



































































































































































































































































































































Speed Reading

Alteration—Change the game into a
translation exercise. Use foreign and English
equivalents instead of sentences. Change

appropriate PRINT statements if you do this.

360

370
380
320

400
410

PRINT "ALL QUESTIONS WILL BE
TRUE OR FALSE"

PRINT "QUESTIONS. TRUE WILL BE
INDICATED BY A"

PRINT "T AND FALSE WILL BE
INDICATED BY AN F.": PRINT

PRINT "HERE IS AN EXAMPLE:"

: PRINT

PRINT "[RVSONIFHRASE

: [RVSOFF] THIS IS A COMPUTER
GAME.": PRINT

FRINT "[RVSONIRUESTION
:[RVSOFF]1 T OR F": PRINT "THIS
IS A CARD GAME.": PRINT

PRINT "[RVSONIANSWER

: LRVSOFF1 F"

PRINT : PRINT "HIT ANY KEY TO
START."

GET Q¢: IF Q#="" THEN 320

PRINT "[CLR1":P=1

INPUT "PLAYER ONE’'S NAME";N$(1)
: PRINT

INPUT "PLAYER TWO’'S NAME"j;N$(2)
: PRINT

MORE -~
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Speed Reading

430 PRINT "CCLRIBEGIN NOW "N$(P)".™
440 FOR X=1 TO @: PRINT
: PRINT "ENTER PHRASE #"X
450 PRINT : PRINT "PHRASES MAY NOT
BE MORE THAN 1 LINE LONG(40
CHARACTERS) . "
450 PRINT : INPUT P$(P,X)
470 IF LEN (P$(P,X))>30 THEN 450
480 PRINT : PRINT "ENTER QUESTION
#X
490 PRINT : PRINT "QUESTIONS MAY
NOT BE MORE THAN 1 LINELSPACE 31
LONG (40 CHARACTERS)."
500 PRINT : INPUT G%$(P,X)
510 IF LEN (@$(P,X))>30 THEN 450
520 PRINT : PRINT "ENTER ANSWER #"X
530 PRINT = INPUT A$(P,X)
540 IF A$(P,X)<>"T" AND A$(P,X)<>"F"
THEN PRINT "ANSWER MUST BE T
| OR F.": GOTO S30
| 550 PRINT "CCLR1": NEXT X
560 K=1: IF P=1 THEN K=2
570 PRINT "OK "N$(K)".": PRINT
580 W(K)=0:8(K)=0
590 PRINT "ENTER THE NUMBER OF
SECONDS EACH PHRASE"
400 INPUT "WILL BE SHOWN";S
: IF S»>10 THEN PRINT "TOO LONG!"
: GOTO 590
610 FOR X=1 TO @: PRINT "[CLRICRVSON]
PHRASE #"X: PRINT : PRINT : PRINT
: PRINT : PRINT P$(P,X)
620 TI$="000000"
630 PRINT "CHOMEICRIGHT 141"TI$
: IF TI<S#40 THEN &30
640 PRINT "[CLR1": FOR T=0 TO 999
: NEXT T,X
450 FOR X=1 TO S: PRINT "[CLRICRVSON]
QUESTION #LRVSOFF1"X: PRINT
660 PRINT : PRINT @$(P,X): PRINT
670 INPUT "YOUR ANSWER";A$
:A$= LEFT$ (A$,1)
&80 IF A$<>"T" AND A$<>"F" THEN PRINT
"THESE ARE T OR F QUESTIONS. "
: GOTO &70
690 IF A$=A$(P,X) THEN S(K)=5(K)+700-5
: PRINT "[RVSONICORRECT": GOTO 720
700 W(K)=W(K)+1: PRINT "CRVSON]
INCORRECT": PRINT P$(P,X)
710 PRINT : PRINT : FOR T=1 TO 1000
: NEXT T
720 FOR T=0 TO 999: NEXT T,X
730 IF P=1 THEN P=2: GOTO 430
740 PRINT "CCLR1": PRINT
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Speed Reading

7350

760
770

780
790

PRINT N#$(1)" SCORE
:"S8(1),5-W(1) "CORRECT"

PRINT : PRINT

PRINT N#(2)" SCORE

t"S(2) ,5-W(2) "CORRECT"

IF S(1)2>5(2) THEN PRINT N$(1)"
WINS!"

IF S(2)>S(1) THEN PRINT N$(2)"
WINS!"
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Pre-School Counter

Pre-School Counter

Here’s a useful educational game that helps young children learn counting up to 10. It’s also
good for introducing a computer to the child. It’s easy to run and play.

The computer greets the player and then asks him to count the squares displayed. The user
answers by entering a number. The computer then responds. If the answer is correct, the user is
rewarded with a smiling face drawn by the computer. If the answer is incorrect, the face’s smile
becomes a frown. The correct answer is then displayed.

After 10 exercises, the computer gives the user both a raw and a percentage score.

100 REM PRE-SCHOOL COUNTER

110 PRINT "[CLRILWHITE1": PRINT
¢ PRINT

120 A$="[HOMEILDOWN 101"
:B=A$+"[DOWN &1":D$=A$+"[RIGHT 171
n

130 Mi#="[RVSONIdiiif[RVSOFFI1"
tM24$="L[DOWNIcooov"

140 M3$="[RVSONI1LSPACE SICRVSOFF1"
tMAF="[DDWNICRVSON]iiiii CRVSOFF1"

Alteratien —Improve on the smiling face by 150 MS$="diiif":M&$="[DOWNIcLSPACE 31
adding eyebrows, hair, ears, etc. Use PRINT v"
statements between lines 150 and 260. 1460 ﬁR INT TAB( 17)"fF u "

170 PRINT TAB( 15)"dCSPACE 71f"
180 PRINT TAB( 14)"d[SPACE 21"
1920 PRINT TAB( 14)"f[SPACE 21RQC[SPACE 31
@LSPACE 21d"
200 PRINT TAB( 13)"dLSPACE 111f"
210 PRINT TAB( 13)"dCSPACE 111f"
220 PRINT TAB( 13)"dLSPACE 111f"
230 PRINT TAB( 14)"f[SPACE ?1d"
240 PRINT TAB( 14)"dL[SPACE 21"
250 PRINT TAB( 15)"dLSPACE 71f"
260 PRINT TAB( 17)"v i c"
Alteration—Change Q in lines 270 to alter the 270 C=0: FOR @=1 TO 10

number of questions the user gets. For 280 FOR X=1 TO 3: GOSUB 480: READ T$
examsple, C=0: FORQ=1TO 5gives the : PRINT A$3 “"CSPACE 21" 3 TS
user 5 tries.

:t FOR T=1 TO 700: NEXT T
290 GOSUB 490: PRINT A$;"[SPACE 121"
t FOR T=1 TO 400: NEXT T: NEXT X
300 PRINT B#3;:5@= INT ( RND (8)%10)+1
: FOR Y=1 TO S@: PRINT " [RVSONI
CRVSOFF1"3: NEXT Y
310 PRINT : PRINT : INPUT "[SPACE 31
"sA: IF A<>SQA THEN 330
320 C=C+1: PRINT A#;" [RVSONICORRECT
CRVSOFF1": GOSUB 480
: FOR T=1 TO 2000: NEXT T
: GOTO 350
330 PRINT A$;" [RVSONIINCORRECT
CRVSOFF1": GOSUB 480
t FOR T=1 TO 1000: NEXT T
¢t GOSUB 500
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Pre-School Counter

340
350
360
370
380
390
400

410
420

430
430

450
4560

470
480

490
500
510

920

PRINT A$" THE ANSWER"

t PRINT " IS "S@: FOR T=1 TO 3500
: NEXT T

GOSUB 490: FRINT A$;"[SPACE 131"

PRINT A%; "CDOWNILSPACE 121"

: PRINT B#$"[SPACE 201"

PRINT B#"[DOWN 21LSPACE 151"

FOR T=1 TO 1000: NEXT T: RESTORE
NEXT @
PRINT
SEEUR
GOSUB
PRINT
¢ FOR
GOSUB

A$;" OUT OF TEN"

T=1 TO 700: NEXT T

490: FOR T=1 TO 400: NEXT T
A%; "[DOWN] TRIES, YOU"

T=1 TO 700: NEXT T
490: FOR T=1 TO 400:
PRINT A$;"[DOWN 21 GOT "C"
RIGHT. FOR T=1 TO 700: NEXT T
GOSUB 490: FOR T=1 TO 400: NEXT T
PRINT B#$: INPUT "PLAY AGAIN";Q%

: IF LEFT# (Q@#%,1)="Y" THEN 100
END

NEXT T

PRINT D$;M1%:
: RETURN
PRINT D#;M3%:
: RETURN
PRINT D#;MS#:
: RETURN
PRINT D#;M3%:
: RETURN

PRINT D$;M2$
PRINT D$;M4$
PRINT D$;M&%
PRINT D$;M4$

DATA HOW,MANY,SRUARES?




Keyboard Shooting Gallery

Keyboard Shooting Gallery

This game improves keyboard skills. You’re at a carnival shooting gallery containing four animal
targets. In each target a letter appears for a short time. You score points by typing letters displayed
in the animals.

The game has three levels of difficulty, so as you become a better typist, you can make the game
more challenging. At the expert level, ““hunt-and-peck’”’ typists will have trouble scoring well.

100 REM KEYBOARD SHOOTING GALLERY

Alteration—The game can also include 110 DIM A$(25)
number keys, commas, periods, etc. if you 120 FOR X=0 TO 25:A%$(X)= CHR$ (X+&5)
change lines 110, 120 and 430 as follows: : NEXT X
110 DIM A$(55) : .
120 FOR X=0 TO 55: 130 PRINT "[CLRICWHITEI1"
AS$(X)=CHR$(X+35):NEXT 140 PRINT "WELCOME TO C[RVSONIKEYBOARD
430FOR Y=1TO 4: CARNIVALLRVSOFF1."
LS(Y)=AS(INT(RND(8)* 56)): 150 PRINT "LETTERS WILL APPEAR AT

PRINT K$(Y); L$(Y): F(Y)=0: NEXT EACH ANIMAL."™

140 PRINT "YOU WILL HAVE A SHORT
TIME TO ENTER"

170 PRINT "THE SAME LETTERS."

180 PRINT : PRINT "SIMPLY TOUCH
THE CORRECT LETTERS TO GET
POINTS. "

190 PRINT "ENTER 1,2 OR 3;"

200 PRINT "1) EASYLSPACE 212) HARD
[SPACE 213) EXPERT"

210 INPUT L: IF L<1 OR L>3 THEN 190

220 PRINT : PRINT "HIT ANY KEY TO

START"

230 GET @$: IF @$="" THEN 230

240 PRINT "CCLR1" TAB( 12);"[RVSONI
SCORE: LRVSOFF1": PRINT : PRINT

250 PRINT "[SPACE &1[BLKIbLSPACE 21N
[RVSON1c[RVSOFF1LSPACE 101LGRN1
iill

260 PRINT "[SPACE 731CBLK1LRVSON1

i [RVSOFF1[SPACE 101CGRN1LRVSON]
vISPACE 21cd"

270 PRINT "[SPACE 71[BLK1k k[SPACE 101
[GRN1LRVSONIvLRVSOFF1LSPACE 21
[RVSONIc"

280 PRINT "[SPACE 71CWHITEILRVSONIDOG
[RVSOFF1CSPACE 91CRVSONITURTLE"

290 PRINT : PRINT : PRINT : PRINT
: PRINT

300 PRINT TAB( 9)"[WHITEIWLBRNIii
[WHITEIWCSPACE 121CYELICRVSONIvc"

310 PRINT TAB( 9)" [BRNICRVSON1..
[RVSOFF1CSPACE 111CYELILRVSONIcy
[RVSOFF1. >"

320 PRINT TAB( 9)"CBRNICRVSONldc
£ [RVSOFF1[SPACE 101CYEL1CRVSONI]
[SPACE 31d"
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Keyboard Shooting Gallery

330

340
350
360
370

380
390
400
410
420
430

PRINT TAB( 9)" [BRNILCRVSON1]
[SPACE 21CRVSOFFILSPACE 111CYEL]
[RVSONILSPACE 21CRVSOFF1vk"

PRINT TAB( 9)"[BRNIc[CRVSONIii
CRVSOFF1v"

PRINT TAB( 2)"[WHITEILRVSONIBEAR
[RVSOFFI1LSPACE 21LRVSONIROOSTER"
K$(1)="[HOMEILDOWN 41CRIGHT 111"
tK$(2)=K£(1)+"[RIGHT 141"
K£(3)=K#(1)+"[DOWN 101CRIGHT 21"
:K$(4)=K$(2)+"[DOWN 101LRIGHT 31"
IF L=1 THEN T=20

IF L=2 THEN T=10

IF L=3 THEN T=5

X=0

I=0

FOR Y=1 TO 4:L$(Y)=A%( INT ( RND
(8)%26)): PRINT K#(Y);L#$(Y)
tF(Y)=0: NEXT Y

I=0:C=0

GET @%: IF Q%="" THEN 450

FOR Y=1 TO 4: IF Q%$=L$(Y) AND
F(Y)=0 THEN S=5+10:C=C+1:F({Y)=1
PRINT "[HOME1"; TAB( 19);S

: IF C=4 THEN I=T:Y=4

NEXT Y
I=I+1: IF I<LT THEN 450

X=X+1: IF X<& THEN 430

PRINT "[CLR1"™

PRINT TAB( 15) "[RVSONIGAME OVER."
2 PRINT : PRINT

PRINT TAB( 14)"[RVSONIYOU WIN."

PRINT z PRINT

PRINT TAB( 13)"[RVSONIFINAL
SCORE: LRVSOFF1"S
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Translator

Translator

This program is an educational quiz. As is, the program is set up to act as a Spanish-language
translator. The user picks the number of questions to be asked. An English word is shown and the

user is asked to type in the Spanish equivalent.

Correct and incorrect answers are indicated. When the answer is incorrect, the correct word is
displayed. When all questions have been asked, the computer displays the user’s score.

100
110
120
130
140
150
160

170

180
190

200

210

220

230

240

250
2560
270
280
290

300

REM TRANSLATOR

DIM E#(10),0%(10)

FOR X=1 TO 10: READ E#$(X),0%(X)

: NEXT X

PRINT "C[CLRI1"

PRINT "WELCOME TO THE CYBERNETIC
SCHOOL OFCSPACE S1COMPUTERIZED
LANGUAGE. "

PRINT : PRINT "I AM AMANDA,

A SPELLING AND TRANSLATORLSPACE 21

PROGRAM. "

PRINT : PRINT "I WILL ASSIST
YOU IN LEARNING SPANISHLSPACE 31

TODAY.": PRINT

PRINT : INPUT "WHAT IS YOUR
NAME" ;N$: PRINT "CCLRI1"

PRINT "ALL RIGHT ";N#3",": PRINT

PRINT "WE SHALL BEGIN BY

DISCUSSING THE RULES.": PRINT

PRINT "1) WHENEVER YOU ARE ASKED
FOR AN ANSWERLSPACE 4]TYFE
ONE IN.": PRINT

PRINT "2) WHENEVER YOU TYPE
A RESFONSE, YOU"

PRINT "[SPACE 31IMUST ENTER IT
BY PRESSING [RVSONIRETURN
CRVSOFF1.": FRINT

PRINT "3) I WILL TELL YOU TO
GIVE THE CORRECTLSPACE S1SPANISH
FOR A WORD. TYPE"

PRINT "[SPACE 31IN YOUR ANSWER
AND PRESS [RVSONIRETURNCRVSOFF1]
« "2 PRINT

PRINT "[SPACE 31IWHEN THE GAME
I8 OVER I WILL TELL"

PRINT "[SPACE 31HOW WELL YOU
DID OVERALL.": PRINT : PRINT
INPUT "HOW MANY QUESTIONS SHALL
I ASK YOU";Q@

S=0: FOR C=1 TO @: PRINT "C[CLR1"
¢ PRINT "QUESTION #"C

X= INT ( RND (B)#%10)+1
¢t PRINT "GIVE THE CORRECT SPANISH
FOR: "“E#(X)

PRINT : INPUT A$
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310 IF A$=0#(X) THEN S=S+1
¢ PRINT "CORRECT": GOTO 330
320 PRINT "INCORRECT. THEN CORRECT
TRANSLATION IS: [SPACE 21"0#(X)
330 PRINT : PRINT "PRESS [RVSON1
RETURNLRVSOFF1 FOR NEXT
QUESTION. "
340 GET @%: IF Q@%="" THEN 340
350 NEXT C
340 PRINT "L[CLRI"N$","
: FRINT " OQUT OF"Q"QUESTIONS
YOU HAD"S"RIGHT:"

Alteration—Enlarge the computer’s 370 PRINT INT (S#100/Q+.5)"PERCENT."
vocabulary by adding more DATA statements : PRINT

after line 420. Each English word must be .

followed by a comma and its foreign 380 INPUT ;WDULD YOU LIKE TO PLAY
translation. You will also need to change lines AGAIN"; Q%

110 and 120 to accommodate the larger list. 3920 IF LEFT$ (O$,1)="Y" THEN PRINT "
For example, if you have 50 words, cgz;nge) the [CLR1": GOTO 270

DIM statements in line 110 to DIM E$(50), % "

0$(50). Change the maximum value of Xin 400 gEéﬁINé A ':RINT THANICS “FOR

line 120 to that same number of words: FOR ¥

X=1 TO 50. It is possible to add several 410 DATA TO DO,HACER,TO TALK,HABLAR,
thousand words to a Commodore 64. TO PUT,PONER,TO EAT,COMER

Alteration —Change the Spanish to any other 420 DATA DOOR,PUERTA,MOUTH,BOCA,COW,
language using the Roman alphabet. Change VACA,FORK, TENEDOR, SPOON, CUCHARA ,
the vocabulary in lines 410-420. PEACE,PAZ

4014 v/i!

— ASKS, “ WHATS
or.oJ.. ForR om/ieR
> L3 .‘::', ;1 N ’

YN

AN

'

: . ".“‘..- ’-\
SE IR

>
B

i ¢
v
o
SR

("
s
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Key-Combination Table

UNDERSTANDING PROGRAM PRINTOUTS

The program lines in this book are actual computer printouts of the working games. To
make the lines easier for you to copy, a special notation system is used for graphics
characters, color and cursor keys.

An underlined, upper-case letter means that you should hold down the SHIFT key
while entering that letter. For example, if you see Z, shift while entering Z. A diamond will
appear on the screen. An underlined, lower-case letter indicates that you should hold
down the Commodore key (¢:) while entering that letter.

Some keys (+, -, £, @, *) will be underlined twice if the Commodore key () is to be
held down; underlined once if the SHIFT key is to be held down.

When you see a word in brackets, it indicates using special control keys. For example,
[DOWN] means press the cursor-up/down key. [DOWN 7] means press the cursor-
up/down key seven times. The only exception is with spaces. A single space looks that
way in the program line. If two or more spaces are required, an expression will be in
brackets, such as [SPACE 2].

The table on the next page lists some more key combinations. For example, if the pro-
gram shows [WHT] press the CTRL and WHT keys at the same time.

116




e ————————————————————

Key-Combination Table

KEY-COMBINATION TABLE

Listing Press Key(s)

[UP] SHIFT-CURSOR UP/DOWN

[DOWN] CURSOR UP/DOWN

[LEFT] SHIFT-CURSOR
LEFT/RIGHT

[RIGHT] CURSOR LEFT/RIGHT

[HOME] CLR HOME

[CLR] SHIFT-CLR HOME

[RVSON] CTRL-RVS ON

[RVSOFF] CTRL-RVS OFF

[BLK] CTRL-BLK

[WHT] CTRL-WHT

[RED] CTRL-RED

[CYN] CTRL-CYN

[PUR] CTRL-PUR

[GRN] CTRL-GRN

[BLUI CTRL-BLU

[YEL] CTRL-YEL

[ORN] 1

[BRN] G2

[LT. RED] 3

[DARK GRAY] (=4
[MED. GRAY] (=5

[LT. GRN] 6
[LT. BLU] 7
[LT. GRAY] 8
[F-1] f1
[F-2] f2
[F-3] 3
[F-4] f4
[F-5] 5
[F-6] f6
[F-7] 7
[F-8] f8
[POUND] £
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Great Games You Can Program!

Create 35 amazing games for your Commodore 64.
Simply type the complete program listing into your
computer and start playing. Games include color,
graphics, sound, instructions to players, and scoring.

Games are written in Commodore 64 BASIC. While
you're having fun, you’ll learn more about programming.
Each game features suggestions for programming
variations—change the games to do exactly what you
want!

Choose from Arcade, Board and Educational games.
Your Commodore 64 has never been so much fun!
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