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Introduction: The Coleco 
Adatn Entertainer 

The Coleco Adam Entertainer contains thirty programs that provide enter­
tainment while educating the u r on the pecial feature of the Coleco Adam. 
Each program u es one of the Adam's pecial abilities, u has graphics, the jo -
stick ontroller, and printer, and each i pre ented with in tructions and listing , 
a well a an explanation of how the program operates. Thi book will be a 
valuable aid to Adam owners of all level of programming experien e. Even if you 
don't know how to program, you can enjoy hours of entertainment playing the 
many game in thi book, uch a talking killer bee , hooting down space junk, 
gues ing ecret code of fruit, and other adventure . Aspiring programmer an 
also 1 am programming technique for the Adam that an be u ed in their 
program. 

A portion of thi book ontain programming tool . Th e tools are u ef ul 
ubroutines ( e tion of a program that perform a certain ta k) that you can 

in lude in your program . Each of the e programs contain an example of how 
the tool is being used in an intere ting way. 
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1400 x = 20 
141 0 y = 30 
1430 COLOR = pc: PLOT x, y 
1440 RETURN 
1500 pd = PDL ( 5) 
1510 IF pd= 15 THEN RETURN 
1515 xc = 0: ye= 0 
1520 IF pd= 1 THEN ye= -1: GOTO 1550 
1525 IF pd = 2 THEN xc = 1 : GOTO 1 550 
1530 IF pd= 4 THEN ye= 1: GOTO 1550 
1535 IF pd = 8 THEN xc = -1 
1550 s = SCRN(x+xd, y+yc) 

Rat Race 17 

1555 IF s = cc THEN ce = ce+1 : GOSUB 1 700: GOTO 1 560 
1556 IF s > 0 THEN RETURN 
1560 COLOR = 0: PLOT x, y 
1 570 x = x+ xc: y = y+yc 
1580 COLOR =pc: PLOT x, y 
1590 RETURN 
1 600 tx = INT (RND ( 1 ) *38+1 ) 
1610 ty = INT (RND (1 )*38+1 ) 
1620 IF ty) > 0 THEN 1600 
1 630 COLOR = cc: PLOT tx, ty 
1640 RETURN 
1700 HOME 
1710 PRIWr " Cheese Eaten:"; ce 
1720 tx = 0: RETURN 
1800 HOME 
1810 PRINT " The Rats Got You!!" 
1820 PRINT "Would you 1 ike to play again? "; 
1830 GET a$ 
1840 IF a$ = "y" OR a$ = "Y" THEN 92 
1850 TEXT 
1860 END 





Hangrn~a_n~~~~~~~~ 
Program 4 

Here is the familiar word game of Hangman. You try to guess a ecret word 
before a body is hanged from the gallows. The ecret word is cho en by the Adam 
and is of a random length. You try to discover the ecret word by gue sing each 
letter in the word. If the letter you gues ed i in the secret word, it will be hown 
on the screen each place it occurs. If the letter you have chosen is not in the se ret 
word, a part will be added Lo the body displayed on the gallow . There are 12 
parts of the body that can be drawn on the gallows: head, torso, two arm , two 
upper legs, two lower legs, two feet, eyes: and finally a hat. If the entire body is 
drawn before you have guessed the secret word, you lo e the game. 

The alphabet is displayed at the bottom of the screen. You select letters for 
your guesses by u ing the joy Lick to position the flashing cursor under the letter 
you wish to select and then pressing the right controller button. Each letter you 
select is removed from the list to prevent you from choo ing it again. 

19 



20 Coleco Adam Entertainer 

Technical DescriP-~ti~o~n _________ _ 

Hangman u e the low-re olution s reen to draw the gallows and th body. 
The letter the player an choo e from are di play d in the text window, which i 
made up of the four bottom row of the s reen. 

The ecret word i cho en at random from a Ii t of word contained in lines 
9000-9999. The e word have been encoded o you will not b come familiar with 
them while typing them into the computer or listing the program. 

The formula to en ode the words i to replace a h letter with the letter 
that precedes it in the alphabet. In the ea e of the leuer a, whi h ha no letter 
before it in the alphabet, an apo trophe (') i u ed to repre ent it. After the pro­
gram pick a ecret word from the data, it mu t be d coded b fore it an be u ed. 
The de oding i performed in line 1050-1090. Each letter appearing in the word 
i i olated using the MID$ function. Then th leuer' numeri al value i found by 
u ing the ASC command. One i added to this value, and the value i c nverted 
ba k to a character using the CHR$ command. This character is now the decoded 
letter from the word. After thi is done to a ll of the Jeuers, th word is decoded and 
can be used in the game. 

You can add your own words to this Ii t, and the program will help you 
encode them. Ju t type RUN 7000 and enter your word. Next the program will 
print your word in encoded form. Now add a line after line 9190 (but before line 
9999) that read line number DATA encoded word and pres RETl R . Your 
encod d word has been added to the Ii l and can be ho en by the compute1 dur­
ing the game. 

Important Variables 

Program Description 

Variable 

a$ 

b$ 

i$ 

l(number) 

mk 

Lines 

1-95 

100-195 

Function 

En oded secret word. 

De oded secret word. 

Player' current leuer hoi e. 

rray to indicate whi h letter of the 
alphab t ha be n ho en. Ea h 
entry, tarting with 1, orre pond 
to a I tter in alphanum ric order. 
Hence, the size of number is 26. 

Numb r of body pan added to the 
gallow . 

Function 

tandard introduction. 

Main program; enter low-re olution 
mode. 



200-250 

260-330 

400-460 

1000-1100 

1200-1380 

1400-1450 

2000-2020 

4000-4080 

5000-6230 

6500-6610 

7000-7030 

9000-9999 

Hangman 21 

Read the u er' gues and see if it i 
in the secret word. 

Inform the player that he or she 
has lost. 

Inform the player that he or she 
has won. 

Subroutine to pick the secret word 
randomly from the Ii t. 

Subroutine to allow the player to 
select a letter using the joystick. 

Subroutine to print the alphabet at 
the bottom of the creen. 

Subroutine to print the letter in the 
space. 

Subroutine to draw the gallows. 

Subroutine to draw the next body 
part. 

Subroutines that call other subrou­
tines to draw the gallows. 

Subroutine to encode the words 
chosen by the u er. 

Encoded ecret word list. 

1 REM ( c) 1 984 by Brian Sawyer 
5 TEXT 

10 pm$ = "Hangman" 
15 FOR n = 1 TO 4 
20 PRINT CHR$ ( 1 62) 
25 NEXT n 
30 tb = 1 6-INT (LEN (pm$) /2) 
35 PRINT TAB(tb); pm$ 
40 FOR n = 1 TO 4: PRINT CHR$(1 62 ): NEXT n 
45 PRINT " Hit Controller Button to Play"; CHR$(160) 
50 iv = 0: r = 0 
55 NORMAL: IF iv = 1 THEN INVEHSE 
60 PRINT " Hit"; CHR$(160) 
65 c = 0 
70 c = ct1: r = r+1: IF (PDL(7) = 0) AND (PDL(9) = 0) 

A ND ( c < 40) THJTIN 70 
ff) IF c = 40 THEN iv= 1 -iv · GOTO 55 
92 NOHMAL 
95 CLl!JAR 

100 GOSUB 1 OOO 
120 GR 
1 22 GOS UB 4000 
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1 2 6 GOS UB 1 400 
1 30 ln = LEN(b$) 
1 50 t b = 1 6- ln 
159 VTAB 20 
1 60 PRINT TAB( tb); 
170 FOR n = 1 TO ln 
180 PRINT "- "; 
190 NEXT n 
1 95 rt = 0: x = 1 
200 GOSUB 1 200 
205 w = 0 
21 0 FOR n = 1 T 0 1 n 
220 IF MID$(b$, n, 1) = i$ THEN GOSUB 2000 
230 NEXT n 
240 IF w = 0 THEN GOS cm 5000 
245 IF rt= LEN(h~) THEN 400 
250 IF mk < 13 THEN 200 
2 60 HOME 
270 Pl-UliJ1r " You are hung !" 
200 PRINT " The word was "; b$ 
290 PRINT "Would you 1 ±ke to play again? "; 

300 GET a$ 
31 0 IF a$ = "y" OR a$ = "Y" THEN 95 
320 TEXT 
330 END 
400 FOR d>l = 1 TO 1500: NEXT dl 
405 HOME 
41 0 PRIN'r 11 You Guessed The Word '''" 
420 PRINT "Would you like to play again? 11

; 

430 GET a$ 
44 0 IF a$ = "y" OR a$ = ''Y" THEN 95 
450 TEXT 
460 END 

1 OOO FOR n w = 1 T 0 1 00 
1 002 READ a$: IF a$ = 119 99 " THEN 1 004 
1 003 NEXT n w 
1004 i = INT (RND (1 )*( nw-1 )+1 ) 
1005 DIM 1(26): FOR n = 1 TO 26 
1 006 1( n) = 0 : NEXT n 
101 0 nE3TORE 
1 C2 0 FOR n = 1 T 0 i 
1030 READ a$ 
1 040 NEXT n 
1ot5 b$ = 1111 

1050 FOR n = 1 TO LEN(a$) 
1 0 fD c.$ = M ID$ ( a$ , nr , 1 ) 
1 0 65 IF c$ = 11 11 THEN 1 095 
1 070 eh = ASC ( c$ ) 
1 08) b$ = b$+cHR$( cht-1 ) 
1 090 NEXT n 
1095 mk = 1 
11 00 R Er lIB N 
1200 H E\1 Select 1 etter 



1 21 0 GOS UB 1 300 
1220 i$ = CHR$(*96) 
1 230 REr URN 
1300 d$ = CHR$ ( x+96) 
1 301 IF 1 ( x) = 1 T HEN d$ = 11 11 

1 305 HTAB x+2: VTAB 22+nb 
1 31 0 PRINT d$; CHR$(1 63 ); 
r~o FOR d·l = 1 TO 1 00: NEXT d 1 
1 330 PRINT d$; C HR$(1 60) 
1 340 FOR d l = 1 T 0 1 00 NEXT d 1 
1 350 IF PD L (5 ) = 2 THEN x = x+1 

1 360 IF PDL(5) = 8 THEN x = x-1 
1 365 IF x < 1 THEN x = 1 
1 366 IF x > 2 6 THEN x = 2 6 
1 370 IF PD.L (9) = 0 THEN 1 300 
1 372 IF 1 ( x) = 1 THEN 1 300 
1 375 1( x) = 1 
1376 HTAB x+2: PRINT 11 11

; CHR$(160) ; CBR$(160); 
138) RETURN 
1400 HOME 
1405 PRINT: PRINT: PR~ " "; 
141 0 FOR n = 1 T 0 2 6 
1420 PRI:W.r CRH.$ ( n+-9 6); 
1430 NEXT 
1440 PRIIiJ1r CHR$ (1 60) 
1 450 RETURN 
2000 w = w+1 
2005 rt = rt+1 
201 0 HTAB tb+ (n-1 )*2 
201 2 VTAB 20 
2015 P.RINT i$; CHR$(162) 
201 7 PRINT C HR$ (7); 
2020 RETURN 
4000 C OlOR = 1 3 
401 0 VLIN 30, 38 AT 1 Q 
4020 HLIN 10, 30 AT 38 
4030 VLIN 38, 5 AT 29 
4040 HLIN 1 O, 30 AT 30 
40 50 H LIN 2 0 ~ 30 A T 5 
40tD VLIN 5, 8 AT 20 
4065 FOR y = 30 TO 38 
4070 HLIN 10, 30ATy 
4075 NEXT y 
408) I :81 SC RN ( 3 0 9 5 ) > 0 T HEN n b = 1 
4090 RETURN 

Hangman 23 

5000 ON" mk GOSUB 5100, 5200, 5300, 5400, 5500, 5tDO, 
5700, 5000, 5900, 6000, 6100, 6200 

5')1 0 mk = rnk+1 
5'.)2 0 R ET lffi.N 
51 00 C OIDR = 1 3 
51 1 0 FOR y = 9 T 0 1 1 
51 20 x1 = 1 9: x2 = 2 : y 1 = y: GO S tIB 6 tDO 
51 30 NEX'r 
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51 40 RETURN 
5200 C OLOR = 9 
5210 y1 = 12: y2 = 7: x1 = 20: GOSUB 6500 
5220 RErURN 
5300 COI.OR = 9 
5310 x1 = 20: x2 = 4: y1 = 13: GOSUB 6@0 
5320 RETURN 
5400 C OLOR = 9 
54 1 0 x1 = 1 6: x2 = 4 : y 1 = 1 3 : GO S UB 6@0 
5420 RETURN 
5500 COffiR = 9 
551 0 FOR t = 0 T 0 2 
5520 PLOT 20+-U, 20+t 
5530 NEXT t 
5540 RETURN 
5600 C QI.OR = 9 
5 61 0 FOR t = 0 T 0 2 
5620 PLOT 20-~, 20+t 
5630 NEXT t 
5640 RETURN 
5700 C QI.OR = 9 
5710 y1 = 22: y2 = 3: x1 = 22: GOSUB 6500 
5720 RErURN 
5ffi0 C OLOR = 9 
5810 y1 = 22: y2 = 3: x1 = 18: GOSUB 6500 
5820 RETURN 
59JO C 010.R = 4 
591 0 x1 = 22: x2 = 1: y1 = 25: GOSUB 68)0 
5~0 RETURN 
EDOO C QI.OR = 4 
E010 x1 = 17: x2 = 1: y1 = 25: GOSUB 68)0 
E020 RETURN 
61 00 COI.OR = 2 
61 1 0 PLOT 1 9, 1 0: PLOT 21 , 1 0 
61 20 R E_C UR N 
fQOO COI.OR = 1 0 
fQ1 0 x1 = 1 9: x2 = 2: y1 = 8: GOSUB 6EDO 
~20 x1 = 1 7: x2 = 6: y1 = 9: GOSUB 68)0 
fQ 30 RETURN 
6500 VLIN y1', y1+y2+(1-nb) AT y1 
6.51 0 RETURN 
6EDO HLIN x1, x1 +JQ+(1 -nb) AT y1 
661 0 RETURN 
'iDOO PRINT: INPUT a$ 
700 5 PRINT " "; 
7J 1 0 FOR n = 1 T 0 L:I~ N ( a$ ) 

7020 PRINT CHR$(ASC( MID$(a'B, nr, 1) )-1 ); 
7J30 NEXT n 
7040 END 
9JOO DATA 1 nmj dx 
9J1 0 DATA b' mnd 
9J2 0 DATA sx od v q_nsd q_ 







~SP-ace]u_n_k~~~~~~­
Program 5 

Your home planet is being threatened by debri falling from decaying space 
stations. You control a laser cannon on the planet' surface that di integrates the 
falling junk before it hits the ground. You use the joystick on game controller 1 to 
move the cannon left or right, and you pre the left controller button to fire. 

Because the atmosphere of your planet is very den e, it is difficult for the 
laser to penetrate. You must clear areas of the atmo phere by hooting at it before 
you can hit the space junk. These clear spaces within the atmo phere make it 
possible for you to hit junk at a higher altitude. But if a piece of junk encounters 
such a space in the atmosphere and i not immediately disintegrated, it will fill in 
the area with the ame dense atmosphere. 

You start with 50 energy points, which provide the power for your cannon. 
Each shot absorbed by the atmosphere u es I point, and you lose JO points each 
time a piece of junk hits the ground. You core 20 points for each piece of junk 
you hit in the air. If you run out of energy at any time, you lose. 

27 



28 Coleco Adam Entertainer 

Thi game has four differenl levels of play. You advance to the next level 
after you have uccessfully defended the planet from 16 pieces of space junk. Hit­
ling the debris becomes more difficult with each level. If you can survive the 
fourth level, you win. Good luck! 

Technical DescriP--=--'ti~o~n'------------

Space Junk operates on the Adam' low-resolution screen. Two importanl 
commands are u ed: PLOT x,y, which draws a colored box at location x,y, and 
SCRN(x,y), whi hi u ed to identify the color of the block at position x,y. Here x 
represent the horizontal coordinate and y represent lhe vertical coordinate. Both 
x and y are replaced by the appropriate variables when used within the program. 

The positions of the four pieces of pace junk are contained in two arrays 
of ize 4. One of the arrays, named x, stores the horizonlal coordinates of each 
piece of junk, while the other array, named y, stores the vertical coordinates. The 
method used to simulate the falling debris operates as follows: each piece of junk 
i printed on the creen and erased; the vertical coordinate of each piece is 
increased by 1, and then each piece is printed on the screen again. 

The SCRN command is used in line 1500 to identify, by color, whether 
atmosphere or junk has been shot. 

The PDL command is used in lines 1405-14l0 to check if the joystick on 
game controller I has been moved. If it has been moved to the right, the value of 
PDL(S) equal 8. If the joyslick i moved left, the value of PDL(5) changes to 2. 

The Adam's random number function, RND, is used to pick locations for 
the space junk to appear at the top of lhe screen. In line 1605 the RND function is 
used to po ition a new piece of junk anywhere from the 4th to the 34th column. 

Important Variables 

Variable 

bk 

SC 

sr 

sz 

x,y 

Function 

Screen background color. 

Player's current number of energy 
points. 

Level of play. 

Number of pieces of junk. 

Position of the laser cannon on the 
screen . The variable x represents 
the horizontal coordinate. (Since the 
cannon never moves vertically, y is 
a constant value.) 



Program Description 

x(number), 
y(number) 

Lines 

l-95 

100-150 

1000-1020 

1100-ll80 

1200-1230 

1300-1320 

1400-1440 

1500-1530 

1600-1610 

1700-1720 

1800-1810 

1900-1950 

2000-2040 

3000-3010 

pace Junk 29 

Current po ition of a piece of junk 
with array x r pre enting the hori­
zontal oordinate and array y 
repr enting the vertical coordinat . 
The iz of number is the total 
number of piece of junk po sible 
on the creen, which i four. 

Function 

Standard introdu tion. 

Main program. 

Subroutine to enter low-re olution 
graphics mode. 

Subroutine to initialiLe the vari­
ables and draw the background on 
the screen. 

Subroutine to initialize the po ition 
of ea h piece of junk. 

Subroutine to move the pa e junk 
down one row. 

Subroutine to he k the joy tick 
position and buuon and fire or 
move the annon. 

Subroutine LO he k what ha been 
hit by the cannon. 

Subroutin LO create a new pie e of 
junk after one ha been shot. 

Subroutine to print the energy 
cor . 

ubroutine Lo print the energy level 
number. 

Subroutine to inform you when 
you lo e. 

ubroutine LO advance to the next 
creen of play. 

Subroutin to inform you when 
you wm. 
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1 R:EJ.VI ( c) 1 984 by Brian Sawyer 
5 TEXT 

1 0 pm$ = "Space Junk" 
15 FOR n = 1 TO 4 
20 PRINT CHR$(1 62) 
25 NEXT n 
30 tb = 1 6-INT (LBN( pm$) /2) 
35 PRINT TAB( tb); pm$ 
40 FOR n = 1 TO 4: PRINT CHR$(162): NEXT n 
45 PRINT " Hit Controller Button to Play"; CHR$(1 ffJ) 
50 iv = 0: r = 0 
55 NORMAL: IF iv = 1 THEN INVE~SE 
ffJ PRINT " Hit"; CHR$(1 ffJ) 
65 c = 0 
70 c = c+-1: r = r+1: IF (PDL(7) = 0) AND (PDL(9) = 0) 

AND ( c < 40) THEN 70 
00 IF c = 40 THEN iv= 1-iV '. GOTO 55 
~ r = RND(-r) 
92 NORr1AL 
95 CLEAR 

100 GOSUB 1 OOO 
11 0 GOS UB 1 1 00 
1 20 GOS UB 1 200 
1 25 GOS UB 1 700 
1 30 GOS UB 1 300 
1 35 IF sc < 0 THEN 1900 
1 37 IF i > 0 THEN GOS UB 1800 
1 39 IF nd > 1 5 THEN 2000 
140 GOSUB 1400 
145 GOSUB 1400 
1 50 GOTO 1 30 

1 OOO GR 
1 01 0 C OLOR = 1 
1 020 RErURN 
1100 srz = ~-
1 ·1 05 DIM x( sz) , y( sz) 
111 0 nd = 0 
1114sr=1 
111 5 DIM s c ( 5 ) : s c ( 1 ) = 1 3: s c ( 2 ) = 1 4: s c ( 3 ) = 11 : s c ( 4) = 1 5 
11 20 x = 2 0: y = 3 9 
11 30 bk = 1 3 
11 31 be = 9 
11 32 SC = 50 
11 35 C OLOR = bk 
1140 FOR n = 0 TO 39 
1150 VLIN O, 36 AT n 
11 ffJ NEXT n 
11 65 C OLOR = be 
11 66 HLI N 0 . 39 AT 39 
11 67 PLOT 39, 39 
11 70 x = 20: y = 3 9 
1180 REl'URN 



1200 FOR n = 1 TO sz 
1210 x(n) = INT(RND(1 )*30+5) 
1 220 y( n) = INT (RND (1 )*1 0+1 ) 
1 230 NEXT n: R:NrURN 
1300 i = 0 
1302 FOR n = 1 TO &.z 

pace Junk 31 

1305 COLOR = bk: PLOT x( n)f, y( n) 
1 31 0 y( n) = y( n)+1 : IF y( n) > 3 7 THEN i = n: GOS UB 1 600: 

s c = sc-1 0 
1 31 5 COLOR = n: PLOT x( n)T, y( n) 
1 320 NEXT n: RErURN 
1400 xc = 0: COLOR = 4: IF PDL(9) = 0 THEN 1405 
1401 FOR m = 38 TO 1 STEP -1 : IF SCRN(x, m) <> 0 THEN 

GOSUB 1500 : GOTO 1404 
1403 PLOT~, m: NEXT m 
1404 COLOR = 0: VLIN 39, m AT x 
1 40 5 IF PD L ( 5 ) = 8 A ND x > 2 THEN x c = -1 
1 41 0 IF PD L (5 ) = 2 A ND x < 3 7 THEN x c = 
1420 COLOR = be: PLOT xf, y 
1422 x = x+xc 
1425 IF SCRN(x, y) <> 0 THEN a = a 
1430 COLOR = 1 5: PLOT ~, y 
1440 RErURN 
1500 s = SCRN( Jt., m) 
1 505 IF s = bk THEN sc = sc-1 : GOSUB 1 OOO: RETURN 
1510 i = s: GOSUB 1600 
1 520 sc = sc+1 0: GOSUB 1 OOO 
1530 RErURN 
1 EDO nd = nd+1 
1 605 x( i) = INT (RND (1 )*30+5) 
1 61 0 y( i) = 0: RErURN 
1700 HOME 
1705 PRIN'f 
171 0 PRINT " ENERGY:" ; sc ; CHR$(1 60) 
1 720 RE.r URN 
1 OOO IF sc <= 0 THEN RErURN 
1 81 0 H 1.r A B 9 : PR I NT s c ; " II ; c HR $ ( 1 60 ) : RETURN 
19()0 SC = 0 
1 91 0 HOME 
1930 PRINT 11 our O.fi' ENERGY ! " 
1940 PRINT 11 *-H- You Lose ***" 
1 950 END 
2000 HOME 
2001 I~ sr = 4 THEN 3000 
2002 sr = sr+1 
2005 SC = 50 
2006 bk= sc(sr) 
201 5 GR : COLOR = 1 
2020 GOS UB 11 35 
202 5 GOS UB 1 200 
203 0 GOSUB 1700 
2035 nd = 0 


