
COLRL=789.COLR2=718. annq-?iz.

THTROM=656. THTCOL= 657.LUL“[1]»‘
SND1=5D20F . SND2=5D208

‘ARRAY YLOCL B0 iy
YLOCH t80) . RSHZ (1603
PMHPOS (83 =5D000O.
PH(4)=[8 8.8 01.PYC(4AYL
BEGH(4)= 0 52. 5271961

conﬂnued on next page
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BEGY(4)=[0-38 166 38]
'PH—NIDTH(S) SDBBGQPLPTRL
PH_MISMASK(4) «(SF, ;
“PCOLRC43=204, PMTDPF(B ,50088.
PHTOP(B)~$DOOB;PFCOL(B) PLOLLB)

BYTE ARRAY BM(8)=[SC8 $38 5C S$31.
CM(8)=[58 555 SAA SFF1.
CHMP1 (D) =18 @ 129 129 66 66 36 36
24 24 24 24 36 36 66 66 129 129 8 01,
CHMP2(@)=[8 8 129 129 66 66 68 36
36. 36 36 36 36 68 66 66 129 129 0 01.
CRT(8)=[0 8 129 129 129 195 98 126
126 165 165 126 126 99 195 129 129
1298 81, .
MSTATUS(BI=[0 6 8 0] ESTﬂTt&].;',
MH(B)=[8 B @ 81.MY(O)=(8 B 0 01,
BLK(@I=['U'H U UTZ Y e Z @ Y e'l
ufUfUT;HIDTHS z,uEIGHT 8
BYTE ARRAY LINE,DUM. e
BYTE LOW=LINE. HlGH”LINE*i L

PROC DLAY(CARD NRIT)
CARD COUNT
FOR COUNT= 9 TO NRIT DO UD RETURN

PROC INIT?() ”hi\ k !

BYTE LOW1i,HIGH1.X . CARD SCREEN:LOMi
GRAPHICS (7)) COLROG=44 COLR1=196
COLR2=106 COLR4=0 SCREEN"SCRLDC I=ﬂ
HWHILE I<8e Do YLOCL(I) =L0OWL:
YLOCH(I) = HIGH1 SCREEN«SCREEH+48 I I+1
oD :

I=8 HWHILE I<160 DB RSHZ(I) I: RSH 2
I=I+1 e :

op :

RETURN s

INT FUNC HSTICK(BYTE PORT)

BYTE ARRAY PORTS(4)=5278

INT ARRAY VALUE(4)=16-1 SFFFF 8]
RETURN (VALUE CCPORTSLPORT] &SC) RSH 212

INT FUNC VUSTICK(BYTE PORTJ

BYTE ARRAY PORTS(4)=3278

INT ARRAY VALUE(4)=(0 1 SFFFF B]
RETURNMN (URLUE(PDRTSKPORTJ&3)) e

PROC HPDRTE(] : ; :
THRTROMW=1 THTCOL= 12 PRINTC(SCORE)
RETURN
PROC UPDATESHIPO
BYTE LOOPS :
THTROW=1
FOR LOOPS5=1.T0 5 DO THTCOL 31+L00PS
IF LU>=LOOPS THEN PRINT('e')

ELSE PRINTC "2
FI 0D RETURN

PROC DRAMZ(BYTE X. ¥.CLR)

BYTE H1=5A0.Y1=S5Al, CLRi SRZ

LOW=YLOCL (Y1)

HIGH= YLOCH(YlJ

T=RSHZ2 (K1)’

LINE(T)~(((BH(81&3)'SFF]&LINE(TJ)
(BM(H1&3) &CM(CLR1II)

RETURN '

PROC FASTDRAMIBYTE ARRAY. PICTURE

BYTE WIDTH.HEIGHT . HX.,YY)
BYTE LCTR1. LCTRZ .CRRD LCTR3 &
FOR LCTR1=0 T0 HEIGHT-1" E

DO LOW=YLOCLCYY+LCTR1) HIGH‘?LOCN(vaLCTﬂi)

LCTRZ=HKH+WIDTH
LCTRI=(LCTRA+1I*UWIDTH~1
DO

CLINEC(LCTR2I=PICTURECLCIR3) & .0
. LCTR3==-1 LCTR2= Gl
CUNTIL LCTRZ KX
LoD

0D RETURN:

g &

PROC: PMGRAPHICS ().

ZEROCPMHPOS ., 8) : : B
ZERO (PM_WIDTH.S) o .
DPMACTL=S$3E PCOLR(B)=52
PM_BASEADR= (HIMEM-5$80083 85F800
PMBASE=PM_BASEADR R9H &

> HIMEM=PM_BASEADR+768

PRIORITY==&S5CO%17 GnaciL 3 o
RETURN e

CARD FUNC: PMADR(BYTE. NJ «
IF- N>=4 THEN N=0 ELSE N==+1 FI
RETURN(PM;BRSERDR*?BS*(N*Slﬂﬂ))f

PROC PHCLEﬁR(B?TE

CARD CTR

BYTE ARRAY PLAYADR '

PLAYADR=PMADR (N)

IF N<4 THEN ZERO (PLAYADR, 51080)
ELSE N==

FOR CTR=0 TO S$180-1

PO PLAYADR(CTR) = &Pn_nlsnasxtu) oD
FI

RETURN L

“PROC. WINDOHO)

BYTE LOOPS
THTROW=8 THTCOL=@ CHRS" 1
PRINT

')

(Il

FOR LOOPS=1 T0 2 DO

THTROW=LOOPS TRTCOL=8 PRINT(“I"J
THTCOL=38 PRINTC'1'Y)

OD THTROW=3 THTCOL=@

PRINT

(ll'
TRTROW=1 THRTCOL=3 PRIHT (“SCORE" "3
UPDATE () THTCOL=20 PRINT ("MEN LEFT. 3
UPDATESHIP ()

RETURN

PROC MOVEIT (BYTE ARRAY SHAPE BYTE
HHICH, NUM. X%, YY) .~

ADRES=PMADPR (WHICH) +¥¥

MOVEBLOCK(ADRES, SHAPE. NUM)

PMHPOS (WHICH) =HR

RETURN

PROC PUTMANLC)

BYTE LP

FOR LP=6 TO 3 DO _

MSTATUSILP) =@ ESTAT(LP) =@ 0D

HO=128 ¥Y8=102 MOVEIT(CHMP1.0,20.X0,Ya)
FOR LP=1 70 3 DO o s
PRILPI=BEGH (LP) PY(LPI=BEGY(LP)
MOVEIT (CRT.LP.28.PRILP).PYI(LPY) OD
RETURN :

PROC BORDERC()
BYTE L1,L2
FOR L1=0 T0 159 DO
FOR L2=8 YO 3 DO
DRAWZ (L1.L2,1) DRAWZ (L1.L2+76.1)
oo 0D
FOR L1=0 TO 79 DO
FOR L2=8 TO 3 DO L :
DRAMZ (L2,L1,1) DRﬂH?tL2+156 L1 1
oD 0D
RETURN

PROC DOTS(C)Y

'MAY 1985
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BYTE L1.L2

FOR L2=8 T0 22 STEP 16 DO
FOR L1=8 TO 156 STEP 8 DO

PRAW? (L1.L2.3). 0D 0D S

FOR L2=16 TOQ ?Z STEP 16 DO
FOR L1=8 TO 156 -STEP 16 D0

DRAWZ (L1.L2,3) 0D OD

RETURN

PROC BOARDDRAKWC)

BYTE - L1.L2

BORDER ()

FOR L1=2 TO 36 STEP 4 DO
FOR L2=12 TO 68 STEP 16 DO
FASTDRAWIBLK, 2. 8.,L1,L2)0D OD

DOTS Q)

RETURN

PROC TESTCOL (2

BYTE LL

FOR LL=@ TO 7 DO
PFCOL(LLI =8 PCOL (LL) =8 0D
PO UNTIL VCOUNT&128 0D
FOR LL=8 TO 7 DO

PFCOL (LLY=PMTOPF (LL)

PCOL CLLI =PMTOP (LL)Y OD
PMHITCLR=1

RETURN

BYTE FUNC PMHIT(BYTE N,CNUM)
IF N<4 THEN N==+4 ELSE Nz=-4 FI
IF CNUM<4 THEN
RETURN((PCOL(N) RSH cnun)&1)
ELSE CHNUM==&
RETURN((PFCOL(NJ RSH CNUM) 81)

FI RETURNC(S)

BYTE FUNC LLOCC(BYTE HM.YY.CLR)
BYTE X1:=35A0,Y1i=5A1.,.CLR1=%5A2.1L1.L2
LOM=YLOCL (Y1) HIGH=YLOCH(YV1)
T=RSH2{H1} L1=K1&3

LZ2=LINECT) &BM(L1)

IF (LZ&CM(CLRi))~(BH(L1)&CN(CLR1))THEH

RETURNC1) FI;:SOMETHING THERE
RETURN (8)

BYTE FUNC LKAHD (INT HD.YD BYTE HX.YY)

BYTE HA.YA.XB.YB,RS1,R52 .
HA=HH-48 YA=(YY-32) RSH 1
IF HD>8 THEN HA==+7+HD RB ﬂﬁ
vA==+1 YB=YA+7?

ELSEIF HD<8 THEN HXAz==+XD HB=XKaA
YA==+1 YB=YA+?

ELSEIF YD>O THEN KB=HA+7
YA==+9 YB=YA

ELSEIF YD<® THEN HB=Xa+? YB=YA
ELSE RETURN(O)

FI RS1=LLOCCHA.YA.1) RSZ=LLOCC(HB.YB.1]

IF RS1+R52=8 THEN RETURNI(1)
ELSE RETURNI8] ;0K
FI RETURN(8) ;BLOCKED

PROC NEWLEVEL (2

BYTE LL

SNDRST Q) SCDRE==+COUNT*LUL
UPDATE () COUNT=8 LUL==+1

FOR LL=0 TO 7 DO PMCLEAR(LLY 0D
DOTS ) PUTMANCO)

DIRH=6 DIRY=86 . -

IF LVL<11: THEN FT==-18 CD==+18 FIX
RETURN

PROC MSLDROP CINT XD, YD)

BYTE TRIG=644.XA,YA,.LP.MASK.LD=L[81.TT=L06]

IF LD>1 THEN tLD==-2 FI

MAY 1985

FI 0D 0D

o XIF ESTRT(LD) FT

SOUND €1,LD LSH 3:18.LD3
TF TRIG=1 THEN TT36 FI.

IF TRIG=1 DR (HD=9 AND YD=@8): OR TT=1

THEN RETURN FI
FOR LP=0 T0 3 .D0O

IF M5TATUSILP) =8 THEN HSTﬂTUS(LP) 1

IF RD>8 . THEN XA= Ko YAZY@+9

ELSEIF HD<8 THEN HA=K8+7 YA=Y0+9

ELSEIF ¥D>0 THEN MA=HO+4 YA=YO
ELSE HA=HB+4 YA=YO+18 :

FI HBSK«PH_HISMRSK(LP)f$FF(LD=12'TT=1

MY CLPI=YA' nx(Lpi_xn
PLPTR (MY CLP)I==XMASK
PLPTRIMY (LP3 +1) ==xMASK
PMHPOS (LP+4) HR(LP) EHIT
FX. 0D RETURN

PROC MSLGET() :
BYTE LP,LD1=(01 i
IF LD1>1 THEN LD1i==%2 FI
SOMND (2. LD1 LSH 4 10 Lo1)

S FOR LP=8.T0 3 DO

IFE PMHIT(LP+4.0)= 1 THEN
MSTATUSCLPI =8 LD1=12
PLPTR(MV(LP))"&PH~HISNRSK(LP)
PLPTRIMY ILPI +1)==&PM_MISMASKILP)
PHHPOS(LP+4)*8 EHIT FI OD RETURN

PROC GDTBuMPEDt)
BYTE LO:LD2=18]1,L01

IF LD2>8 THEN LD2==-1 FI

SOUND (3, LD2 LSH 3,8.LD2)

FOR LO=0 TD 3! po: FOh‘LQi*i ¥0.:3 poO

"IF PMHIT(LO+4, LDiJ“i THEN

LD2=14 ESTRT(LOi)*1“HSTﬁTUS(LQ) =@

PLPTR(HY(LQ)J—~&PH_HISHQSK(LQ)

PLPTRIMY.(LOY +1) PM-_MISMASKILQ)
'PMHPOS(LO+4) B e By

FOR LQ=1 TO 3 DO

IF ESTRT(LO))B THEN ESTHT(LQ)

PCOLR(Lu)_FaTE‘
FI

;S PMCLEARLLOS
“PCOLRCLOI= (R
PHCLO) =BEGR (LOJ ' PY(LQ) =BEGY (LO)
MOVEIT (CRTLLOLZO, PHILUY PY(LQ))
FX OD RETURN e

PROC MUNC"()
BYTE TIHE 29,

IF LOUD)i THEN LOUD ==2:FX
SOUND (8.8, LOUD LSH 3,L0UD)’

-

IF PMHIT(®,183=0 THEN DLAY (1) "RETURN FI

LOUD=12 R1=H@-48 Y1~(YB 323 RSH 1

DRAN?Z (H1+35.,¥v1+4, ) DRRH?(81*3 ¥1+5.8)
DRAMWZ (H1+4,¥1+4.,0) DR9N7(81*4 Y1+5.,08)2

COUNT==+1
IF COUNT=135 THEH NENLEUEL() FI
RETURN ) :

proc cnanssoxn(svrz uﬂ):'

BYTE F.LP
IF FATE<CD THEN F nanot4)

IF F=8 THEN PXDR(HH)}=2 PYDRC(WH)=@
ELSEIF F=1 THEN pxontuu)=~2~_
PYDR (WH) =8 ELSEIF F=2 THEN"

PHRDR (HH] =8 PYDR (HH) =2 ELSE e
PHDR (MH) =6 P?DR(NH):—Z .

FI :

FI
IF LKAHD (PHDR (WH) . pvnntuu),pxtuu).
PY(WHI) =8 THEN pnon(uuns——pxon(uﬂ)

. ANTIC SOFTWARE LIBRARY % 79
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oR Y= 1oz‘on'vi13 0
CHANGEDIR (LHICH)
FI RETURN

a,lavra STCK=632, TIME—ZB
PROC ENDGﬁHE() ; . HDIR=HSTICK(®) LSH 1,
BYTE TRIG=644. 51=7ss TIME=2 ol L SUNDIR=USTICK(8) LSH 4. -
SCORE==+COUNT»*LUL. PMuITan e upoaTEcJ' . IF HDIR<>8 AND YDIR<>@ THEN voxn @ FI
COUNT=8 LVL=1 THTROM=2 THTICOL=8 - %IF STCK=15 THEN HDIR=DIRX YDIR= pInv FI
PRINT ("GAME: TGRS RESS FTRER .

SCORE a THTROH—i TKTCOL*iZ ' x LKﬁHD(DIRH DIRV ‘HB.. YGJ‘ .

PRINT (. HA==+DIRK YYo= #DIR?f
PRINT (" 2By : o ELSE DIRR=9-DIRY=8
UPDATEC() DOTS() PUT AN C) ' ”,,‘4 G UFX nousx1:cunp1 a,zn un.
KDIR=G YDIR=O nInx 0 oxav-a 'ST=@ 1 o U RETURN

RETURN e ‘

 PROC_MAINO Chanrdd /
PROC DUCHCY - BYTE RH.COUNT, 11n5n~zn arnacr-sqan\
BYTE LC.LD L s T SNDA=3 SNDP2=@

IF PCOL(4)=8 THEN neru N FI pEde e L e INT Y)Y pnsnapnxcs:: PCLnuusa»

LC=V@+18  LD=y0+1@ ' i " PLPTR=PMADR(4) DUM=PMADR(@)
DO LD==+2 IF LD>208 THEN LD=2@8 FI , FOR #H=0 70 7 DO PICLEAR (HK) 0D,
LC==-2 IF LC<38 THEN LC=30 FT = _FOR HH=1 703 DO '

IF C(LC=38 AND LD“ZO”); HE" EHITJFI’ o L' PCDLR(H"J (Rﬁ"D(lS) LSH 4)*6
SOUND(8,LC.8.8): SQUND(ioLD 8,8y 0
DUMCLC)=FATE DUMCLDI=FATE =

DLAY (258) DLAY (250) DLRV
0D SNDRST Q) SR i ATRACT=0 GOTBUHPED() OD
FOR LC=8 TQ 7 DO PHCLEaR 'c: uomwy : . RETURN

VU==~1 HPDﬂTESﬂIP ()

communlcatlons

LISTHVG e

GO 10 REM ﬂUTDDIﬂL-BGSﬂf . DL 158 CLOSE ﬂl OPEN “1 8. B;

QUTODIQL}S

o

D,

KZ 20 REM BY CHARLES JACKSOMN =~ . s

RH 38 REM ANTIC MAGAZINE % o SL 168 ? 31 nuns'

KL 48 GRAPHICS O:POKE 710.100:P0OKE 709,12 SEJ A78 7 BLIVACTIYAC
FZ 58 DIM NUMS(15).ACNUMS(20), PHS€25) C . UH 180 7. mi;']:v:pPy
L 68 7 .° f “ LP 190 CLOSE ®1 '
FJ 728 2 @ ‘

' ‘ ] . PY 200 POKE 718,
BK 88 ? :7 L.,"by €. Jackson s b reated. iz
SM 98 7 :?7 :7 "Phone . numbern!:iTNPUT NUMS Y MG 218 TRAP 250
AK 188 7 :? 'SAccess: uunber" SINPUT ACNUMS' : cJ 2za open 121, 1.0
HB 118 2 :7: "Passuord YT, PUS *POKE. ?1 ST 1

8.66 / : S NQ 2387 "nenenb
cB 1208 .7 :? "Inser wours

s [START] to write’ nuruoiau vs, 'GP 248 7 urscnPs OBJFFile to nuronuu.svs.”
ZM 130 POKE %3279.8 s : L1

VL 146 IF PEEK(53279)<>6 THEN 143 0B 258 END
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