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Introduction: The Coleco
Adam Entertainer

The Coleco Adam Entertainer contains thirty programs that provide enter-
tainment while educating the user on the special features of the Coleco Adam.
Each program uses one of the Adam’s special abilities, such as graphics, the joy-
stick controller, and printer, and each is presented with instructions and listings,
as well as an explanation of how the program operates. This book will be a
valuable aid to Adam owners of all levels of programming experience. Even if you
don’'t know how to program, you can enjoy hours of entertainment playing the
many games in this book, such as stalking killer bees, shooting down space junk,
guessing secret codes of fruit, and other adventures. Aspiring programmers can
also learn programming techniques for the Adam that can be used in their
programs.

A portion of this book contains programming tools. These tools are useful
subroutines (sections of a program that perform a certain task) that you can
include in your programs. Each of these programs contains an example of how
the tool is being used in an interesting way.


































































Hangman
Program 4

Here is the familiar word game of Hangman. You try to guess a secret word
before a body is hanged from the gallows. The secret word is chosen by the Adam
and is of a random length. You try to discover the secret word by guessing each
letter in the word. If the letter you guessed is in the secret word, it will be shown
on the screen each place it occurs. If the letter you have chosen is not in the secret
word, a part will be added to the body displayed on the gallows. There are 12
parts of the body that can be drawn on the gallows: head, torso, two arms, two
upper legs, two lower legs, two feet, eyespand finally a hat. If the entire body is
drawn before you have guessed the secret word, you lose the game.

The alphabet is displayed at the bottom of the screen. You select letters for
your guesses by using the joystick 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 choosing it again.

19



20 Coleco Adam Entertainer

Technical Description

Hangman uses the low-resolution screen to draw the gallows and the body.
The letters the player can choose from are displayed in the text window, which is
made up of the four bottom rows of the screen.

The secret word is chosen at random from a list of words contained in lines
9000-9999. These words have been encoded so you will not become familiar with
them while typing them into the computer or listing the program.

The formula to encode the words is to replace each letter with the letter
that precedes it in the alphabet. In the case of the letter a, which has no letter
before it in the alphabet, an apostrophe (') is used to represent it. After the pro-
gram picks a secret word from the data, it must be decoded before it can be used.
The decoding is performed in lines 1050-1090. Each letter appearing in the word
is isolated using the MID$ function. Then the letter’s numerical value is found by
using the ASC command. One is added to this value, and the value i1s converted
back to a character using the CHR$ command. This character is now the decoded
letter from the word. After this is done to all of the letters, the word is decoded and
can be used in the game.

You can add your own words to this list, and the program will help you
encode them. Just 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 reads line number DATA encoded word and press RETURN. Your
encoded word has been added to the list and can be chosen by the computer dur-
ing the game.

Important Variables

Variable Function

a$ Encoded secret word.

b$ Decoded secret word.

1$ Player’'s current letter choice.
l(number) Array to indicate which letter of the

alphabet has been chosen. Each
entry, starting with 1, corresponds
to a letter in alphanumeric order.
Hence, the size of number is 26.

mk Number of body parts added to the
gallows.
Program Description
Lines Function
1-95 Standard introduction.
100-195 Main program; enter low-resolution

mode.
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100
120
122

Hangman 21

200-250 Read the user’s guess and see if it is
in the secret word.

260-330 Inform the player that he or she
has lost.

400-460 Inform the player that he or she
has won.

1000-1100 Subroutine to pick the secret word

randomly from the list.

1200-1380 Subroutine to allow the player to
select a letter using the joystick.

1400-1450 Subroutine to print the alphabet at
the bottom of the screen.

2000-2020 Subroutine to print the letter in the
space.

4000-4080 Subroutine to draw the gallows.

5000-6230 Subroutine to draw the next body
part.

6500-6610 Subroutines that call other subrou-
tines to draw the gallows.

7000-7030 Subroutine to encode the words
chosen by the user.

9000-9999 Encoded secret word list.

REM (c) 1984 by Brian Sawyer

TEXT
pm$ = "Hangman"
FOR n =1 TO 4

PRINT CHR$(162)

NEXT n

tb = 16-INT (LEN(pm$)/2)

PRINT TAB(tb); pm$

FOR n = 1 TO 4: PRINT CHR$(162): NEXT n

PRINT " Hit Controller Button to Play"; CHR$(160)
INA=R O AP )

NORMAL: IF iv = 1 THEN INVERSE

PRINT " Hit"; CHR$(160)

r = r+1: IF (PDL(7) = 0) AND (PDL(9) = 0)
< 40) THEN 70
IF ¢ = 40 THEN iv = 1-iv- GOTO 55

GOSTUB 1000
GR
GOSTUB 4000
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126
130
150
159
160
170
180
190
195
200
205
210
220
250
240
245
250
260
270
280
290
300
310
320
330
400
405
40
420
430
44.0
450
460
1000
1002
1003
1004
1005
1006
101 0
120
1030
1040
1045
1050
1060
1065
1070
1080
1090
10%
8019
1200

GOSUB 1400

1n = LEN(b$)
tb = 16-1n
VTAB 20

PRINT TAB(tb);

FOR n =1 TO 1n
PRINT "= #s
NEXT n

= 0 "xe=
GOSUB 1200

w =0

FORn =1 TO 1n

IP MIDS(B$, n, 1) = i$ THEN GOSUB 2000
NEXT n

IF w = O THEN GOSUB 5000

IF rt = LEN(bS) THEN 400

IF mk < 13 THEN 200

HOME

PRINT " You are hung!"

PRINT " The word was "; b3

PRINT "Would you like to play again? ";
GET a$

IF a$ = "y" OR a$ = "Y" THEN 9%

T EXT

END

HOR, @il =T 115005 NBEXT ‘g1

HOME

PRINT " You Guessed The Word !!!"

PRINT "Would you like to play again? ";
GET a3

IF a3 = "y"* OR a$ = "Y" THEN 9%
TEXT

END

POR aw =1 70 100

READ a$: IF a$ = "999" THEN 1004
NEXT nw

i = INTRND(1)*(nw=1 )+1)

DIM 1(26): FOR n = 1 TO 26

1(n) = 0O: NEXT n

RESTORE

BPOR n.o="1.920.1

READ a$

NEXT n

'b$ - nn

FORn = 1 TO LEN(a$)

c$ = MID$(a$, n', 1)

IF ¢$ = " " THEN 109
ch = ASC( d})

b = BS+CHR$(chel)
NEXT n

mk = 1

RETURN

REM Select 1etter



1210 GOSUB 1300

1220 i$ = CHR$(=96)

1230 RET RN

1300 @3 = CHR$(=x=+96)

1301 IF 1(x) =1 THEN 4§ =" "
1305 HTAB x+2: VTAB 22+nb

13 0 PRINT d$; CHR$(163);

120 FOR d1 =1 TO 100: NEXT d1l
1330 PRINT d$; CHR$(160)

1340 FOR d1 =1 TO 100 NEXT d1
1350 IF PDL(5) = 2 THEN x = x+1
1360 IF PDL(5) = 8 THEN x = x1
1365 IF x < 1 THEN x = 1
1366 IF x > 26 THEN x = 26
1370 IF PDL(9) = O THEN 1300
1372 IPF 1(x) = 1 THEN 1300

1375 1(x) =1

1376 HTAB x+2: PRINT " "; CHR$(160); CHR$(160);
1380 RETURN

1400 HOME

1405 PRINT: PRINT: PREINT " “;

1410 FOR n = 1 TO 26
1420 PRINT CHR$(n+96);
1430 NEXT

1440 PRINT CHR$(1 60)
1450 RETURN

2000 w = w+Hl

2005 rt = Tt

201 0 HTAB tb+ (n-1)*2
2012 VTAB 20

2015 PRINT i$; CHR$(162)
2017 PRINT CHR$(7);
2020 RETURN

4000 COIOR =173

401 0 VLIN 30, 38 AT 10
4020 HLIN 10, 30 AT 38
4030 VLIN 38, 5 AT 29
4040 HLIN 10, 30 AT 30
4050 HLIN 20, 30 AT 5
4060 VLIN 5, 8 AT 20
4065 FOR y = 30 TO 38
4070 HLIN 10, 30 AT y
4075 NEXT y

4080 IF SCRN(30, 5) > O THEN nb = 1
4090 RETURN

Hangman 23

5000 ON mk GOSUB 5100, 5200, 5300, 5400, 5500, 5600,

5700, 5800, 5900, 6000, 6100, 6200
510 mk = mk+l
5020 RETURN
5100 COIDR ' =153
510 FOR y = 9 TO 11
S20 Xt = 195 %2 = 2
51 30 NEXT



24 Coleco Adam Entertainer

5140
5200
5210
5220
5300
5310
5320
5400
5410
5420
5500
5510
5520
5530
5540
5600
561 0
5620
5650
5640
5700
571 0
5720
5800
5810
5820
5900
59 0
R0
6000
€10
6020
61 00
6110
61 20
600
€10
6220
& 30
6500
610
6600
661 O
7000
7005
010
7020
030
7040
9000
010
020

RETURN

COIOR =9

¥y1 =12 y2 =7
RETURN

COIOR =9

x1 =20;: x2 =4
RETURN

COIOR =9

X =16 %2 =4
RETURN

COIOR =9

FOR t = 0 TO 2

PLOT 20+t, 20+%
NEXT t

RETURN

COIOR =9

FOR t = 0 TO 2

AR

s ¥1

I

x]

x1

y1

yi

y1
y1

20: GOSUB 6500

13: GOSUB 6600

13: GOSUB 6600

22: GOSUB 6500

18: GOSUB 6500

25: GOSUB 6600

25: GOSUB 6600

10

8: GOSUB 6600
9: GOSUB 6600

VLIN y1, yl+y2+(1-nb) AT y1

HIIN x1, x1+x+(1-nb) AT y1

PLOT 20-1, 20+%
NEXT %

RETURN

COEOR - =9

yl =222 y2 = 33
RETURN

COIOR - = 9

yl = 22;: y2 = 3:
RETURN

COIOR =4
RSS20 L w2 10
RETTURN

COIOR =4

sl L A e [
RETURN

COIOR = 2

BEOE 19, 1O PLOT 21,
RETURN

GOTIDRE =i

p .o W v (1 o 220 e
2 27 12" br
RETURN

RETURN

RETURN

PRINT: INPUT a$

FRINP " T

FOR n = 1 TO LEN(a$)

PRINT CHR$(ASC(MID$(a$, n, 1))-1);

NEXT n

END

DATA 1nmjdx
DATA b~ mnd

DATA sxodvghsdq
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Space Junk

Program 5

Your home planet is being threatened by debris falling from decaying space
stations. You control a laser cannon on the planet’s surface that disintegrates 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 press the left controller button to fire.

Because the atmosphere of your planet is very dense, it is difficult for the
laser to penetrate. You must clear areas of the atmosphere by shooting at it before
you can hit the space junk. These clear spaces within the atmosphere 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 is not immediately disintegrated, it will fill in
the area with the same dense atmosphere.

You start with 50 energy points, which provide the power for your cannon.
Each shot absorbed by the atmosphere uses 1 point, and you lose 10 points each
time a piece of junk hits the ground. You score 20 points for each piece of junk
you hit in the air. If you run out of energy at any time, you lose.
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This game has four different levels of play. You advance to the next level
after you have successfully defended the planet from 16 pieces of space junk. Hit-
ting the debris becomes more difficult with each level. If you can survive the
fourth level, you win. Good luck!

Technical Description

Space Junk operates on the Adam’s low-resolution screen. Two important
commands are used: PLOT x,y, which draws a colored box at location x,y, and
SCRN(x,y), which is used to identify the color of the block at position x,y. Here x
represents the horizontal coordinate and y represents the vertical coordinate. Both
x and y are replaced by the appropriate variables when used within the program.

The positions of the four pieces of space junk are contained in two arrays
of size 4. One of the arrays, named x, stores the horizontal coordinates of each
piece of junk, while the other array, named vy, stores the vertical coordinates. The
method used to simulate the falling debris operates as follows: each piece of junk
is printed on the screen 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 1405-1410 to check if the joystick on
game controller 1 has been moved. If it has been moved to the right, the value of
PDL(5) equals 8. If the joystick is 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 the screen. In line 1605 the RND function is
used to position a new piece of junk anywhere from the 4th to the 34th column.

Important Variables

Variable Function

bk Screen background color.

SC Player’s current number of energy
points.

ST Level of play.

sz Number of pieces of junk.

X,y 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
1-95
100-150
1000-1020

1100-1180

1200-1230

1300-1320

1400-1440

1500-1530

1600-1610

1700-1720

1800-1810

1900-1950

2000-2040

3000-3010

Space Junk 29

Current position of a piece of junk
with array x representing the hori-
zontal coordinate and array y
representing the vertical coordinate.
The size of number is the total
number of pieces of junk possible
on the screen, which is four.

Function
Standard introduction.
Main program.

Subroutine to enter low-resolution
graphics mode.

Subroutine to initialize the vari-
ables and draw the background on
the screen.

Subroutine to initialize the position
of each piece of junk.

Subroutine to move the space junk
down one row.

Subroutine to check the joystick
position and button and fire or
move the cannon.

Subroutine to check what has been
hit by the cannon.

Subroutine to create a new piece of
junk after one has been shot.

Subroutine to print the energy
score.

Subroutine to print the energy level
number.

Subroutine to inform you when
you lose.

Subroutine to advance to the next
screen of play.

Subroutine to inform you when
you win.
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20
25
30

40
A5
50
55

65
70

92

100
110
120
125
130
135
137
139
140
145
150

1000

1010

1020

1100

1105

1110

1114

115

1120

1130

1131

1132

1135

1140

1150

1160

1165

1166

1167

1170

1180

RM (c¢) 1984 by Brian Sawyer

TEXT

pm$ = "Space Junk"

FORn =1 T0 4

PRINT CHR$(162)

NEXT n

tb = 1 6-INT(LEN(pm$)/2)

PRINT TAB(+tb); pmS

FOR n =1 TO 4: PRINT CHR$(162): NEXT n

PRINT " Hit Controller Button to Play"; CHR$(160)

e 10wh P )

NORMAL: IF iv = 1 THEN INVERSE
PRINT " Hit"; CHR$(160)

e =uD

c=ctl: r = r+1: IF (PPL(7) = 0) AND (PDL(9) = O)

AND (c < 40) THEN 70
P ¢ s4a4 0 BRHEN- v E 1 -1weGaRe 55
r = RND(-r)

NORMAL

CLEAR

GOSUB 1000

GOSUB 1100

GOSUB 1200

GOSUB 1700

GOSUB 1300

IF sc < O THEN 1900
IF i > O THEN GOSUB 1800
IF nd > 15 THEN 2000
GOSUB 1400

GOSUB 1400

G070 130

GR

CULORY Y=

RETURN

gz =4

DIM x(sz), y(s2)

nd 0

sr 1

DIM sc(5): se(1) = 13: sc(2) = 14: sc(3) =1

»= 20 ¥y = 59

ble="13
be = 9
ge,=.50
COTOR = bk

FOR n = 0 T0 39
VLIN 0, 36 AT n

NEXT n

GOIOR, .= be
HLIN O, 39 AT 39
PLOT 39, 39

X =208y =39
RETURN

: se(4) = 15
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1200 FOR n = 1 TO sz

1210 x(ng = INT(RND(1)*30+5)

1220 y(n) = INT (RND(1)*10+1 )

1230 NEXT n: RETURN

1300 i = 0

1%02 POR n = 1 TO =z

1305 COIOR = bk: PLOT x(n), y(n)

1310 y(n) = y(n)+1: IF y(n) > 37 THEN i = n: GOSUB 1600:
sc = sc-10

1315 COIOR = n: PLOT x(n)l, y(n)

1320 NEXT n: REIMURN

1400 xc = O: COLOR = 4: IF PDL(9) = O THEN 1405

1401 FOR m = 38 TO 1 STEP -1: IF SCRN(%, m) <> O THEN
GOSUB 1500: GOTO 1404

1403 PLOT %, m: NEXT m

1404 COILOR = O: VLIN 39, m AT x

1405 IF PPDL(5) = 8 AND x > 2 THEN xc = -1

1410 IF PDL(5) = 2 AND x < 37 THEN xc = 1

1420 COIOR = bec: PLOT X, y

14228 % = sehine

1425 IF SCRN(%, y) <> O THEN a = a

1430 COLOR = 15: PLOT X, ¥y

1440 RETURN

1500 s = SCRN(#, m)

1505 IF s = bk THEN sc = sc-1: GOSUB 1800: RETURN

1510 i = s: GOSUB 1600

1520 sc = sc+10: GOSUB 1800

1530 RETURN

1600 nd = nd+1

1605 x(1i) INT (RND (1 )*3045 )

1610 y(i) = O: RETURN

1700 HOME

1705 PRINT

1710 PRINT " ENERGY:"; sc; CHR$(160)

1720 REPURN

1800 IF sc <= O THEN RETURN

1810 HTAB 9: PRINT scj; " "s CHR$(160): RETURN

1900 sc = O

1910 HOME

1930 PRINT " OUT OFf ENERGY!"

1940 PRINT " *%%X You Lose *¥xn

1950 END

2000 HOME

2001 IF sr = 4 THEN 3000

2002 sr = sr+l

2005 sc 50

2006 bk = sc(sr)

2015 GR: COIOR =1

2020 GOSUB 1135

2025 GOSTUB 1200

2030 GOSUB 1700

2035 nd = O

o’
Q I

Inn



