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Test your speed and skill against a hard-swinging challenger!

Are you ready to take on a powerful challenger in an exciting game of luck and
skill? The Casio personal computer is waiting to take you on with a whole
gallery of games — from Royal Sevens and War of Numbers to a thrilling
Moon-Landing simulation. Unlike everyday TV games, with the computer you
carry out all steps from key-in to operation on your own. It’s not only fun, but
educational too!

Programming can all be easily performed using the computer keyboard. Just
clear the program area and the computer starts winking at you. You then write
your program. When that’s finished, you start the RUN. If an error message
appears, you call up the incorrect number and correct it. Thanks to BASIC,

even program debugging is fun.

Once you've got it all set, the computer is ready to do battle. Take up your
position and prepare for a fast and exciting contest.

Ready! Set! Go!
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HOW TO USE THIS BOOK

Each game description is divided into the following sections:

1.

TITLE and GENERAL DESCRIPTION
Read this section to get a general idea of the game.

- RULES and KEY OPERATION

In this section, the rules of the game are described in detail and the keys

used to play the game are listed. Read this section carefully to understand
how the game is played.

. DISPLAY

This section is mainly divided into the following 3 displays:

(1) Starting Display: When the program is started.
(2) Play Display: During the game
(3) End of Game: When the game is over,

Easy-to-understand explanations on how to read each of the above displays
are given in this section.

. HOW TO PLAY (EXAMPLE)

A step-by-step illustration of how a game is played is given in this section.

. VARIABLES

This section lists the variables used in the program and their descriptions.

. PROGRAM

The program list is given in this section. Input the program in your com-
puter to play the game.

Parts of the display may sometimes become too dim to read during a game. If this
happens, adjust the contrast.
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Y/ PROGRAM

fun) (1)
CLEAR AEH
SN MEEs

18 YAC

28 INPUT “MARESCHA
238)%. %

I8 PRINT “HRIT":

48 E=LEN(S)

58 FOR B=1 TO E

68 G§=aID(B,1)

78 IF as="A":1CR)=
1:A=h+1

38 IF B$="1":1(R)=
2i0=ft

9g IF a¥="I;1CR)=
JiA=A+L

i@l IF G§="E":itR)=
$: f=ft+1

118 IF G3="0":ilR)=
HC e

128 HEXT B

138 $=""

149 FOR C=R 76 3 §T
Ep -1

158 FOR D=8 10 (-2
168 1(D)=184FRAC (<
LMD+ ) /18

}
178 MEXT DiHEXT €
199 F=1(B)*18+1(1)
280 IF F=18;1F 1&2)
=AsF=108
218 PRINT TSR 85F:*
percent "iEHD

VACED
(@]
Total 312 steps

Here your mission is to attack the num-
bers that appear in quick succession on
the display. When you succeed in hitting
a number, it moves to the left, and you
score a point. This game requires quite a
bit of manual dexterity, a quick eye and
fast reflexes.

Y/ RULES AND KEY OPERATION /

Random numbers between 0 and 9 appear and disappear on the display one after
another in quick succession. You try to hit each number by pressing the corre-
sponding numerical key before the number disappears. If you succeed in hitting
a number, it moves to the left, and you score a point. If you press the wrong key
or take too long to attack, the number disappears. SO numbers appear on the
display in one game.

The keys used are the numerical keys (@ —8)-

They are used to attack the numbers which appear on the display. You press
the key that corresponds to the number displayed.

15



a\ DISPLAY 4

@ Starting display
The game title is displayed, and then s

the play display. | N C_Smmm.l)._.._rbrﬁﬂ

Start by pressing [E]F8

|zcz_wmmﬂ>44>|n@ NmJ m\._.

: Display moves laftward

= Too bad, it's the
Press (& Wrong number

() Jer

@ Play display (£

4

The number to attack

@ Score (when a number is hit)

8 _ {
Hﬂ 5 AF _ m,no.“._._n__.w:u In the same way
h_\ L_d Press E. | wmzhnrwa_..::..ae; have bean
#s | ] 20 :
5 _[._._J._.m OVERiIHI
Hit

: Display movaes leftward
@ Moves to the left %

g I I, T

s v

#5
g

O A W N+~

Press @03

||! R g - 3.]c start the next game)
e e, B m #8 H N [ |
: \U 3 __ __ NUMBER—ATTACK ,_
#5 “_

I

1

* moves leftward

e FEnd of game o | Nw ﬁ#lm ,_
TIME OVER “mmw_l_mm.ﬁ A... 25 YOUR SCORE 8
- Display moves |eftward -N A,’ —

Score

16




® Variables

R
Name 6f | Wit e iome - ]
MI,@E.E» Description dwd%&ﬂ. Dot
| L M e L Tiption
A |Z.=H~um _MGQ displayed s ||Iwﬂn:._w _-D_H~|Em||
Emm|:a£ score ||||‘|ﬂ| T mﬂhﬂﬂ.wan |
@vmcaﬂmn 58 —ﬁ,......ll Zc_:dlma of variable A !
Sonnt o aumber of attacks L Number input __
H'r-
)/ PROGRAM 5
g (1)
CLEAR AE3
EEWEE
18 H=8
11 PRINT "NUMBER-A {50 PRINT :PRINT °T
TTACK™s :FOR K=1 INE OVER;HIGHES
TO 18B:NEXT K “sH; *YOUR SCOR
15 5=8:M=8:$="0123 E";S;
456789" 170 STOP :GOTO 15
28 A=INT (RANE*18) 208 S-S+ :PRIKT :PR
:IF AY18:R=18 Hm_q CSR 93 %%
38 PRINT :PRINT CS mm m_x oy |
x W.ﬂ “- t“ |- L B i i
48 J$=HID(R+1,1) mu mmﬂ ; T
59 A=fH - s _
68 FOR I=1 T0 263K Epein _
“"Km.% - L "u .—.Q wau
28 IF K$=1¢ THEN 2 zmﬁ” M . W\
89 §0TD 189
99 NEXT [ 260
188 IF =58 THEN 14 VACED :
8 =) _
118 6OTO 28 Total 317 steps

148 IF SIHH5

In this game, you test your powers of
concentration and recall. You have to
correctly recall the numbers which appear
on the display. Each number is shown
only for an instant. Immediately after the
number disappears, you have to recall and
input the number. The computer will
indicate whether you are right or wrong.
Some numbers are short and easy to re-
call, but some are so long that you have
to be really quick even to read the
entire. number before it disappears. In
addition, the time that each number is
displayed shortens as the game progresses.

NUMBER-RECALL

)/ RULES AND KEY OPERATION /

A number randomly chosen by the computer is displayed for an instant and then
disappears. Recall the number and input it. 1f your answer is correct, “RIGHT!”
will be displayed; if incorrect, *“WRONG!". There are 10 numbers to recall in
Group 1. If your rate of correct recall is 70% or over, you're allowed to go on to
challenge the next group, With each succeeding group, you have 2 more numbers to
recall and less time to read each number. See how many groups you can challenge.

The keys used are @ — & and @8 .

r—

7 =

e | | fee] o] ]
———— =
S |memD

2 [ 3 EBED
@ O 00 [ 0D 0 0 00 (2 (B =
ﬂ@@dﬁ%ﬂ@ﬁ@ﬁ@ﬂr

o0 EEE = R

B




ﬂ DISPLAY

® Starting display
Group number

i

| GROU P 1 e
® Play display A

Cezsasr

zc_smmfﬂlffu

The number to be recalled

ANSWER=8025637

Display moves leftward if more than 12
digits are used

Correct recall RIGHT!
Incorrect recall WRONG! 3
® Score 8 correct out of 10 IEMMI._.]HIQWIIIIII
AR TR
Rate of correct recall _—Ilﬁlmlmfﬁlﬁllﬁ
e e
T WRONG= 2
2 incorrect out of 10 \IF\\\\\\\
\l\\\\

Rate of incorrect recall

® When the rate of correct recall
is below 70%

® When Group 10 is completed
successfully

1
2

3

<
8
6
7
8

—

GAME OVER g

mo.mmb._._ _

"Y/ HOW TO PLAY (EXAMPLE] /]

Start by pressing (5] [Py
m ROUP 1 J
E A B

m.‘wwwmw | b

The number to be recalled

| NUMBER? 7

(The numbar recalled is
97953@E0 Input)

ANSWER=97953 i

RIGHT!

768721045

ﬁ NUMBER?
|

76872104300

AN S W ER=768721045

(Display moves |leftward)

m ﬁ.qcmozmu__ j 14

/=]

Tha number to be racallad

:.W@ NUMBER? . |*

56200

&O ANSWER=56 2 __

wo m_mzjm #

m.m RIGHT=8 7
8 correct out of 10
m

i
|

(80%)

80% correct recall
(You can go on to Group 2 sinca it's
over 70%)




i+
ml\w | w RONG=2 - b leah,
| lmﬂliﬂ s ey .NOQ *E an wmwm.ffu
54 o7l
- SRR ( BT
=

61.1%% '
Rate of corract recal|

r =3 REANA BN W g m
mm_ GROUP 2 | .N M
e szt N S 8f WRONG=14 ||[k
E s

= Rate of _,:noﬂﬂmm racall

56( 20710 7 o] 109 e S
J10[ cave over

The game ends because your rate of
correct recall is below 70%.

® Variables

[
Name of s
variable Description ch_q..w% aﬂ. Description
A ikocoiptls RN E | Answer input
B Number of digits J Number of correct answers
Number to be recalled M Rate of correct recall
ey £ % S £ X

C
| B
D Display time \L\

RINT *R 188 IF H¢TASPRINT ©

e:z (RANEw10t 120 Ww*mm”wu:: o mﬂ_m m,_w.m%_.
foe)(1 ] 4 48 199 T=T-. ¥ i
¢ [F C=B THEH 48 101 : sGREAT!*:E
orm»@mﬁw @ P O 138 ﬁﬁ.ﬁﬁ_ o

2D a8 mmmmuw 10 T450 _mﬂ ﬂ..xscx._ T y=y+2:6010 18
5 YAC : CSR 85 "M 230N S
g 1=3:1=18 ® nmwa . 168 “Eﬁ.zmmﬂm . VACED
19 J=BsL=L*t . qpe INPUT E e RONE=" )
29 PRINT °GROUP*3L opINT *osuER=" 170 PRINT e gg s | 326 stePS

170 Y 118 ¥ y-3," (" 1081 Tot2

38 FOR A= : i

9 B=NT (RANIRID) :

|
w

B = _ 18

In Knock-a-Block, you start with a wall
of 12 blocks. Your goal is to destroy the
wall by knocking off the blocks. But it’s
not as easy as it sounds. You'd almost
think the wall has a mind of its own!

/' RULES AND KEY OPERATION /

The wall startsas 12 blocks arranged 6 across and 2 hi ’s divi
2 high. It’s divided i i
located over the numbers 4, 5 and 6 as follows: i P

_,M eliminate a block, you press either the number 4, S or 6, and if luck is on your
side, you score a hit in the section you’ve selected and a block disappears. :

MM”MMM‘ Wo: cannot choose which block to hit; the computer makes that decision.

b m.w.:; Eﬁ every block you eliminate. 1f you miss, in other words, if you

- womﬂrom where the block has already been knocked off, you lose 2

g ocks are knocked off, you receive a bonus of 10 points, and you

e m 4 new game. 0: the other hand, when you miss four times, the

YOur name i » b FOlESe0re ;ﬂm highest number of points won so far, you may enter
ne in the computer using the alphabet keys.




The keys used are: (4], (5] and B .

These keys specify the section of blocks from which a block is to be knocked off.

The alphabet keys are used when entering the name of the highest scorer in the
computer.

=1|@=|=|m ._3?__, elle]
- EEE )

._\ DISPLAY A

®. Starfing disois
Starting display 7 HIGHEST ©

L

Score

by

MName of highest scorer

T
blocks — Your score (lose 2 points
for each miss)

e End of game | SCORE 96
_

1
Your final score

® [f you score the highest number
of points HIGHEST
‘ NAME? L
e When playing another game ‘ AGAIN(EXE)

Start by pressing [5]Fg

.N ?_mlmm._. 92

20n

—y

e
B Name of highest scorer

J
4=
m ===l ,
16[- - =

Press &)

Knocked off 10 blocks
Press (5) Bonus points added

19

==-—-===, 30 '

NmrMOOmm m._o“.w ’

@
Nm HIGHEST
m
wo NAME? )
OEOEOm Enter your name
.WN AGA I N (EXE) ;

WNJ ”_axmmﬂ 100 ?
.W.wjé KATHY L

Return to Step 3

25




® Variables

Name of I
Variable __ Description ﬂwﬂ-%v%% Description

_ .; Key input AS(0)-AS(5) | Blocks i

m.l H Score W oo covntcr . ,}_u:;m trying to get rid of cockroaches

T-...._ |_ Oorl Ea 3 b |_| N Eoooi R with an _ﬂ,ﬁan:nan spray, but the exas-

[ x |\_ Number of e Ry e wﬁﬁ%m little buggers won’t keep still "
- v ong enough for you to take ¢ i |

[ _|ZE:_UE - of blocks r:Onxono|m. i $ Highest scorer | & As you o:mmmm m_u:w“ the mnwﬂ;w_ﬂqmmﬂ“ﬁ_ﬁﬂﬂ. _

if you happen to be pressing the spray
g nozzle just when one crosses your path,
: you’ve succeeded in killing it. If you miss,

)/ PROGRAM ecsin

|
@,_IM._ B = Fm
CLEAR AED ‘ |
e | )/ RULES AND KEY OPERATION /
10 1=B:K=0:L=8 #
28 PRINT “HIGHEST" -
i # Using your insecticide spray, you chase after a cockroach as it scuttles right and left |
78 PRINT “by *3% on the display. If you happen to be pressing aither of the 2 keys used to move the |
48 FOR N=8 70 5:A$ spray when the cockroach crosses your path, you succeed in killing it with the in- “
nzvu_r...{nﬁ " 180 IF A$CJ)="-"3R secticide, and you score a point. But if you fail to press either of such keys just
38 FOR W=8 TO 3:PR (DR when the cockroach crosses your path, it escapes.
IHT CSR M3 A$END 118 L=L+l:]=1+2
..mmmﬁ i L2 h_._m a_..m_%wnw,w;m“ | The keys used are @ and (). These are used to move the insecticide spray.
o wm.H:Esz« : mm mmqﬂvwo:._mz o Key @ is for moving the spray leftward. _
o8 mh“vﬂm_q.umﬂ a$x"4 158 PRINT CSR #:3°SC Key =) is for moving the spray Em.?ﬂiu.nm_ __
3 1F R$s*5°:IF ORE";I:¢ "
556" THEN 68 166 [F [iM:H=T:PRIN ! — |
78 J=(YAL(ES)-4)%2 mq,_:__‘ﬁmﬂ"% y E==l| |mEsn _
+INT (RANES2) “NAHE" » ——— DEEE
39 IF ASCD=" *ik= {78 PRINT "AGAINCEX Co- m._ﬂl_&\M_n_mDD
K+1:]=1-2:60TD E) “:60TO 18 : T &H_u = OEaEE
[ 138 S S aes oD B EE
9B IF A$CI)="="3A$ VACHS
(J)="-":60T0 11 (e

) Total 374 steps



DISPLAY

® Starting display

® Play display

® Score

® End of game

20

&C

1
Highest score so far

¥ <H> (5]
Oo_nr_womn_.. moq_.m,_. w_n__o;
_ <¥D 1
PR Yo

Scaore

Game Over !!

Killed ¥— 10

v

Number of cockroaches killed

.Amev

AGAIN

Press
&0 to start the next game

b

Y

In this game you chase after and try to
bust a fleating balloon with an arrow.

Busting a balloon
pretty hard to catch a balloon that’s
floating about. In this game the balloon
and the arrow may seem to move in a

ay be easy, but it is

somewhat awkward manner, but you will
fully feel a sense of impatience while
pursuing the balloon and a sense of satis-
faction when you succeed in making a hit.

the balfoon, you win up to 300 points. The sooner the balloon is
higher your score. You start with a time limit (ccuntdown) of 60,
by one number each time the arrow is moved. When vou hit the balloon
"mit increases by 0 to 7. If you fail to bust the balloon after a |
-ue countdown reaches zero), the game is over.

The balloon sways right and left so restlessly that you dr

QIMINSHEs

he time

,;ornw.m:zmn_m_.n_H,_m_.mnamlra:amnﬁn:wnn:._:r;.f._,:n&ﬁ.,s.
Key (Tis for moving the arrow leftward.

Key [E] is for moving the arrow rightward.

_f,m# =|is for moving the arrow in an indefinite direction.




Y/ DISPLAY

® Starting Display

The following display appears on the display at the start of the

game:

The game can be started by pressing any of the keys, 11,2l and
[=]. The choice is up to you. Even after hitting the balloon
during the game, continue to press one of the keys.

@ Play Display

® When the arrow hits the balloon

@ End of Game

| (R P G I ()

B 55 |

Arrow Balloon Countdown
|
I
B
wn.“:.m
i
GAME OVER

t

1
Score ar.ﬂ Ime \\u st scorg i
ar

1

© O N O G A W N

~
o

HOW TO PLAY (EXAMPLE)

Start by pressing [5]@g

Start by pressing key [7]

CV Y AE2 2Oy

t 0

|
|
—_ )

IO

|_
58

Press key [2] to move the arrow rightward

t0

57

Press key [E]to move the arrow rightward

b
_

Scorae display aftar a hit

200

Continue with key [=]

tO

61

Prass key (2l to move the arrow rightward

Ot

60

Press key [1]to move the arrow |leftward

to

59

Jump the arrow by key =)

0] t

58

11
so] J2[+ &

Press key (2] to move the arrow rlghtward

Jump the arrow by kay _m_

|
10 57 |

Press key [Z]te move the arrow rightward

Scora display after a hit

13F

e _

Continue with key [T]

14

25

26

to »m_,
01 o |
Gamae over
GAME OVER _

27
28

Score display

SCORE 1540HI \_

Display moves leftward

GHEST 3760 \#




Variables

N T Do |
B | Balloon position \ SIS Total score
AT | Highest score o B __ o g Score
1 Time limit _ Y Arrow ( ) position |
J Loop ro:nﬂﬂ 5 ¥.|| >m. Key E.wmﬁ w@|§|§mﬁ
T | Loop count __ K Loop counter

oot} [ 1
CLEAR AE3
[Slhwi=)En
16 S=B:]=h8
3 PRINT "(1)s (D)7
28 B=INT (ROk#s16)
:L=4+RARERS
38 FOR J=1 TG Li]=
[-1
48 IF I{8 THEN 488
8 R$=KEY:IF R$=""
THEN 58
68 IF A$="1" THEN
168
78 IF A$="2" THEN
178
28 IF A$="-" THEN
188
98 6OTO 58
168 7=Y-INT (RriNi#3
J-1:6070 289
178 Y=1Y+INT (RitM=3
J+1:6070 268

1
a

i4

‘ (-} PROGRAM

188 Y=INT (RANE*18)
208 IF Y(8;Y=8
218 IF ¥38:Y=8
228 IF Y=B THEN 360
238 PRINT :PRINT CS

Qefe
P

232 PRINT CSR B3*D"
235 PRINT CSR Y5°4"

248 MEXT I
238 GOTO 28
300 T=18+INT (RANE*
1) 1=1+1KT (RA
Né#6)
318 PRINT :PRINT CS
R B;'x*;
328 FOR N=! TO 58:N
EXT B
338 PRINT CSR 85
CSR B3T;:5=5+T
348 GOTO 28
480 IF SXH:H=5

418 PRINT :PRINT "6
RAHE OVER®::FOR

K=1 TO 158:HEXT

K
428 PRINT :PRINT *S
CORE"; 53 “HIGHES
";HiFOR K=t TO
188: NEXT K

VACES
[3)
Total 428 steps

N2

NERVE-RACKER

You need a good memory to play this
game, and good guesswork, too. 10 cards,
placed face-down, hide 5 pairs of match-
ing cards (numbers). Revealing 2 cards at
a time, you must find the S matching
pairs. When the 2 cards you turn over
don’t match, they are retumed to their
original face-down positions. The fewer

turns you require, the higher your score.

Y/ RULES AND KEY OPERATION /

When the program is started, the computer takes a while to deal out 10 cards face-
down on the display. When this is completed, you turn over a card at random, Then
you turn over another one, trying to find the one with the same number. 1f the 2
cards match, they are left open. If they don’t, they are retumed to their original
face-down positions. Remember what their numbers were so you can later come
back to them when their matching partners appear. Continue in the same way,
always revealing 2 cards at a time. The game ends when you've matched all 10
cards. The fewer turns you require, the higher your score.

The keys used are the numerical keys @ — & and 3.
Press a numerical key to input the position (counted from the left) of the card you

want to see. Press key (@ to reveal the card at the far left, key @ to reveal the 2nd

card from the left, key & for the 3rd,

and so on. Key @) is pressed to see the
10th card, After pressing a numerical
key, press BB,

& Gl o) [ [ () O ) (D

T 0 ) Gl e

35




Y/ DISPLAY

e Starting display

The game title and highest score so far

are displayed before the play display

® Play display

@ When the cards match

@ When the cards don’t match

® End of game

e When your score is
the highest so far

_ﬁ NERVE — RACKER

o

_\I_Oxmm._‘ 40

1

Highest score so far

 EEEEEEEREE’

Face-down cards

1
Awaiting input on

card position

ESEESHEEEERO

ESHEEEN4NEEX
SCORE= 85
NEW HIGH

HOW 70 PLAY (EXAMPLE)

Start by pressing [5][Fg

) 4

NERVE-RACKER
= T

O  :ammmEm:mw-

N T_OImm._. 42
= .

mEmmEmEEmm: | P8 ffiunmw-g

card is ...

=] Wonder what the first

& U-I---g # NQF ffimmm-q

Try to guess right
ot "R e

m i_ 2HEEEECEREEX ; ,.WO* 21314452350

- e Too bad

ZEs

6 A -----L whﬁmoomml -

What's the 7th card?

—

|

21E

7 | ummmmmmzmn: | 32| new nien |

Do you remember where
the ather 2 is?

8 | ummmmnzEno |

Right! *



38

® Variables

nww__mm_..w% Description
—
| S Card data
[N hocﬁ. counter
_.b:u counter
Ir

| Loop counter

Highest score so far

ﬁo

Number of ti times cards are
selected

Name of |

. E_Emﬂ[ Description
||,[m||||zchw9. of :El:ul_Mmqu:wMMrIf
,PMMWW Cards ::3%
e X ||Zz§_umﬂ ommg
XS Nuniber of 2nd card from oy |
ST T Al Score
= = ——— L |

)/ PROGRAM

1]
CLEAR AED
[sl=vSIEB

18 PRINT “HERVE-RA
CHER®:$="12345"
FOR N=3 10 9:8
(H)=B:HEXT N

28 FOR M=t 7D 5:FD
RH=t TD 2

38 O=INT (RANE*18)
{IF ACO)%8 THEN

38

48 RC0)=-N:HEAT H:
HEXT H

58 PRINT "HIGHEST

68 §=#:5=4

78 ¥=-1i¥=-1:0=0+]

38 GOSUB 268: INPUT
ZeIF 209541t
alT0 2¢

99 GOSUB 288 INPUT
Y1IF ¥395Y=-1:
GOTO 98

188 GOSUB 288

118 IF R3Y;1F X831
F Y285 1F ACX)=A
Y)3IF ACK)CB T
kN 138

128 PRINT "x*:i60TO
8

138 PRINT “o®

148 A(X)=ABS (ACX))
SRCY)=HBS (R(Y)
)15=5+1:IF §a5
THEN 168

158 5070 70

160 T=106-(8-5)#5:P
RINT “SCORE="3

178 IF THUsU=T:PRIN
T "HEW HIGH"

188 ERD

200 PRINT CSR @5:F0
R H=8 TO 9:0=hB
5 (AN

i%
218 IF 0sAC3IF
N IF Yol PRIAT
og;26070 wuwv
28 PRINT MID(D: 0%
230 NEXT N:R RETURN

. VACE
(=)

Total 433 steP?

|
|
|
|
|
|
"
|

The keys used are @ |,

Madam X is shopping at a department
store. A pickpocket is snooping around
her, looking for a chance to steal her
wallet. Madam X, completely unaware,
moves from one counter to another
busily shopping. You, the store detective,
have to go after the pickpocket and catch
him before he manages to get away with
the wallet.

// RULES AND KEY OPERATION /

First, the pickpocket (P), Madam X (M) and you (I) are displayed in that order
from left to right. When you input your move (1-2 space(s) leftward or
1-2 space(s) rightward), you move to the position indicated. But be careful, as
both the pickpocket and Madam X also change positions at the same time, and you
have no way of knowing where they will move next. Keep chasing the pickpocket
until you either catch him (ARREST) or he outsmarts you and makes his getaway
with Madam X's wallet (ESCAPED). When you succeed in arresting the pickpocket,

you score 10 points, When the pickpocket escapes with the wallet, the game ends.

M, &, @ and & (5 keys).

These are used to mave “I” leftward or rightward, as you try to catch the pick-

packet. Pand M move at random.
Key @ is for moving 2 spaces leftward.
Key [ is for moving 1 space leftward.
Key CJ is for remaining in the same position. : |
Key @ is for moving 1 space rightward, T o EmEEE
Key @ is for moving 2 spaces rightward. il E Egwali) ,r|.,_.u =i (€] I e
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1
|
|

Y/ DISPLAY

e Starting display
When the program is started, the
highest score so far is displayed, after

which the starting play is displayed.

e Play display
When only P and [ are displayed, you
(I) and Madam X (M) are in the same

position,

e When the pickpocket escapes
with the wallet, appears

® When you arrest the pickpocket,
appears

® Score and end of game

(If you press gg . you can start another game,)

__‘I_mImm._. . 18

P M |

1 e T
Pickpocket Madam X You

ESCAPED

ﬁbmmmmﬁ_

_‘mn“Omm" 10

b

ﬁmxmv AGAIN L

I10fu

L %Y/ HOW TO PLAY (EXAMPLE) "/

Start by pressing [5]Pg

&E@zmmido \
2[n e

Press (4] to move 2 spaces leftward

w P M I ;

There's the pickpocket!
Press[d)to move 2 spaces leftward

ﬁ‘_s_u_ ‘

Press [T] to move 1 space |leftward.

mh_s | ;
m*“mmmmﬁ% g

The pickpocket has
been arrested

Press(djto move 2 spaces ..uﬂs__!.n.
Here he comaes again!
Press(T]to move 1 space leftward
9 wu,

Press[3djto move 2 spaces leftward

PM |

; 22 _m P M
23 Lo
J Nﬁ‘ ESCAPED

Press [-] to remain in position,

11 i
Stop!
Press[1|to move 1 space leftward

Press(ajto move 2 spaces leftward b
130 wi -

Eil ‘
Press[Elto move 2 spaces rightward

14 v |

I've caught you red-handed

Nm¥ ARREST!
.Nm\ P M I

Press 3] to move 1 space rightward

The wallet's gonel
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e e

|
|
k.

i e ——————
R —

e e S ——

leA m|Xm JAGAIN
| W

._"m;@lm“ [ to start

@ Variables

‘anather game)

[Nameof [ " Name of Description
| Name of Description variable |
variable Al 42 =
P _ Pickpocket’s position | I \ M e
[ R0l dam X's posi
I H Highest score so far I?_ 1 Ma ._ul
| [y ositi e S _ Score
1 _ Your position

Y

el 1

m .ﬂ_mm
19 S=B:4="41, 36"
26 PRINT "HIGHEST:
3B P=2:pM=5:]-8
48 GOSUB @@
30 A=HeINT (RANES
)2
o8 [F HKB:N=5'
18 IF @)11:h=1]
86 P=P+INT ((Rfikgs
3-24(4-P)12)
99 IF P(p:p=g
106 IF P)134p=ij
118 BE=KEY: IF fg=rs
THEH 118

128 FOR M=t TO 5:1IF
A$=HID(H,1);]=
H-3:6070 {49

138 HEXT N:60TD 118

148 1=1+)

158 IF <@:1=8

168 IF il 1=t1

178 60SUB 308

188 IF I=P THEH 218

198 IF P=N THEH 228

288 &0TO 5@

219 vwnz._, ﬁ% W"owﬂ
mmm,_.— numum
+H8:60T0 38

228 PRINT CSR @:°ES
CAPED “1PRI
AT *Hame Gyer®:
5

238 IF S)H3H=5

240 PRINT "(EXE) RG
RIN®:R0TD i@ y

388 PRINT CSR %°
sC5R Y3 3
N“_._ __“ .

305 PRINT CSR H:“N°
:CSR P3*p*i (SR
[3*1%

310 %=M:Y=P:Z=I:RET
URN

ACEE
i (&)
Total 436 steps

aceship lander — just aﬂmnr.ma m.o.E
up 5 in unit — is now free-falling, tail-
:m,amﬁoim_,am an unknown planet. To
m?ﬁ.m a headlong fall onto the planet’s
gl ce, you have to ignite the lander’s
m..E,_MMa, and slow down its descent. The
”.“MG::H of fuel you bum determines :wi
rEar its speed is reduced — but decide
quickly! Unless you manage to reduce .:5
lander’s speed to 100 or less _u.w the time
it reaches a height of 100, it makes a
crash (1) landing.

)/ RULES AND KEY OPERATION /

ioht i i . and its fuel

When the lander starts descending, its rm,mrm is at mccm.. :mmﬂﬂm”wowwammpam e
supply 35. As it free-falls towards the planet’s mmqm_om, its .a%oc e e
other words, its height decreases while its speed Eo_.ommg.n_ e el
down — the lander’s descent by igniting its rockets to _Hon_._ domamE
this, input the quantity of fuel you want to bum. Once Mw.bﬂvcﬁ =
w..:a_m_..m fuel supply continues to decrease by the Ezow_,” e A
tinues to change in accordance with the amount of ?m Mw:w o i secit 8
if you input 1.0, the speed decelerates by 5. If you ”_usm ma. e
by 2. While the lander’s fuel supply lasts, you can ¢ M.EW ding if at height.100/its
burned anytime. You have guided the lander to a sae pammr W
speed is 100 or less. Otherwise, the lander Emw.mw a cr g mz.m%g.
depends on the landing conditions of the lander (height, speed,
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The keys used are the numerical keys ©

These are used to input the amount 0

amount, as follows:

(Quantity of
Fuel Burned) (Speed) -

Key @ 0.0 +5
Key (1 0.1 +4
Key & 0.2 +3
Key @ 0.3 +2
Key @ 0.4 +1
Key & 0.5 0
Key B 0.6 -1
Key @ 0.7 5
Key B 0.8 -3
Key @ 0.9 _4
Key & 1.0 =
Key & 1.2 27
Key (# 1.5 -10

_@,and B, &

, ¥ and B3 .

f fuel to burn, each key designating a different

(Change in Speed)
(acceleration)
(acceleration)
(acceleration)
(acceleration)
(acceleration)
(constant)
(deceleration)
(deceleration)
(deceleration) 2
(deceleration)
(deceleration)
(deceleration)
(deceleration)

_v QEEEE
QJD@BE

cABIO

(A

- B EEE

y/ DISPLAY

L o Starting display .,

displayed before the play display. &

e Play display

e End of game
Successful landing

Crash landing

The game title and start condition are

|
| SPACE LANDING %)

qu>m4Amev

4330=211.33

1 1 1
3 Height Speed Remaining
- fual supply

GREAT!

69 85 27

1 T t
Height Speed Remaining
fuel supply

SCORE 1200

C-R-A--A--S-HI!

Display moves leftward

YOU'RE DEAD!

69—193 19

1 1

Height Speed g uau..:a_:__._n

fuel supply




.w  6000—200 35

Height Speed Fuel supply

% 5798—-205 35

Press (3] to ignite rockets

§ [sesemsor 30 ] 353

.NN 4460- ﬂm.\._m 28

v-wm,m (8] to change amou £
Bl g nt of fuel

13 vansmrrs 2o |
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In this game, displayed letters are elimi-
nated one by one. Complete elimination
has to be achieved within a specified
number of operations. There are eight

successive patterns and each pattern has
to be overcome before you can proceed

to the next pattern.

y )
il e

e RULES AND KEY OPERATION /

The moment you start the game, ten A’s will be displayed. The symbol - = will
move rightward from the leftmost end. Attack (press key ©)) the moment it is
superimposed on an A, and the asterisk mark “ * ” will appear at the point attacked
and the point will become blank. An attack on a blank space is considered ineffec-

tive. Eliminate the ten A’s in this way. The number of attacks is limited to 15. (In

other words, the allowable number of ineffective attacks is 5.) If an A or A’s remain
after 15 attacks, the game is over. If you succeed in eliminating all the A’s, .:2
more than eight @ ’s will be displayed at random points on the &%_3.,- .W:mow
these #’s in the same way as the A’s. In this case the number of attacks is limited to

10.

The pattern display changes from A’sto
rules apply to attack on &’s and the subseq .
eliminated, the word “GREAT!!” is displayed and the game 1S over.

The same
A’s are

&9 ¢ & O, [Osand As.
uent patterns. When all

The Keys used are @ and E3.
Each press of the B key
constitutes one attack,

0 @ 7 (a0 (] () o) (o] )

2/ DISPLAY

e Play Display (A pattern)

AAAAAAAAAA u 7 ||||| *AAAA

O 0.

. S A e 7 A AR E AR L AN

_ ® & ~ A Pattern Display

A& A b
L 00 O (@)
£ Ve v wv 2
ﬁD_U ES LIS ) >
_|, *% ¢ ¢ o
% _‘ A AA F oo
- I
tw.. ® When all patterns have been eliminated
: GREAT!! H.
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=%

wﬂ“: by pressing (s] PO

.N bbbbbbbbbb:

MN_.||a>pb>>>p
W:E.._.m by pressing B]

mw __XxAAAAAAA

mﬁ |y» AAAAAAA

Attack by pressing @)

m. AA AA AAAA

Attack by pressing @)

yiEET T

8 [x wmawms

o —

Attack by pressing @)

Ll ———
32 i

A
¢ Em—

Attack by pressing g

34— ]

36[ -+t oiu

I
L

® Variables

i

P

Name of S Name of R i ]
Variable Desciintion Variable Description
L Loop count 3 Character data »
J Number of patterns BS Attack
K Loop courit Cs Character specification
N Loop count W Loop count
P3(0)~P$(9) | Character data o
NOTE

In the program, allow 10 spaces within the *
in lines 140 and 180.

" (quotation marks)

- PROGRAM

4

@]
CLEAR AEm
(5)be [©)E8

10 H=15: =8

28 FOR [=0 T0 9:P$
(1)="R*:HERT 1

38 G0SUB 588

48 FOR k=1 T0 N

6 B$="1":PRINT $;

70 FOR I=8 T0 9

39 PRINT 0SR 13-
$:FOR Z=1 70 10
:NEXT Z

98 IF B$=9" THEN
148

10 B$=KEY:IF Bs="8
" THEN 269

118 HEXT |

128 PRINT CSR @5

130 6OSUB 5@8

148 [F 4=

" THEM 238

1368 NEXT K

168 FOR I=# 10 18:P
RINT P$CI)5 ¢ NEX
Tl

178 FOR Z=1 T0 108:
NEXT 2

188 IF $s*
";PRINT CSR 03
“GRNE OVER “iEN
]

208 psCI)=" *

218 PRINT CSR I3"#*

228 GOTO 129

238 J=J+l

248 IF J=1:C8="4"
250 IF J=2;08="e"
268 IF J=3;C4="e"
278 IF J=4:08="¢"
288 IF J=5;C§="0"
298 IF J=6;($="n*

30d H_n .Hu.ww L]

318 IF J=8 THEN 490

328 FOR =t 0 §

338 PECINT (RANEHS)
42+])=0%

348 HEXT 1

338 H=18

368 6070 38

438 PRINT “GREAT 1!

418 END

508 $=*":FOR [=¥ TO
9:5=$+PH( 1) 1NE
§T 1

518 RETURN

VACER
=)

Total 490 steps
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Your task is to land a spaceship successfully
on the moon. The spaceship is descending
towards the moon’s surface, but unless you
reduce the speed of descent, you'll crash-
land. To slow your descent, you have to
ignite your retrorockets to achieve counter-
thrust. For a safe landing, your velocity
should be between -2 and 2 km/sec by the
time the spaceship touches down. The less
fuel you bum and the less time it takes to

land, the higher your score.

Y/ RULES AND KEY OPERATION /

‘_,r..m game starts with the spaceship descending at a speed of 20 km/sec from a
rm@i of 100 km. The descending speed accelerates by 2 km/sec (not true in real
life, by the way) due to the pull of gravity. To avoid crash-landing, you must reduce
the Hmma of your descent by igniting your retrorockets. To do this, input the
quantity of fuel you want burned (any quantity from O to 40 kl) after the
:,WOOij: display. Each kl of fuel burned reduces your velocity by 0.5 km/sec.
;Z.E start with a fuel supply of 180 kl, and if you run out of fuel before the space-
ship reaches the surface, you’ll free-fall the rest of the way and end in disaster.
Your landing is successful if your velocity is between -2 and 2 km/sec when the
spaceship touches the moon’s surface (when HEIGHT = 0). The less fuel you burm
and the less time it takes to land, the higher your score.

LA

Foont S

gt (1= 5

o mEm

) o o 0

&> N DISPLAY

y

® Starting display

® Play display

® End of game

Successful landing

MOON—LANDING

h 100 s 20 f 180

——

Haight _w_uwma _ _u”_n_ LFuel at game start
Starting haight Speed at game start

)
L
hﬂ !
Moan's surface 1 space= 10 km Spaceship

ROCKET?

1
Awslting fuel quantity input

LANDING

TIME 23,5

]
Time required

SPEED 1 P.

!
_.u.zn_._:aao!&




SCORE 220 L

Crash landing 7 CRASH

ﬁop_gm OVER

When height falls below 10 km ) i

! 1
Moon's surface 1 space = 1km Spaceship

When fuel is used up 7 EMPTY
h 150550 f @
Lut:
H._o fuel
CRASH
=Y Crash-landing
GAME OVER

L

54

HOW T0 PLAY (ExampLE

Start by pressing [5 [=]Pe

.N isooz _.>zo_z|m_ mﬁ

Bm«m_‘::m data

N_ h100 mwo jms 3 s

* Starting 1
E height Speed at _"cn_mn

—— Bame start game start
3

e L ooE

I Moon's surface i ~ Crash Ia di
1 a n
{ix¢] Spaceship "

4 hmo.mnmﬂlf IQ N.N_|m>|§m OVER |

Input fuel quantity

——

oeem(i) g
h8i2s l_ e sy 2 Q
et
® Variables
Name of D AL MName of A g
variable escription R Description
=g Fuel remaining E Time
H Spaceship position v Speed
K Score W Quantity of fuel burned
Q Speed z Spaceship position
S Moon's gravity
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(1]
CLEAR AGE
(5 5w (2)ED

PRINT “HOGH-LAN

DING™:SET F@:T=

Bry=20:F=10utH=

180925=2

28 GOSUB 288

30 INPUT °ROCKET".
HeTF Un(4-40))d
THEN 3@

48 IF WFsH=F

58 0=Y-H/242:F=F-H
tHeH-(Y+0) /2

6@ IF H<é THEA 118

78 T=T+1:¥=0

38 IF F)@ THEW 28

IF Wx@;PRINT “E

HPTY": =8

G0SUB 28826070

(i)

|
L

8
Hetht(Y-0) /25 [F
H(@s H=2

128 IF padsR=rrY:60
10 148

138 R=(-Y4SGR (V¥y+
e (4-H))) 7 (2-W
2)

140 B=yH(2-/2)4R: 1
F ABS 225 THEN
168

|58 PRINT “CRASH","
RANE OYER”:END

168 PRINT "LANDING®
iK=108sF 1T (T
+HR)#18

170 PRINT “TIME*;T+
R, "SPEED*;¥, *FU
EL";F,*SCORE";K
:END

289 PRINT CER 83F3C
SR 83" #":05R 35
Y;CSR 4:"5%30SR

BsHsCSR #3°h*

218 C=INT HeDg="+":
IF Cy18sE=inT (
H/18)y+Ei0g=""s
IF Cri136=11

220 PRINT CSR 8:%)°
;CSR C:04

238 RETURN

VACED
(Tli=)

Total 497 steps 8

In this game, you attack each letter that appears on
the display in quick succession by pressing the cor-
responding key within the time limit (countdown)
When your attack is successful, the letter &....mvwmﬁm..
if you fail, the letter remains. Before starting wo_.”
choose the desired game level and speed. ,Sg.hséa
speed you choose, however, it will accelerate as the
game progresses. You can consider yourself a
wizard at alphabet key operation once you've ob-
tained a high score in a game played at the highest
level and fastest speed.

/ RULES AND KEY OPERATION /

First, select your game level. There are 3 levels, de i i
; , depending on hi
keys are to be used in the game: : : el

Level 1: Bottom row of alphabet keys, Z—E (10 keys)
Level 2: Bottom and middle rows, Z—E and A—L (19 keys)
Level 3: Bottom, middle and top rows, Z—E, A—L and QP (29 keys)

mer select your game speed. There are 4 speeds, depending on how fast you have
0 attack each letter. For example, if you choose speed 1 at the start of the game,
wo: have 46 counts in which to attack each of the 6 letters in Line 1.1f you choose
peed 4, your time limit at the start of the game is 22 counts. When the count is up,
MM“_H@M your chance to attack. Remember, whatever speed you choose, it will
o a mww the game progresses. The smallest number of counts is 8. - =
mvvomwoc ve selected a game level and speed, you're ready to start. When a letter
ES&%M: the display, attack it by pressing the corresponding key. If the attack is
s the letter turns to + and you score one or more points, %ﬂauﬁumgm,ﬁ
e :M E.E .%maa. If you press the wrong key or fail to press the %megﬁﬁ.
W e limit, the letter remains and you've lost your chance of attacking that
- You then go on to attack the next letter that appears on the display.




There are 6 letters 10O attack in a line, and when you’ve finished attacking ai} 6
letters, you mave on to the next line — unless your attacks on all 6 letters faileq,
When this happens, the game is OVEr. , A

The higher the game level and speed, the r_w,:ﬁ v.o.:n score. In addition, each time
you successfully attack all 6 letters of m.::o, you m.co:w the .:Ezcﬂ of points
arrived at by multiplying the line number times 10 points, and if you successfully
attack =, you score 50 additional points. :

The keysused are (0, @,@, &, 8, &, = , [ (exponent key) and
the alphabet keys.

M . @, @ and (& are used to specify the game level and speed. Press B8 after

essing one of these keys.
MM,.,,M.H._T & and the alphabet keys are used to attack the letters (or characters).

Press @ when no letter is indicated on the display.

DISPLAY

e Starting display
First, game level/speed input await condi.
tion is displayed. After you select the

game level and speed, the highest score so
far is displayed.

Then the game display appears.

e Play display

Score display when a line is completed.

® End of game

Successful

rm<m_r" ,..m.wllﬂlllf_
|l|||-|l|.|.]|

G. Walting for gama lavel Inpuy

e —

| SPEED:1,2,3,4 9 |

s RS SE A VS

-— |

9 Waiting for game speed inpur

| HI-SCORE = ¢

1
Highest so far

Line m_.uo-.m

++B +S * 1 (%) 1’
I 1
Prepare to attack

attack Failed attack

r LINE=1:SCORE =17 ;

Score display for Line 1

r GAME OVER! I_ .

I

LINE=5:SCORE = 18@ ~

1 I}
Line number Final
at game end score

359




iaY EXAMPLE ]

Y HOow TO PLAY (EXAMPLE)

Start by prassing G._Wc_

v o

_|I||||||¢ _Q
| LEVEL a2 a3t

_uamm_,tnu:.m:m_ 1 ue_@onmn:

N | mnmmU m m Li
| e e

. |““ Display moves leftward

h.w ___ EED: fm.m‘f.u

press (2B (Speed 2 selec ted)

e
& __ HI—-SCORE=30 |

Display moves laftward

m __ |-SCORE=305

The attack was successful

NAV%+*1w|| 10

60

The faster you attack, the higher

— o

e

e
BT
B0

Press[v]to attack

+4+W——-— 1 0 Ik

The attack failed

++Wk——

mwm;u;zmwd.mommrj

U_nﬂ_u_‘ moves lettward,

mm?wmﬂﬂ r

Press [V] to attack

32(—a

® Variables

.|.|||-|_
Name of U/_

Name of

G

Press=lto attack

38 aee]

e B ET L T

Hmnwnowm”._mm

variable escription variable Description

L m» Speed (loop) variable P Number of lines

% Key input S Game speed

> | Charaeter selection N ssful
- P e e R X umber of succe

—— Mcov attacks in a line

—— O”M_M _ 5y Score

= : evel z Highest score so far

rf:m*fr.l eginning of character string S QWE =K

L | Conversion value N ﬁccw. g

AME OVER|

e YERLY




W oo

“ fu (1
. CLEAR AR
BrziEl

{§ $="QNERTYUIOPAS {!
18 Wmm_._bﬁ_-nmxnﬁw::
Nm.J*H@u“u"w
28 [NPUT *LE¥EL:1, :
2,3 KL= {
Hwiuznomx:i

)
19 INPUT "SPEED:1,
. 2,3,4% SHFOR N
1 70 48: HEXT N

g 169 TF DI="="37=145 .
[ S ! 3 j
_ﬁ oy 170 610 15 ¥
| &Y 04 /43S 188 NEXT J
et 199 HEXT 1 ]
| e s 200 IF H=63Y=Y+10#
| il 210 PRINT **3:P=P+l
i 4 20 IF S RINT :F
: . *GANE
| 88 FOR =4 _Mm_ 5 : 1.5
99 PRINT LSR I3°»* e
i} - 225 FOR K=t TG
ﬁ% n& 0 58 R i
! 180 D$=MIDCIRT CINT 238 _u_:ﬁ.%ﬁu“ma _._“_
.m rwm__.;*—gvhi:. mMMH.,“.. £ _‘
h 1) = yly w_
| 118 PRINT CSR 13083 248 IF w%mm_. 58
120 FOR J=8 T0 s 258 IF Z¢¥3 __,____
| 138 CS=KEY 260 STOP :60TO 10 |
b 148 IF C$8D$ THEN 1
%
h 158 IF C$=D§;PRINT e
_ CSR :.t:ﬁf @WE
| ﬂ«.nﬁx_:mlhﬁ Total 502 steps
\ns4)

This is a very simple game of chance. You
and the computer each draw 7 card, and
the one who draws the larger number
wins the round. Since YOu must place a
bet before you draw your card, the
chance factor is greater. Try o guess
when yow’ll draw a high card and bet
accordingly.

Y/ RULES AND KEY OPERATION

The game starts with the dealer
tween 10 and 50 chips may be

(computer) holding 300 chips and you, 200. Be.
staked in a single bet. After Placing a bet, the dealer
and you each draw a card, and — naturally — the one with the larger number wins.
The loser must hand over the number of chips staked to the winner. When an Ace is
drawn — !l _ the winner receives twice the number of chips staked in the bet. If
both players draw the same number (a tie), the chips go to the winner of the next
round. The game ends when 25 rounds are concluded or when either player loses all
his chips.

* Card Designation:
T=10 J=TJack (11) Q= Queen (12) K =King (13) A= Ace (1)

The keys used are the numerical keys @ — @ and @

The numerical keys are used to input

= e
the number of chips staked. After this ﬁ%lmq (=) ] e[

input, @m is pressed. _\ T _E_@__M__BJE E“m
@EEEHEBHEEE? o
(2 () 081 [0 () (8 () () () (ot (MDD

2 ¥ @ [ 0 00 0 6w =) [ ]




L]
e Play display A%
Play starts as soon as you start the
| programt.
| :
, BET %
| .
“ Awaiting input on
_ ‘of chips staked
|
|
__ T
_ Your card
YOU: 5
=
Winner
When it’s a tie
® End of game o .
If you win
If you lose
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e Va _.mml_m_mm

s s Name of

| Name of Description variable
vanable [ O e e T
2N v

N Number of clm_fm Pyl ool ‘A =
Wi w

Y Your chips

———

Description
st SR

~|~ Number of chips to go to next

bet when a tie

S~

~ Number of chips to go to next

bet when a tie

ey — |

e === TR TN, 8 Card
| z Dealer’s chips ||-||]|Jja|.|||.|.|r.|r!
—— our ci
[|m Loop counter AL P | -
_l = RS Q Dealer’s card
- W hocu counter e - Ja%.lrf
R M| Zc_:uﬁ - of n_:E mrw& RS Ran O
- Tl S .Hw.ﬁmm of cards
ﬁ.on card 2,3 a9y DT QKA
_ uUs _ -:B_n:nﬁn— FoFe g | )
i) (7]
CLEAR AED
[S]eew2IER
18 YA
15 N=l:Y=008: =368
1473456790710 109 PRINT 73" she; 188 IF 2851F 7831
Ry s F HC255H=he1260

28 FOR 5=8 70 12:A
(S3=S+1:HEAT 3

38 GOSUB 228:P=R=T
§=41DC0, )

48 GOSUB 228:0=0:1)
$=RIDC0, 1)

38 PRINT CSR 93NsC
R 93*:":C5R 5;
ZiC5R 3y

68 E:: :HPUT "B

SLXIF Y T
.;m_ 68

18 IF ¥1034=19

98 IF %y593%-58

98 PRINT *YOUR CAR
D:*;T$:PRINT °R
IGHT OH°

118 [F P13 THEN 14
B

128 IF 8=13;V=X42:6
070 178

138 ¥=X*2:6070 150

148 IF 0=13;4=Xe?

150 1F PY0sY=YeuN:
N;le.1n~=| "0

U: *3 HeX e =02 GOT

0 180

168 IF P(O:Z=7+heX:
Y=Y-R:PRINT *DE
ALER: *:4a}: y=gs
G0T0 188

178 H=dyRa:y=g:y
=Y-K:2=2-%:PRIN
T *)TIEC";H

—

10 38
198 IF Y>Z:PRINT "Y
DU HIN®:END
288 IF Y{(Z:PRINT Y
U LOSE":END
210 PRINT "TIE®:END

220 R=INT (RANE#13)
:IF FRAC ACR)=.
4 THEN 228

238 AR)=A(R}+. 1:0=
INT A(R):RETURN

VACES
(] (=)
Total 536 steps

You and another player play this game,
Taking turns, you each bet 5 times. Your
highest objective in this game is to hit
777. When you do, you win 500 times
the number of chips you bet. Also,
though less exciting, if you hit a number
with two sevens — 771 or 277, for
example — you win 10 or 20 times more
than you bet. When you and your oppo-
nent complete S tums, compare your
chips to determine the winner of the
game.

y/ RULES AND KEY OPERATION 7

Both players start with a credit of 50 chips. First, input the number of chips you
want to stake in the bet. You cannot stake more than what you have, so at the
start of the game, the maximum you can stake is 50 chips. Next, press key ga. The
computer then flashes 3-digit numbers one after another on the display. Stop a
number by pressing key @ . To win your bet, you must stop a number with the
same pattern as one of those shown on the next page (table). Depending on the
pattern, you can win many times more than the number of chips you staked. For
example, when you stop 777, you win 500 times the number of chips you staked.
If the number you stop does not correspond to any of the patterns given, you lose
the chips staked in the bet. ..
After you and your opponent repeat the above play 5 times, compare your chips
and determine the winner. If one player loses all his chips before the other com-
pletes S turns, input ©” after each “BET?” display and continue to take your
turn,




| PATTERNS i

_ Fi bl 500 times 000 : _

. 77 % 20 00 * e 3
*77 10 *00 e TL
7%7 5 0% 0 -
ﬂ bR N L i
* 7% 1 PR
* k7 1 %.....Anynumber

O.....Same number
The keys used are the numerical keys @ — [BI and E3.
__ The numerical keys are used to input your bets, and €8 is pres:

input. Press @) to stop a number.

- e |

e

|
I
|
Il
|
_
|
| e
I o
| )
i ® First player’s start . —
| #I ._ . ._ 7
o i
| 1st player Bet



70

prass [@

Try

to stop a number witha 7 :..I: -

137 ws

T A :.cBWm.q is stopped

.Nﬁ omx._mWw \wmw 3

2 times a.:@ number
of chips you bet

.Nm i i

E@ player

1 M:n 1 1st bet

.Nm O|mmo|_4|m®| .

E_M_

ET? _

Press (2][@1 @0 (2nd player

bets

18!+

20 chips)

¢ A-digit numbers flash one after
¢ another on the display

® Variables

_.Z m—_ﬁa

_nf_m.l.m@w
| A®)

29 255
(=]
wof 234
.WM eCHIPSS —Jo
MNHM_ nlr_um are mcaﬁwmnﬁmm from :

32| »1-2 .

5.3 | %f\w_ “Ma WINS
44

Too bad, it doesn’t match any

B8 of the patterns

2nd player's credit

—_—

1
2nd bet
Both players bet 5 times

1st player wins

140 / 1080

Description

1st player’s eredit

FeAy
[ D

| 2nd player's credit
Credit working area

‘J“||

N

Ecm counter

Loop counter

| Number oaﬂﬂ_cﬂm

e

dﬂ%&ﬁ Description
P M Number in hundreds place |
| Q | Number in tens place
ol Number in ones place
255 3-digit number
B Number of chips bet
Z8 | Key input data

PROGRAM

\

e

TEEE
CLEAR A

18 A¢@)=38:R¢1)=50
tFOR H=1 70 SiF
OR L=k 10 |

20 PRINT “#°;(L+1+
(Hr18))%(-1)

38 PRINT “CREDIT":
ALy

49 TNPUT ®BET=R:1
F &RELY THEN 4
8

58 GOSUB 288:3=AsT
PACL)=RELI+AIPR
INT CSR 85" eCHI
PSe"3d

£0 NEXT L:HEXT H

78 IF A(B)XALLIIPR
IHT "$-1 WINS':
GOTO 10@

88 IF A(BCACLIZPR
INT %-2 NINS":
G0TO 108

90 PRINT "TIE®:

168 PRINT A(@)3* /*
HAC1)SEND

200 S=INT (ROME+168
B):IF 5<111 THE
N 208

218 PRINT CSR 8353

228 Z§=KEY:IF Z%="8
* THEN 248

238 GOTO 200

749 STOP :P=INT (5/
108):=INT ((S-
168+P)/18):R=5~
Pxiag-0+18

o
2100¢

230 IF P=831F P=R31
F G=R THEW 278

2608 BOTO 298

278 IF P=7:T=580:RE
TURN |

288 T=0@:RETURN

298 IF P8 THEH 320

388 IF P=TsT=28:RET
URN

318 T=5tRETURN

328 IF 9%R THEN 358

338 IF 9=7;T=18:RET
URN

348 T=3:RETURMN

358 IF PxR THEN 388

369 IF P=7:T=5:RETU
RN

318 T=2:RETURN

388 IF P=73T=2:RETU

M

198 TF Q=73T=1:RETU
RN

498 IF R=T3T=1:RETU
RN

418 T=-1:RETURN
VACER
Tl

Total 540 steps

-
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Pit your strength against the computer to
win this war of numbers. To win each
encounter, you musgt Input a number
larger than the ope held by the com
by guessing correctly from
But even

puter
the clue given,
if you keep winning, don’t
there’s a decisive
battle to be fought at the very end, and
if you lose this battle, you
all over again,

slacken your guard —

have to start

Y/ RULES AND KEV OPERATION /

Your initial score is 5,000, You and the computer have several encounters until
your score reaches either Q o 10,000. To win each encounter, you must input u
number greater than the 3-digit number — which is hidden from you — held by the
computer, by guessing the computer’s number correctly from the clue given. ‘E._.n
clue is the sum of the three digits in the ones, tens and hundreds positions of the
number held by the computer. To input your number, you can either nwoom,o from
among 1,000, 750, 500 and 250, or you can choose any 3-digit number you like.

The number you input to challenge the computer is automatically w:w:mm”mm from
your score. If you lose the encounter (in other words, if your ::Euﬂ is map—.ﬂm
than the computer’s), you receive no additional points. If you win, you recel

twice the number held by the computer, Now, this is trickier than it seems. n
You must be careful what number you input — if your number is ﬁo large, .wo_.,Em.
end up with a smaller score than at the start of the encounter, even _m.wo: ..,_,_Ecoc
encounter. For example, say you start with a score of 4,000 and you ::::. __mo.
Your score automatically becomes 3,000. Then, if the computer’s :::_cmqmm .5‘
you win 300, making your score 3,300, which is less than what you started with,

i slightly
Therefore, choose your number carefully and try to input a number only sligh
greater than the computer’s.

72

»r-

her hand,

aame ends. If, on the ot

ou lose the war and the gan Aok

Wi :,ﬂ%,owo you and the computer fight a m.zmw nm«n“muzn?o«. =

R Emn_ﬂwﬂ_aa mm .&.Hm war. This time, the ccavwsw&mnm”w AR
: o |

e ch_ﬂomm a key from among keys A, B rm_a e f

et o n: than the one displayed. The numbers et

i ,q.n:w - win this battle, the game ends. If you lose, y

from you. If you

©, @, @, @ ad @ .
The keys usedare @ — & , @,and @, @, ©, @,
€

Key @ inputs 250
Key [ inputs 500
Key (@] inputs 750

i essing =] ,
Key @ E?:m _m.wo”wu input numbers other than the above. After pressing
Key ) 1s press

1€ 4.: ﬁ;nm:nm.— Wﬁ%m E_Dn cor :wwmuo:.n_ to ﬂ_nm —:_:_Umﬂ F—.w SEn, P - -
P 55 en QSen. ﬁ__.ﬂ__ TCSS .ﬁ

Example) _
A xwﬁo_“m ©.m, 3@, &, &, toinput 125,

v == H - < _.—G.a‘ﬂﬁ_.
the : NO_.— n—mm en

mﬂm S are ﬂwﬂ& m —.— S.m.- .UN::—G m _ﬁﬂ —_u__. a n—:mﬂ ent v~

008 ___.TG one /?__—— Y :HQ S m F O ﬂ -

ﬁ\j € Hn"_— ou Z:H:ﬂ esanu _-m_ m:—m__—m .:—NE Z—m ne n_.w ~m. n&

e

T Te
1 = 3

EEEC]
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e Starting display
The game starts as soon as the program IS

oY HOW TO PLAY (EXAMPLE] 4

started.
m @ @ﬂ mnmﬂ U< anmm._:a ml.@ .
T : .N f VBndnd meoa H@ﬁm = ommm a

Your scare

e Display of the number held by
the computer

] (input mcov
Press (1] 2] Press@ =

T@ 325 @ ) N__ Am wmp pm®®| NO_4|m|mmm SNML

.|2_..:2um Mumbar "held by the computer
C _.:m_n_u(.ﬂ:mnc:._n.cao_. |§..mc_|uumu

To * ok ok M@ .\..w__ 10yl nmoa ; N.N [ 15 *** Aomwmg

Displayed O_._:___ when tha number you Prass rL Q_..__ur_n um.uf

e If your score reaches 0, _input is greater _
ﬁ. | 1 p BC cr DE E | F m

the game ends
* SURRENDER!
b s Number held by y the co no::_u:dE
{You lose) Press (]

Fin: : e J
® Final battle S Bt 4 m_ s wqmo Nw_

(when your score reaches 10,000) ﬁ ABCDEFG : 5 i =
— Press [@ (input 1 L) (S

hey sslection Do:..u..cﬂa_.,a number m _\ 16 4 913 37 3 m ogi N&__Iﬂmﬂmﬂm_|

| |

7 2 L : <a:q mno_.c o= 3760 - 7 - 1000 + (493x2)

Number hidden in the key you chose ._ N k 1 m uWuT * 3l m 6 _

oW - .
When you win the final battle
Uo: t vqoma Fm_ _Do many times

_ VICTORY! U i et
e | e wﬂu|m|4_ WN__]leiiwom |__
L | | 187 Ty £ e
Fm;m\:_u | pron

T | O Tw T u.‘.wm.u|_ wwd\mui..mowa

BEZ Eeem

.Nojw q“ﬂmﬂmw w& mcmmmzomm..
e L= - |

® When you lose the final battle




® Variables

ot 5 oy Nameof ] il R
Name of ¢ o ame of i
| Description variable Description .
[ Number in tens position of D w Number held by the Comput .
RS e P e o
D | Numbers designated by A-G X Number in h e -
= _,__|. _ I./.:n cmq _oul..u. it _.C. _ Y N i :E
£ Number .: nes position o sl umber _Qum position
N Number input S Number in o:%ffrr
_I p _ Number of encounters . T ——————
i (source of random number) AS Key input data (0, 1~3, +)
T _ Sum of numbers in ones, tens =) ————
| and hundreds positions -0 Loop counter
U Score s : e
| o .m ore A m.wm Key input data (A-G)
| v Number displayed when score
i | reaches 10,000

_ ] (7]
CLEAR A 88 N=25B%(YAL(A$)+
B ET (=] e | _ o
81 ;wclz"_ufxﬂ CSR
HiIH
82 IF UKIEZ;PRINT

| ﬂwh;*ﬁ.—_mwaﬁno 98 PRINT (SR BLC
| Z=INT (RRkes) SR 43Y3C5R 3s4s
& wwuaux.‘.fm CSR 8312 :505U8
it N3 IF 23731 88
,,15 mg_:_ 20 118 PRINT CSR 4; mmm
I8 H=3%188+Y41 142 ¥ T H
! GOSUB 9u8:1)
RINT £5R 234 = U2 IF 13109
1SR B3T5COR 43 3 THEN 289%

Ll 128 IF |cp; A
o8 AS=KEV: IF figary m;wﬁmﬂ&w.v
“:IF R$x1*s[F mmzumm_."mra UR
ﬁ. _"__u«-N-.:m A$%73 138 60TO Nw

"SI fgse 2 T
L N 68 HE
18 IF As=", % 1pyT

N:5070 99

288 Y=INT (2ANEs19)
$$="ABCDEFG :°:
PRINT LSR Gz =
153¥;

218 BS=KEY:IF By="*
THEN 218
220 FOR I=1 TO :IF
B$=HIDCI, 1) TH
EN 248

238 NEXT 1

248 D=INT (RAN#*18)
+IEIF 0293 0=0-9

238 PRINT CSR I-1:D
::60SUB 986

268 IF D3¥;PRINT C§
R 3;"RETREAT! *
i :GOSUB 906: 60T
0 1@

278 PRINT :PRIAT CS
R @;“YICTORY!":
END

980 FOR g=1 T0 58:N
EAT Q:RETURM

VACED
] (=)
Total 543 steps

In this game, a battalion of knights takes
on a force of fierce dragons. No matter
how many dragons your knights slay, the
dragons just keep coming and coming.

You begin with three knights, and the AR
game is over when all your knights are i)
wounded. To achieve a high point score, \.\m.l.‘

you have to slay as many dragons in as
few moves as possible.

)/ RULES AND KEY OPERATION /.

The battles between dragons and knights are conducted on a one-to-one basis. Move
your knight left or right either to chase or escape from the dragon. The dragon
moves automatically to chase after the knight. The two take turns moving. When
your knight catches up with the dragon in a move, the dragon is slain and you score
a point. On the other hand, if the dragon catches up with your knight in a move,
the knight is wounded and taken off the play. Both dragons and knights move
0 — 5 spaces at random. When you score 2,000 points, @ new knight will be added
to the play. The fewer the number of moves it takes your knight to slay a dragon,
the higher your point score for that battle. When all your knights are wounded, or
when 7 moves fail to conclude a match, the game is over. If you score the highest

number of points won so far, you may enter your name in the computer, using up .

to 7 letters.

The keys used are: (1) and & . _

These are used to move a knight.
Key-[@ is for moving the knight leftward (within 0 — 5 spaces). |
Key @ is for moving the knight rightward (within 0 — 5 spaces). .

When it’s the knight’s turn to move,

_ _tﬁ
- E==lhree

the display will indicate, “1 or 3NN,

Press cither {1 or &, and then = == i | 0 X1

press B8 key.

tal (3 00 () 07 (¥ () OO0 (80 CE

] 051 00 ) Ca () 0o 0 i et (0 (E1ESC-]

& (0 [ (V) o) [ () ol =110 (o) =) )




® Starting display
(The game begins immediately
when the SlandFgkeys are
pressed)

® When a match i is concluded

(score or one less knight)

When 3 match g

S not con
after 7 moves clnded

If you score

the highes
ot e highest num ber

ﬁf:m:m::"w

—

1
.@ x;_n:ﬂ Dragon ;

Nurmbgp of
_AJ_m...—ﬂa

—
|1 oy s 9

Waiting for [ or @ to be Pressed

_|
_ .__HA._w._._._l_xm
e
._w__._u.mhm_ﬂn_nn Knight 2.._3023

i wounded knights

_ﬁmmm|m|mmmmmw ‘

Game ends aftar this indication

e L

|
ST

Enter your name {within 7 letters)

rﬁlmm-:m Over I ‘
i
ﬁmoommlwooo

ﬁI__OImm._.IMOOQ

MW_TJAA_omAAA"w _

R N % lNNﬁlaamgqqégdxA 7

The knight is wounded
1 OF «£30 77 \;

&Ni 167 T 119
Press (3| to move E
the knight rightward
13| 1+ o sl

Start by prassing [S]pg

_ — | m
4 161119111 | :

5

R 7 691 1 Tt 13

6

7 |

8

Press (1@ to move

the knight leftward
2 ] 20[sienn

L2 1 =P M i

QRRBRRAREY S & 2y
7 BT (.u_.uwm@Enoﬂ:o:m

the knight rightward
9111111882 %

11 1A e

9
10

Tha dragon is slain

s or™ 38R 7

Press [F)E) to move
the knlght rightward

AAwAAmd#dum.; ARw*Admaéddduxér;




- ——— T |E.| e
49 . nave? | 52| Em:mmqrmmﬂm.u

A CHEN] |

mo Game Over

&

m..N SCORE—2500

@ Variables

._ mw i U< : |L|om ml T

Name of | |Nam =N 1
s e of | £
| e_u_.!zw Description | Variable Description
G | Position of dragon I_ N . |Zc=ﬁa of inputs
| H | Position of knight U Tmcca §
| I | Game display V

v

| Highest score
(e Key input
=4 F Number of knights

J |_|2mw< position after a move
xl.::__::!

NOTE————
_

In the program, allow 12
L lines 50 and 140,

spaces within the *“ ” (quotation marks) in

e

: \wmommha

wa) (]
CLEAR AEE
(s w2 A

18 U=0:P=BiK=INT (
1849/9)3FOR Z=3
T0 1 STEP -1

20 N=8:1F P=831F U
»20085 2=2+1:P=1

3@ 5=9:605UB 188:&
=T-1

49 0$=":":R0SUB 18
BiH=T-1:IF G=H
THEN 48

50 N=H+1:605UB 208
:PRINT CSR u3®

€S

R 8

68 INPUT "1 or 3%
b

78 IF X*i:0F 253 T
HEN 5@

88 S=6:60SUB 188:)
=H-{X-2)%T:6OSU
B 228:H=J

98 IF G=H3Q4="D":6
OSUB 19@:U=u+18
*[NT (188/M):60
0 28

168 GOSUB 2688:1F N>
B3 [=6%K:GOSUB 2
18:6070 158

110 6OSUB 188:J=&+T
#56M (H-6)= 605U
B 228:6=]

128 IF G THEW 58

130 0$="4":60SUB 19
B:NEXT 2

148 PRINT CSR @3°

150 IF Up¥sV=U: INPU
T "HARE",B$

168 PRINT “Game Ove
r*:PRINT "SCORE
o \2PRINT "HIG
HEST*3-V

178 PRINT * by:"38%
16070 19

188 T=INT (RANES)*
1:RETURN

198 I=K+1&tHe7:60T0
718

208 1=K+ BtEsT+10tH
B

210 PRINT CSR 18523
[SR 16304;CSR 8
:15:FOR WL 10
IB0:NEXT WERETU
RN

220 IF J<B;J=8

238 IF J28;J=8

248 RETURN

VACED
(@)
Total 543 steps




Bozo, the bear, goes around eating a5
many berries as possible, trying to avoiq
those that are poison. If Bozo fails to eat
a berry before he opens his mouth 8
times, the berry changes positions. It’s up
10 you to move Bozo quickly enough so
he won’t go hungry. The game ends either
when Bozo fails to eat a berry within the

established limit or whep he eats 3 poison
berries. vl

a berry may change positions
increases by one, but this allowance is limited to 8 times at the most. The game
also ends if Bozo eats 3 Poison berries.

Y to the right or left in one bound, depending
on which direction Bozo is facing.
Key @ is for moving Bozo ] Space to
the right,
Key® is for moyin
the right.
Using the above keys, you move Bozo
to score ag many points as possible,

g Bozo 2 spaces to

.\ DISPLAY g

e Play display

The game begins immediately when
the (= and F8 keys are pressed.

® When Bozo eats a berry or
a poison berry

® End of game

The game ends when Bozo mmzﬁm
poison berries or when he fails to eat a

berry within the limit given.

4 SCORE—1@ #

:HG ._uo:wmw a ﬂmﬁ—. on ﬂ_.m &.—wﬁ—.m.% a east m“&.ﬂﬂm M_.({_Nz AHO wONO.. H—%
ﬂ

0 guess :m: ﬂ—o Hn@uﬂﬂ er Wl Nﬁ Ta mov mﬂ 0! QE { S0 H—W
Z0 acCcor W— £
t m 5

can eat the berry faster.




_HOW 70 pray (EXAMPLE

Start by Pressing _m:_ua_

Prass =

to m
1.5 ﬂ“n_-..n 9ve Bozg 4

' SPaca
T o N .
the lefr.  0ve Bozo 2 spaces 1o _ L% T s AN 4
== ek T
ESs——rE
= to m 1 | T Y
the left © move Bozo 2 spaces to e 1 S0

_uqmmmﬂl tor
the lef L mMOVe B0z0 2 space: spaces fp

_u_.mmm.ﬂhﬁ:m e 4 N“_ Tl e—— G
the lefr | 0v® BOZO 2 spaces to b IMU it 7

: Contlnuain the

U_.mwm Ao - .“mw_.:w
nove == : s__m..__
the _m? Bozo 1 ‘space to ;

S

P
_uwa_muon ue_.J___ Bozo at a poison berry
s [1] to move Bozo to the

17[=% =

Pross[:
m_ 1o move Bozo ¢ all the s.a_t

32 <

_u_.mmm _Hlu-H_ nO ’ 1o .
i move Bozo 1 space
ress rmu AO .._.Dt_m WONO - :

2 ? spaces to :..o _.__E: lww _I|
[

wwﬁ_ssmﬂ :w.& P
B way | mam O
: _| =E ver

D] 38 e
Gozﬂucanao_ula_mL _’moomm.ct._h.

onl

Score display (Game over)

e Variables

[N | -t Name of
fzqw_m__m.vwm Descrption <E._uE» Descr ____Dn.s

| A ZEZ.,Q - of tries m_:oinn x RAN#
| o .
DS I_ > ‘ E:nz to .:953 x

ITE‘ :___uE x or _..cﬂ x

_ ES < . Bozo [ Number of X5

_,w x'v > 0r < , Pasition of )

Number o::aa _ D Position of _u.chc

h I,_ .|_.G0ﬁ T |||_Hmmnoam i

O_nmbj ABBE
(& W EER
18 D§=")*E5="CiF
$=0$:0=11:5=0:R 9 [$=KEY:PRINT C3
=9:0=3 R G5°-"3:1F O8% 198 PRINT CER (1%
28 A=fi-1: =8 IF AC "." THEN 128 $3FOR M=t 10 18
1:f=1 198 IF F5=D$30=-1:6 BNEAT
30 PRINT CSR 83°— 0T0 128 208 IF 2155 0=041:8
EESIGEE e 118 @=12 =5-141F G=3 THE
0iF$::1=0 120 IF 0§="1%8=0-1 238
48 1=1+1:K=INT (RA HE = 218 S=5+1:60T0 28
HE#168) 7 (Rr2): 1 130 IF C§="d4*30=0-2 228 NEXT J:PRIHT CS
FK-INT K=85m=t tF§=D$ R P3*-*3:1F LA
A1 i=[-1 IF C$=3%50=04 THEN 48
58 P=INT (RAME#12) tF4=E$ 738 PRINT :PRINT "8
:IF ABS (F-)<5 [F 03=26"30=042 ame (ver“:PRINT
THEN 58 tF5=t$ *SCORE® §-S260T
68 FOR J=1 TO T:h= IF 0483 0=0:F$=F 018
BeJ:IF Hai53PRI §
NT CSR P3 x™3t IF 01138=113F8
=f+1:60TO B9 =D§
76 PRINT CSR P30 PRINT CSR @3FS3 vace
126070 98 $1F 0P THEN 22 =)
38 IF M)8:A=8 ) Total 543 steps

83




1 B ﬁ 10 ] W) 1 | ! Y N
n 5 ...h.. B R G =i 3 L o i m?ﬂm_.ﬁ_oqu___ Th_.n_n R

with PB'100 on)

€quireq
¥)

It's your team’s turn at bat. The com-
puter’s the pitcher. This pitcher
throws only straight balls, so all you
have to do is get the timing right and
wham that ball. See how many points
you can run up in this inning,

Each game constitutes an inning, When the program is started, a ball (*) is pitched
to the st batter at home base (H). Press a key (any key you like) just when the ball
reaches home base. If your timing is right, the batter hits the ball. The computer
tells you whether it’s a one-, two- or three-base hit, homerun, foul, or out. If your
timing is wrong, the batter misses completely, and it’s | strike. After 3 strikes, the
_wmi batter comes to bat. Whenever there’s a hit, the runner (1) is displayed moving
from home base to the appropriate base. If there’s another runner before him, both
are shown, When

4 runner reaches home base, your team scores a point. The game
ends with 3 outs, and the team’s score is displayed,

You can use any key you like to hit the ball, except the following:

(5)ea s
98 (&) 3

|||._.\_ : (52 (ost) 7] [

———— amEE
o s e = R

y o o 1)

E) -

) (31 5] (6 (8 [ S @EEE

B ] O ) e (e e [ [ )

86

ﬁ DISPLAY

o Starting display

e Play display

__l|._ -5 L
.

z::..u“: of strikes @
ﬂﬁro |1hMHMHHu
e &
| FouL |1|1MHHHH@
3 Lo @

e End of game

i SR *

. —

e

t
gall Home base

<
ouT

&

&

&

!
Final score
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Start by pressing 5]

.
> # O .

[=] J:< xmi as soon as H:m .,um._

‘mwn:mm ?n:.:m _ummm =) Brrr
—— ST
._u.:.____:u_mﬂ _J.._Uel_mmlm__. o NN_ w e it ﬂ

am _._o_.._...m Ummm to ._
mﬂ
mm Uamm f._m_.; to left)

A mno_u.m ) f__

I:z_._mw runs .
5 mmcc:a the basas ——
...mn:_._._m _._n:._._m Umnm (r o A

II_Mr.Zo_mE

.Nt.w_ mn@mm 2
SRR

0 1.

24

o R e
9 [ 1o
—_
e Nm._ GAME OVER

26/

SCORE 2

b
J

-«
3
8§

..-F.....:
e Variables
[ was_m__wu_nu, Description ﬂwq___._sﬂ__wm Description )
E - | Number of outs U Ball position (loop counter) u
F Number of strikes v _ men_umﬁ%ocnacﬂ for deciding __
1 Ball position (loop counter) Z Type of ball I__
¥ Loop counter A1) 1t base wwwﬁﬁhﬂ wnw__.z base __
2|I|w::nnq position T A(2) 2nd base mwwﬁuw%m%h.nmsn base _
M|.. Score JEERETT |
T | Numberof base hits R i = g
)/ PROGRAM
) 36 a0T0 20 168 PRINT "DHT®:F=3
CLEAR AER 9§ FOR 1=18 T0 @ § 160TO o8
TEP -1:PRINT CS 178 AC@)=1:FOk i=8
= R I3eeer RT
18 YAC 95 FOR G=1 70 3:NE i75 PRINT £SR h,,wlh_
1 =hie AT G:PRINT CSR +3;HID(R(T3+1, 1
20 FOR 1= TD {1 § Yam mesVoLINEXT S3HERT 1
TEP RANS+.3 H 138 FOR I=t TGO 1:FO

39 PRINT £SR i3*#*
iCSR 105**33F0
R 6L T0 ST

35 wmhzq CSR as* *
3=l .xmuxm<.ﬁﬂ
K$=""1NEAT [

48 IF INT I=18 THE
N 98

58 F=F+1:PRINT CSR

w _u.-l_u-.

35 FOR 6=t 70 S@:N
EXT GiPRINT :5T
op

68 IF F=3;E=E+l:PR
INT E;"-0":F=8

18 IF E=3:PRINT "6
RNE OVER®:PRINT

"SCORE®:P:END

188 Z=INT (RAN#+180
JiPRINT CSR @

110 IF 2¢19:1F F=23
PRINT °FOUL*:F=
126070 28

115 IF Z¢19:PRINT °
FOUL®:60TG 50

120 IF 2£24;PRINT °
HOMERUN® : T=4:60
T0 178

138 IF 22543 PRINT
1-BASE HIT=:T=1
6070 178

148 IF Z4623PRINT *
2-BASE HITR:T=2
*60TD 176

158 IF Z<6B8:PRINT *
S-BASE HIT®:T=3
$60T0 178

198 :, J=Rip=P+A(3)
:R0TO 218

288 ACIH )RS

218 NEAT H.ms.l

FOR J=@ TG 3:PR
Nuum THT C5R ? 3)%3
MIDCACI#E, 103
HERT J E
238 NEXT 1
248 PRINT CSR B3°SC
ORE®;P:F=3:60T0»
28
VACED
ml=)

Total 627 steps
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(Memory Pack Required
with PB-100 only)

Here's a game of desk-top golf which you
can enjoy on a rainy day. Taking into
account the three factors of distance to
the hole, par and wind velocity, deter-
mine the strength of your stroke and try
o get the ball on the green in as few
s as possible. If you get it just
right, you can even shoot a hole-in-one!

5

Y/ _RULES AND KEY OPERATION /.

HT;_r _MG:H the __E:sﬂ o_.._::om_ you want to play. Then, the hole number, distance
to the hole, par and wind velocity are displayed. If the wind velacity is a negative
E_::rﬁ, your ,?m__ travels against the wind, and if it’s a positive number, with the
MEE. In .mn_n_::c:_ the larger the number, the stronger the wind. After nﬂusmaEEm
hese data, _=n5.:a strength of your stroke, choosing from among 0—60. The

r.,.o_:ﬁ_:ﬁ :.._m: displays the remaining distance to the hole. Input your m‘:owo
MMM_”N“”@,_W&“ _2‘: this time input a smaller number as you’ve less distance to go.
e :H_H uwﬂ H_H__Mm ,.Mm”urhc“._ﬁ.: you come to E::.m: 5 meters in front of or behind
pall o _,E:N\ m: a _A.:m displayed. Judging the distance between pin and
e 4 00 ,Eosm eys 1—5 and putt the ball into the hole. Repeat the
PS as many times as the number of holes you input at the start of the

game. At the end, total par. you
ey par, your total number of strokes, and your final score are

920

Note: The stroke s

th (u ;
WHM% oﬂm ﬁmo?\M (m/S) in both the ve
m 't -

| of gravity 15

tior TR e
ntal direction 10

horizo

The keys usé

The numerical key

nammma after inputting the num

trength (0—60) determi

: :itial velocity) is 60,
nit 05 68 rtical and horizontal direcHons. (The accelera-

9.8 m/S downwards.) The wind affects the initial speed in the

proportion to its velocity.

DISPLAY

nes the ball’s flight as follows. If the
the ball starts traveling at an initial

are used to input your stroke § :
mm bers. Only keys (1 — & are pressed when putfing.

d are the numerical keys @ — = (10 keys)and €3 .
trength (0-60). Key @8 is

e Starting display

Before starting the game, inpu
number of holes you want to play

e Play display

t the

Awaiting input

3
Distance

Inp!

par_|

Ut tha strength of

Against T

Wind velocity
he wind

syroke (@—60) 2

your stroke




® End of game

Start by Pressing [51Fg
-N _ Ic_m.m..,u- i
. .%UHE (To play 3 Jo_amv- ;
m | Hole No. 1 i .||__

Start with hois num

M||| »
6 [ |
r||[|||

i Jm._wﬂ::m distance

e
m __nm?o_ﬁm (6—60)°?

385m P4—¢p

4 | stoke (6—60)7 |

EEEm (Try a strength of 40)

] 12

L Green over

1 Remaining distance

o
ha

q __.|. Im”| _ ‘4
15 mM?WH i

o]

16 o RS

—

170 API ﬂmmML
T
Nmi Stroke (0—60)7 4

BISIE (1’11 try the highest)

19 & i

=l

200 &

N.N mwmaa_

22 s

Y

N,.wﬁwmws P3-9m g

N& Mﬂo_ﬁ|5..|...m9|..x. .| |_

[d)Em ¢ Lightly with a driver)

28w T
NQ ).f.mﬁorm@-«m% /

(U(SIE (Lightly with 2 9 iron)

N_Nmma - - _

Nm_ Stroke ﬂmoz

feem

29| ool S
300 s

32[em T

93



58 D=RANE/S+. 7y

b8 HeN+1:l=1

74 PRINT Hgla Ho.

58 PRINT SR B3Kse
83050 5305058
8;* P a1 mnw
B

98 IHPUT ‘Stroke(d

¥68)°.F
198 IF £360 THEN 99

94

168 IF ABS B)S:kRIN
T B:"n"15070 99

178 PRINT CSR 35p=
iCSR B43;*, 3

188 FS=KEY:IF Fg=2e
THEN 186

198 C=c-{

208 $=°12345"

218 FOR H=1 10 5:1F
F3=HIDCH, 1) TH
EN 238

220 NEXT :8070 180

X
_ ® Variables
f dwwwmvﬁ. Description dﬁmﬂ_ﬂ. Do
A | Numberofholes T 3 Devision o’ .
L T = 3 LA |
il B T J Final score B Hoe mput
1I|J|.|I|‘[l|||ll||||l.|l|lll|l|f - = A 1.__0 co
_ C Par K Wind velo ity (L :
D * | Green resistance L M.%M mﬂmm%i ; ¢ MM:?& _.Eacammzw@,wnm <wﬁ
e
_ | E Stroke strength M Total par 1ally or diagona
—— b b
u F Key input N Hole nao,
G Loop counter 8 MID function
| 7 | H w::mm distance w Loop counter |
| PROGRAM i
E
) 10 C=C-1:1=SH B 239 =g g X 5 squares) Thai
CLEAR ABB 129 B=iNT p-INT (I 248 H=INT (HeDj+1 (sec HOW TO PLAY).
S)eevS)Es SR 29E/9.8%(E/ 758 FOR G=1 1§ H M@.
SOR 24413 268 PRINT CSR fe5;® 1. When the progr
18 YAC 138 IF B=B:1F (=1;p "318=p-1
13 THPUT “Holes*,q RINT "Hele in o 27g wEE. CSR B+33°
2B B=RAMESZ:C= T nel:GOTC 338 USSR 530Ps
BH3:f=per 148 IF B=B;PRINT * 289 T &
: AT RS9 Chip in boig0 29 IF B%8 THEN 160 o PRI
_ -3 10 380 295 PRINT A5
48 B=INT (8%138)47 150 L=g 308 IF C(-4 THEN 44 438 PR
2

]

398 60TO 398-Cx1d
368 PRINT “Albatoro
5516070 459

378 PRINT *Eagle®

070 458

388 PRINT *Birgre*:
G0TO 458

390 PRINT *Par=:g0T
0 458 2

498 PRINT "Bosey’:§
070 450



TlLE }
If the computer finishes  row first, It displays *DIT IS
, You Cross out d . If, on
o a row of 5 numbers first, input = m:nﬁwﬂ%ﬁw_”x
8. Foll 1 1] oy g e
:E:ﬂ“wmwhrﬂ :m.M display at the end, the computer displays
S - S
(numbers input Twmw.orwﬂw :wg displays which numbers were Mwﬁwm“ HME of
- € o EENS33 7 \ -
for you to cross out are ﬁro,whwum%, X”, those displayed by the ooqﬂ out o Starting display .
This will let you know how the com _.Hm:M those not called out, as ) puter When the program is started, the
g mputer did in the game 2 L [ following are displayed: FLASHY
. | FIVE

‘m\mﬁh\ y

[l

The keys used are the numerical keys @ — @) and o
Key (=] is press %
B :caﬂnaxwa .ﬁ:.w:mzo: _M__oomm to go first. The numerical keys ar ORDER ?
to tho b D u:_quﬁ_% ress key @) E._:wz declaring one-more-to-go. P ] .:mmn 5
ey ¢ computer displays a number, and also mb. ress B8 to go
i ) er each number It will take about 4 seconds for “ORDER?” to be displayed. When it is,
input a negative number if you want to go first and a positive number if

you want to go last.

=
1 _W_Mwm @ Play display
T CF] = : Say you start first.

i 00 03 s [ (A
() (=) (=[] ] ) ()

computar

1
Number called out bY the
our card]

(for you to cross outony

What number will you call out?

ou (for the

d outby ¥
Ile ¥ \rs card)

i
Number ca
o cross outon

computert

It will take about 27 seconds for the computer 10 display 3 pumeh




| _ ® When declaring
L I one-more-to-go

® End of game

® Display of the computer’s card

_ ._. @ Score

® When you input a number
already called out

You've got one-mo

I =
The computer hag

You've won

DID _.h...._H - L . . press E)2E
The computer's won B - _\ 19
o == Z_._......mu.n....wo
LIST =" card

Numbers cancelled
uncalled

_ SCORE: 1-0

1




23Le

MMWmmW_ ) St ¥l
Iﬁ : ]
me“mvi 3 d_m| 15 +|w

{(You awq_a:u one-more-to- mo#

T
1st 2nd 3rd 4th mﬁ_._
square square square square sguare

® Variables

w mOOmm _U
o

Ruz_,.:_.l._ . |14\|
g | Des i F
hlz ariable Scription Name of Description

el |8 Wt Variable |
B 5_5. 5_:: inindicating | N
g :
elas 21 _:i or "pﬁ_ to E.G N Row of card
C | ﬁ T e
B _ c:E_.;nq $ score _ p Number of circles in each
=7 I.I« el A S0 | | diagonalor vertical row
our se =
e core Q Number of circles in each
e BT T —1 diagonal or vertical row
es in each A s
|| horizontal row R Working area for calculations
3 _ ‘Number of circles in ewch | e e
_VI i |_|§1Wm_ row S Starting position on card
I Loo e e
P counter T(0)~ 37
FEY Computer’s ¢
— r.||| o oy P puter's card
00p count
. P counter T(25)~ [ Table for recording marks enter-

I

—ﬁ|| =t a L SNl Bl 0 .|..:.A.ww
_. ﬂxnm INput numerical valye | T

aa T_E:L value 2=specified

(50)~

Eo_.Enm area

OGRAM

o1
CLEAR AEE
= EIEEE

{ PRINT “FLASHY F
IVE*:C=8:0=4
(1)=1+1:HERT 1

7 FOR J=8 T0 24
4 I=INT (RANER2D)

R=TEN T

1) TCTo=RiNERT
J

5 FOR I=2% T0 49:
TCI)=1:HERT [

6 INPUT "CRDER®,B
tIF B<@ THEN 19
ITHPUT “NURBER="
K= IF K<@; PRINT

"YOU HIN*:D=D+
1:60T0 42

8 IF K= THEN 19

9 FOR [=8 10 24

18 IF T(I)=K THEN
13

11 NEXT 1§

12 PRINT "PICK RGA
IN®*:60TO 7

13 IF TC1+25)%1 TH
EN 12

14 T(1+25)=2: GOSUB

33

13 IF (F-16)#t-16
J¥(P-16)%(U-16)
58 THEN 17

16 PRINT “f HORE T
0 80*:60T0 7

LT IF (F-32)#(6-32

TR(P~32)%(2-32)

8 THEN 19

18 PRINT *BID IT!®
1C=C+1:6070 42

19 FOR 1= TD 24

20 IF TCI+25)%13TC
1+58)=1825: 5070

24

21 G0SUB 33

22 IF F+a+P+iel TH
EN 28

23 T(1458)=F+F+646
HeP+0#

24 NEXT I:L=38

29 FOR 1=51 70 74

26 IF TCITCLIL=
I

27 MEXT I:I=L-38

28 PRINT TCIL):T(I+
25)=8:6070 7

29 P={:5=(6-R)%2

38 FOR J=5+25 TD 4
9-5 STEP R

31 P=PeT(])

32 HEXT J:RETURM

33 IF 1=123R=4:605
UB 29:0=P:G0TO
35

4 =8

35 IF FRAC (I/6)=8
1R=6:605UB 29:6
0710 38

36 IF FRAC (1r4)=8
iR=4:60SUB 29:6
oTo 38

37 =8

38 F=1:6=1zR=iNT (
1/9)%3: =11

39 FOR J=8 T0 4

48 F=FaT(M+J+25):6
=haT (H+135+23)

4] NEXT J:RETURM

42 f=B:PRINT “LIST

43 FOR 1=8 70 24 §
TEP 5

44 PRINT CSR 87 T(1
+4)305R i T(I+3
15CSR 43T(142)5

45 PRINT CSR 2:7(I
+1)305R BTCD

46 IF T(R+25)=03PR
INT * o0s:quTD
49

47 IF T(R+25)=25PR
INT ® %*3:6070
49

48 PRINT * 2%

49 IF FRAC ((A+L)/
51503 A=R+1:60T0
46

58 PRINT **:f=fi:
NEXT [:PRINT °S
CORE: *383°"30%
60T0 2

VACED
(=]
Total 953 steps
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BOD

bombardments are launched

A?___.w_._._C—-v._ P
with 1w..:uwon__nﬁﬂmumu_:¢&

st your

5 heavy cruisers. You have to save them by

shooting long or short beams at the enemy

before they attack the cruisers. Study the

various forms of enemy attack carefully and

destroy nany enemy ships as possible.

, study carefully the 6 types of enemy attack described below. The key to
g this game lies in grasping the different forms of attack your enemy
ches against you. Following each description is the number of points you score

when you hit that particular enemy ship with a long or short beam.

* Makes no attack, just passes by (50 points)

< ... Enters the position you occupy and blasts itself at a probability of 3/4

to destroy your heavy cruiser (100 points)

IN

... Attacks ,.S_: laser beams from a point 3 spaces outside the position you
oceupy (200 points)

--. Attacks with laser beams from a random position (450 points)
... Crashes into your heavy cruiser and sinks it (400 points)

..... Unknown (one of the 5 above but you don’t know which)

The @

When an enemy ship appears o the display

by one. 5 :
nched one by you're attacked. You haye 2 ways of attack-

are lau
are o attack before

i acks :
3 P roachin

and starts ap 5
o as follows:
ias E;
they've enterec
entered the position Y 2
with long beams (press )
;our position
. ﬂm only one cha
ou make a mistake o1
eful. You have 5 heavy €I

— i ly against * and ¢ when
ms (press (&) effective on . : :
ey cmma :MH position you OCCUpRY (thus, wait until they’ve

ou occupy before shooting) ‘
_ effective only against £, X and O outside

nee to discharge your laser gun at each enemy mEu
1 which beam (long or short) to use, you'll be
unisers. The game ends when all 5 are

Jte ._“rm; v__DC ha
 appears- IfY
oved, SO be car

NC
th
destr
destroyed.

The keys used are 5] and @ .

Key [s] is for mﬁmn__g:mé:rm:ozgmam.
_Qw_ () is for attacking with long beams.

Y/ DISPLAY

e Starting display

103




® Play display

® End of game

Start by pressing (S|P

.N | BOMBARDMENT GAME ]
GAM _ .
bl m =

En
2 [ michesT-ss00 |
Jexz]

MW MWM@.MPMM.Il |Q

Press R to start game

&___w : < m‘

—
——2* Number of
<n.:._a Enemy ship that your ships
ship  can be destroyed
only by long beams

104

IN

|

—|11.| -
i, >
Eqw: the enemy ship approachas
this far, discharge your laser gun
Press[L] before thay unuox.

6~

Zap! (200 points)

If you miss...

Miﬁﬁﬂﬂm 4

t The enemy attacks W th
Your ship Is |gser beams
destroyed

Here comes the next anamy ship

ship with

*
Position you Destroy this m...o..:...__: e RATE

occupy a short beam when
your positien

pross E3] Amso_..mm.m.q_lsH_l.l|| —

[ >t e
| et A ]

100 - .

¢ know how It 'will attack.

don
YoLAs ass and try long beams...

Takea gu

press (L . AT e S

110 s

T | You're destroyed

> i a
| I|--|||||||H
1’11 enter the position you occupy

and blast itself so don't let it get you
Press (L} S

131

1 !
Blast! Should’ve been short beams

® Variables

_ﬂ”::a of

Description

_. variable

| B Selection of enemy attack
_l e l Attack probability of “<”
B Types of enemy attack

_V,v E Enemy position

Score

Key input

Flag when attacked

185 x i

SH

If you hit it, you score 450 points
Press (L]

.Nw___|__.-_:ﬁﬁxl ._ a_

It attacked firstl

Last cruiser

_|| = 1
20| : 1|
|t doesn’t attack so get it with

short beams when it enters your
position

w.N moOmmlMpmao |_ﬁ

o
AME OVER !

32fcancaie g

Description
Position of laser beams

discharged by X

Position of your 1ase? Bearns

Number of A




-
-
o

138

17

175

158

218

o] (7]
CLEAR AER
(s [S)ER

L=DiF=had=29(ey

Gz

PRINT “+BGNBARD

HENT GRHME*®

PRINT "HIGHEST"

i—H:PRINT “pys*

. Hal

A=INT (RAHEx16)

:B=INT (RAN#*30

s+ IF B{B3D=1:60

10 168

IF B8:D=2:1F B

3125D=3:IF BaZ3

iD=4:IF BaZ6;D=

5

C=INT (RRN#»4):

J=INT (RfiN3)#

188+450

Z=INT (RAN#e4)+

JrY=INT {RANS+I

Jth

H=8:6%=" ":p=8:

FOR E=Y TG 1 ST

ER 1

PRINT CSR @
£

asL3CSR 8
PRINT CER 3
7CSR E+13
IF R=8sPRINT CS
R E:"7%::50T0 2
28

IF D=4;IF E36 T
HEN 228

IF D=53IF B35 T
HEN 228
FRINT CER
;133

228 IF E=\;PRINT cs
RiEss st

238 6OTO 10@4D+298

588 IF W=t THEN 169
4
HEH 1608

328 IF mwunw-“vxwzﬁ
CSR E3“!*3:F=F
+30:607T0 2608

330 GOTO 1088

468 IF H=t THEN 438

418 B$=KEY:[F E)2 T
HEH 1680

420 IF G$=*5";PRINT
CSR E;“i"sifF=F
+188:60T0 2000

438 IF C=8 THEN 108
]

448 IF E=2:PRINT CS
25"+ C5F 13¢

(+)";CSR B5=1(+
)3 :H=1:60T0 28
a8

450 G070 1068

68 7=6

588 IF H=1 THEH 668

618 GH=KEY:IF G#%"L
® THEN 668

620 GOSUB 3888

638 IF D=4 THEM 658

648 F=F+208:5070 28
a6

650 PRINT £SR 43J3+
F=F+$:60T0 2668

60 IF ExZ THEN 168
)

678 FOR 1=t 7,
STED of ntat
LEPRINT ¢
e
688 PRINT (SR gge»
s 2H=126070 - u
780 IF e THeY T
718 BS=KEY:IF ggan)
" THEN 749
728 50SUB 3088
730 mmwxsuss %
748 IF E=13PRINT 3
R B3°1% =160
T0 2668
1088 IF 5$="L";N=1
1818 IF 65="5";M=)
1828 NEXT E
2008 IF Hel3L=L-131F
L£8 THEN 2020
2616 GOTO 129
2028 PRINT CSR 8" §
CORE®:-F:*

2038 IF F)M:u=F: INPU
T "Name*s H$
2048 PRINT *GRHE 1]3

R":END

SLOT-MACHINE

4 computer version of a slot
b

This game *
machine:
The slot
game DY
-nd signs) f1
quccession. To

machine is simulated in this
having symbols ?cawﬁ.m, _mﬂma
ash on the display in quick
hit the jackpot — 250
oints — you must get a:mm.wmﬁwum (777).
_w, addition, there’s a hidden factor
, olved which can double the number of
e you win. The game ends when

_uo:im
redit reaches 0.

your ¢

Y/ RULES AND KEY OPERATION

GAME

{Memory Pack Required
with PB-100 only)

As soon as the program is started, “LIMIT

mum limit on the number of points you can
is displayed. Input the num

number. Next, “Credit—10->bet? * .
want to bet. This cannot exceed the limit y

not exceed your credit. (At the start of the game, y
the computer will ask

mistakenly input too many points,

As soon as you input your bet, the comp

after another on the display. Stop a sym
: : t's easy for you to pre

shown on page 109. (Choose a key tha
two more flashing symbols which appear t

It will take about 0—1.5 sec for a symbol to sto
flashing symbols will stop automatically after abou

display stops automatically at “$88."

27 is displayed. Set an arbitrary maxi-
stake in a single bet and input that
ber of points you
ou set at the start of the game and must
your credit is 10 nﬁaa.u.mmo:
you to repeat this step-

uter starts flashing various mwag_w“““
bol by pressing any key except

ss.) Then go on 1o stop
first in the same way:
't press any key, the
In this case, the

o the right of the
p. If you don
t 7.5—11 sec.




the far ri
ght. If the 3.¢ .
combinat; Symbo] ¢ ] en fy
S _u,_:,:_o:m shown below i Combinatioy, you osMHE. (X1 op XY e
S calculated 3¢ follows: » YOUWIN your pet Hriiag UP with s 1§ eﬁﬁa
: . . al

_,E::F# of points given
factor (1 o 2

= OOZEZ>%—OZM >

—

BREowr

)
|
|
|
|
I|
==
I|
|'

Q)

_|||—

|
"--J|-.J
| ]

|

|

~
| |
|

|
’D||e“|
1|
|
o | »
l[
|

|

|
s

|

|

|

J

|

|
|

L
|
i
|
|
_|i_
|
|
e |
|
a
|

= &

75

I

L
i
|

FIr|o|o|>|ele
|

|

e your bet,

- U lo X
If ¥© pet is U

aked 1D the
_..c.._r._._mx :

§ince you can use any

p ress.

you cannot, howev

S
[0 e [ exe [

«yOU LOSE! 7 is displayed, and the number of points you
ptracted from your credit. The game ends when your credit

key to stop a symbol, use the one that’s easiest for you to

er, use the following keys to stop a symbol:
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Y/ DISPLAY

4

@ Starting display

® Play display

LIMIT ?

T
Input maximum [mit for bets

Credit—10—bet ?

e X
A slot maching combination



| YOU Los £y
When <m.c xﬁl»ll(fﬁw

a bet

7.|--||
2o

Irf.lr.lffr.f

—— =
No. of _.:n_n_m: factor

. points (1 or 2)
® End of game L =

| % Game Ocoﬁ 5k

)/ HOW TO PLAY \mxéswﬂj

Start by pressing (5 |Fal

.N LIMIT? : Nmi . 3
» _I\P A H2

TEEEm Input maximum !

. limit .,H bets Hidden factor
2 | Credit —10-sbet 2 m1m 10 12

Miom 4 = e
_j_u__; vour bat g : :

| o No, of No. of Hldden

points  points bet factor
Press [F] (or any key you like)

m _\Q‘man —4 ol&mn j

(E=l=]]: | Input your bet

2. o T 8: .
5 =
6+ Jor o

110

J3(F e
.Nﬁ <oc rOmm_ J

U.w_u_u«. moves
: leftward

N m ﬂ]ow&wﬂ 2 0—bet ? M

@@E Input your bat

167 .
17048

@ Variables

Mame of
variable |

Limit

Loop counter

Loop counter

Loop counter

18
19 x e =
20/ vov tose
21 sooers

Name of ipti
variable Pescripind

Symbol display position
Hidden factor (1 ot 2)
Increase rate

No. of uo_nﬂw bet
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/ PROGRAM

_rl._ﬂ
CLEAR AGS
BEE)]

18 P=1d

28 INPUT °LIRIT®,L

:IF L<@ THEN 20

38 $="RSLAG-ALSAGT
oo

48 PRINT "Cred1t”;
-P3 i THPUT ®3bet
*,B:0=INT B

58 IF 2P THEW 48

A8 IF QXL THEW 48

10 DE="":FOR H=B T
0 2:H=7+N:1=8

88 I=I+1:1F 121 TH
EN 148

8

168 J=J+1:0F JAS T

HEN B8

PRINT CSR HsMID

(1,133

128 A$=KEY:IF Ass""

;B=INT (RAHEs4)
:60T0 158
138 60TO- 108
148 B=INT (RAME*14)
158 FOR I=J TO H+B:=
K=I:IF K)153K=1
-14

168 A$=HID(K,1):PRI
NT CSR M3A$3:FD
R H=1 TO 38:NEX
TH

178 NEXT 1:D$=Ds+As$
SHERT N:$=D$

188 IF RARE?.85E=2:
GOTO 268

198 E=I

208 PRINT CSR 73" x
“;E3:FOR #=1 TD
95:HEXT W

(=]

o0

s
1!

11

[~

=

218 GOSUB 388:iF 6)
8 THEN 238

228 PRINT :PRINT °Y
OU LOSE!";:FOR
W=1 T0 188:HEXT

H:p=p-0

222 TF P4B:PRINT :P
RINT “*Game Ove
r=":END

225 GOTO 38

238 B=0sGeE:PRINT :
PRINT 8365E5-B3
“IR3iFOR W=1 TO

JB:NEXT W

240 P=P+B:R0TO 38

308 IF D$="T77°:6=2
902 RETURN

310 IF D$="—=36=2
BB:RETURK

320 IF D4="T7-* THE
N 568

338 TF D$="-T7" THE
N 568

348 IF D§="$58"36=5
8:RETURM

358 IF D$="66G" THE
N 378

368 IF RID(1,23="77
* THEN 578

318 IF RID(2,2)="T7
* THEN 578

388 IF D$="LLL" THE
N 588

398 IF RMID(1,2)="—
* THEN 588

448 IF HID(2,2)="—
* THEN 388

418 IF D$="%$-" [HE
N 599

428 IF _wahnlnu_. .:.—m
N 598

438 IF DS="ARR";6=2
:RETURN

448 IF D$="RG-* THE
H 688

438 [F D4="-G5" THE
H 688

468 IF Ds="LL-" THE
N old

478 IF D§="-LL® THE
N 618

480 IF HID(1,2)="4%
" THEN 618

490 IF HID(2,2)="4%
* THEW 618

360 IF D$="AR-" THE
N 620

518 IF D$="—A" THE
N 628

520 IF HIDC1,1)="$"
THEH 626

530 IF HID(Z,1)="T"
THEH 626

548 IF NID(3,1)="T"
THEN 628

550 G=8:RETURM

568 6=62:RETURN

518 6=25:RETURN

500 6=28:RETURN

598 G=12:RETURN

688 G=6:RETURN

618 G=5:RETURN

620 6=2:RETURN

VACER
] (=]]
Total 984 steps

(Memory Pack Required
with PB-100 only)

gLACKJACK GAME

This is 2 cOmMpUter version of blackjack.
The computer is the dealer, and you
are the challenger. The rules are about
the same as in regular blackjack.

RULES AND KEY OPERATION /

The computer is the dealer, and you are the challenger. The 13 cards are indicated

as follows: T
3,4,5,6,7,89, 1,4,

Wm Nuu, Q and K each have values of 10, and A has a value of 1 om _.“ .wmm: 5.5
_u:mr. the dealer deals out 2 cards to both players. Your ;ﬂm.um: Mo;ﬂ Enpat the
your 2nd card face down. The dealer's 2 cards are (@0 B8 KRl o gy
number of chips you want to bet. (If you don't want to pia & Nexi g the
this case, “PASS” is displayed, and you los e %o%h._.m Mn_ and &o: lose
dealer’s 2 cards total 21 (in value), only those s mac mvom%nr_%m you bet is
twice the number of chips you bet. Otherwise, - E__M.ﬁ M”_ want another card,
displayed at the left, and your 2nd card is opened. aMEE_ less than 21, you
press () key. If not, press (0 key. Aslong as YOt 00 B e vour cards
may continue to ask for more cards until you have 6 cards.
total more than 21, you lose, so be ¢
the dealer while your cards remain 21 or I
tional cards until its card value totals 17 or mor
21 but not more than 21 wins the bet. If your ang 3
you lose. If you lose, you lose the chips staked in the be
the number of chips you bet.

areful. You must press (¥ key and n:umm%%w
ess. The dealer continues to take addl-
. Then, whoever has the closest to
d the dealer’s cards total the mm:ma..
1. If you win, you receive




|
|
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# When your cards total 21 in the following ways, you win, even if the dealer Al
0

has 21:

AJ (or JA) 3 times (with a probability of 1/16)

3A25T 2 times (win with 5 cards) ) Any number combinations of
?; 764 3 times (win with 6 cards) ) 3 or6 cards in any order.

3 times

2 times (in any order)

this case, you win 2 or 3 times the number of chips you staked in the bet, as
en above. :
Continue to play until you have 10,000 chips or more, or until you lose all your
chips. The game then ends.

The keys used are the numerical keys and key EB for inputting your bet.

When you want another card, press (¥) key, and when you don’t want any more
press (1] key. _

s MEEC

::I.CEE_I._

‘\ DISPLAY

o Starting display

e Play display

When you win

When the dealer’s cards or your
cards total more than 21

When you lose

¥ Blackjack Game Cg

Gams

Title
W= |
| $Y/yes N/no ;
5 1 T When you don’t

When you want want any more
another card cards

AT -7 )

_ :
HIGHEST: 20
ek 4 |
Highest score so far

Flﬁ_wm g |

J___ocq chips

_ wl-ll EEEN?

—* Awalting [aput on

<0cw cards Dealer's number of chips
cards staked

| 3490mm
_l|..|

Your cards

1
Dealer’s cards

| you wiIN
L

A9 & & XXXXXXXX




e End of game

If your score is the highest 50 far

If you win the game (10,000 chips or more)

If you lose the game (no chips)

End of round

ﬁZmS& HIGH

CONGRATS

TOO BAD

*GAME OVER*

/HOW TO PLAY (EXAMPLE)  /

Start by pressing (5]Pg

j‘ Blackjack Game ¥

‘N “no

m :Y /yes

I\W_ HIGHEST: 12

o (Highest scara so far)

A __ CHIPS:10

i ] Your o_..__un

=
m | 7EEEE:_EEER?

Press (S (Bet 6 chips)

m __ : -”-- i

e
(You have 17)

Press [7] (To ask for another card.
If you don’t want any more cards,

press [N] .)
JT2HN:

7

Press [m] (You challenge with 19)

m _ 7T2HE:AAJ48

The dealer has 24, so you win.

i’,_..OC WIN!

“ o_.:mm m

B = - -

]
Repeat from step 6.

- émzuc_mm

T pee Name of T
_ Zunﬂwncﬂ"m Description _ variable Description
va s e - bl A
= w Integers 113 l 0 Loop counter
_. Loop counter _, P Flag for 777
PO
HQ__E P Flag for 678
ml Number of chips bet R Loop counter
_|l|| Number of cards dealt S oo et

Number of cards dealt

G additionally to the dealer

_ F additionally to you
_

: L rcoﬁ counter
_II Total value of cards held by W

_ you _

/ Loop counter

_||I.._~| Total value of cards :na by X
| the dealer
et

K Z(0)~
_ K Loop counter Z(5)
oo . 2(6)~
_. L Key input N_“: 1)
A e R e
_ Chips increase rate Z(12)~

Z(24)

Loop counter

e

Flag for AJ

PASS

Hiphest score 50 far

|-

Y our cards

Dealer's cards
R e
Counter to prevent dealing
more than 4 cards with the
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' PROGRAM

) (7}
CLEAR AGD
(510w ([2(41ED

18 $="A23456789TJ0
K®:D=1B<PRINT *®
#BlackJack tame

L

28 PRINT *:¥/yes:N
/no":PRINT "HIG
HEST:#:%

38 E=BiF=R:g=R:l%=
a1 E“ "._"@

48 FOR R=12 T0O 24
ZER)=B:RERT R

S8 FOR C=R 10 i1

08 B=INT (2AN#s13)
+i

78 IF Z(B+#i1)>4 TH
EH &8

38 Z(B+11)=2(B+1)
+122(0) =B NEXT
%

98 PRINT "CHIPS:®:
D

188 PRINT
hhﬁmv

SR 1
E

119 IF E30 THEN 190

126 IF E=83k=D:D=)-
INT (0/18):PRIN
T “PRSS"50-H:60
10 38

138 IF ECB THEH 99

149 PRINT CSR 830D
(208,12 " W
;038 65 "

138 6=2:605UB T8O
168 IF J=21;PRINT C
- SR T;MIDCZ(6),1
1 AIDCZ(),1):D

178 PRINT CSR 13MID
(2(1): 133

188 L$=KEY:IF L$="N
* THEW 268

199 IF L§="Y" THEN
218

288 60TO 186

218 IF F=w:F=Z

228 F=F+1

238 PRINT CSR F-15H
ID(Z(F-1), 1053
0SUB 688:IF )2

248 IF F=b THEN 278

238 G0TO 139

268 IF F=8;F=2:605U
B 668

278 PRINT CSR 758ID
(Z(6)+ 123 HID(Z2(
.0

288 IF )16 THEN 31
a

290 G=G+1:IF G=p TH
EN 320

380 PRINT CSR G+6:H

ID(Z(6+53,1)3 6
2SUB 79825070 2
29

318 IF J)2130=D+E:6
0T 498

320 IF 1521 THEM 47
2

330 P=8:0=9:H-9

348 IF F=5;M=1:6010
488

350 IF F=6;M=2:6010

430
368 FOR H=8 TO 2:1F

13D=)-E:60T0 50

8 NEXT H
8 IF P=3;H=2:60T0
438
398 FOR 0=8 T0 7
408 IF Z{0)=6;0=041
48 IF 2(0)=7;8=0+
i
420 IF 2(0)=5;0=0+,
g1
438 HEXT G
448 IF d=1.11:8=
{70 484 ;
458 IF 2(B)=t:iF
1i=t1st=1
468 IF U=t5IF INT ¢
 RAMERLT)=TIERIN
+ T "Blacksack {*
%
ﬁ

FaS

1H=2:60T0 438

IF 12JsPRINT °Y

0U LOSE | *“:p=

D-£:60T0 580

480 PRINT *YOU HIN

o oD=DHER(1+

)

IF H¢D3¥=D:RRIN

T *NEW HIGH®

580 IF D<@;PRINT °T
00 BAD®:60TD 53
)

518 IF D219868;PRIN
T "CONGRATS®:60
T0 538

520 60T0 38

530 PRINT °*GAME OV
ER*"; END

608 [=8:FOR H=8 TD
F-1:1F Z(W=1;1
=1+11:60T0 630

618 IF Z(W))951=I+

499

08 J=8:

w+u

man Kb qe ~_
~ﬂ Z




