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Introduction

For most of my adult life I've pursued what some
might consider a hopelessly disorganized diversity of
projects. I've developed books, records, games and toys
— and an occasional script or song — for the Children’s
Television Workshop (producers of Sesame Street and
The Electric Company), and, on the side, {'ve written and
edited satiric pieces for the National Lampoon and other
publications. People often ask me if | think it's
“sensible” to spread myself over so many media. “My
activities really are all related,” | answer, somewhat
defensively. “At least somewhat...”

The truth is that it's the very variety of my work that'’s
kept me interested and challenged. And, ‘not coinci-
dentally, I'm convinced that it’s the unlikely mixture of
media and people — of humor with curriculum content,
of children’s games with rock’n’roll music, of animation
with phonics lessons; of child psychologists with
puppeteers — that has made Sesame Street so vital, so
exciting, and so successful.

One world that always did seem irrelevant to my
pursuits, however, was computing. Oh sure, computers
might store information, or generate lists of words
recognizable to five-year-olds, or index research
results, or handle accounts, or, of course, invade my
privacy. In short, they might be a useful tool for
someone else (probably someone pretty different from
me). But computers as a creative medium—much less a
medium | could actually feel comfortable with? Never!

Then, one day a few summers back, my wife,
Genevieve—then an engineering student at Columbia—
showed me a book calied Basic Computer Games, by
David Ahl. To my amazement, it had funny pictures in it.
It was full of games — many of them delightfully silly.
And — wonder of wonders! — at least some of it
(sample runs of the games, for exampie) was not hope-
lessly beyond my comprehension.

| was intrigued, and when, months later, | visited the
Boston Children’s Museum and actually got to play with
acomputer, | was hooked. The terminals at the museum
played many of the games in David Ahl's book. What's
more, they actually called me by name, and made
humorous comments about my playing skill. After
several hours of trying to land a capsule on the moon
(only to be told that I'd created several hundred new
craters, and that Neil Armstrong “did it right the first
time”), | had to be dragged away from the keyboard — it
was past closing time, the museum personnel insisted.

From that day on, the development of computer
games — to entertain and to educate — has been a high
priority activity for us at CTW. (As | write this, we'’re de-
signing a prototype computer game center to open, near
Philadelphia, in 1980 — a project in which David Ahl has
taken a pioneering role). For the computer combines the
possibility of fun, education, challenge, personaliza-
tion, humor and — most important — interaction, in a
way that no other medium can. Computers are infinitely
patient, not minding (unless they're programmed to
mind) if you take all day to respond to a question or
move a game “piece”. If there’'s something you don’t
understand, you don’t have to be embarrassed to ask a
computer for help. A computer can adjust the difficulty
level of a game or activity to suit your abllity — some

programs even learn how to beat you as you continue to
play against them. Armed with the proper software, a
computer can play a song (or allow you to play one),
paint a picture, write a poem or tell a story. Or it can
piunge you into a whole new world, so you can learn by
doing (or just escape, fora few moments, into a delight-
ful fantasy).

The games in this, David Ahl’s second collection,
demonstrate many of these attributes. Try Camel, for
example, in which you're left alone in the Gobi Desert
with one quart of water and a bunch of Wild Berbers hot
on your trail. (You'll learn something about resource
management even if you don’t escape to use your new
knowledge.) Or type Concentration into the computer,
and let your children perfect their matching and memory
skills without showing you up. Become a starship
captain and practice navigating a three-dimensional
universe, in Maneuvers. Turn on Father so your kids can
argue with the computer — instead of you — if they
want to stay out late on Saturday night. Or — the ulti-
mate trip — play Millionaire and start your whole life
over again (complete with such decisions as what job to
apply for, what investments to make, and what to do
when an airplane crashed into your magnificent new
home)!

The main point of all this is that whatever else
computers are meant to be, they can be turned into
magical multi-media machines that put you squarely in
the center of the action. And, as Dave Ah! has continu-
ally demonstrated, they're an awfutl lot of fun. Turn the
page and see.

Christopher Cerf

About this edition

Since the TRS-80 is screen oriented, the sample
output (which was printed on a line printer) is not always
identical to what is seen on the screen. The up arrow (¥ is
printed in the runs as a left bracket ( [ ).

Where graphics are used, graphic pixels (blocks) are
printed as a period (s). Each screen location can display
either one ASCIl character or six graphics pixels
(blocks). In other words, a character (letter, number,
etc.) is two pixels wide and three pixels high. If any of
the six pixels is “lit,” it is printed as a single dot (¢) in the
sampleruns.

Clearing the entire screen in the sample run is
indicated by:

CLS

Blank lines have not been retained in all cases, so
the exact screen formatting is not shown. Nevertheless,
the sample runs indicate how the program is executed.

Itis the hope of the people here at Creative Comput-
ing who have worked on this book that you enjoy the
games. We also hope that you will add your own
enhancements. Graphics, personalization, additional
skill levels and humorous remarks are obvious places to
start. As you gain experience, try changing the playing
algorithms or make a deterministic game into a heuristic
one. Try new approaches, write your own variation,
experiment, but above all, have fun!

Morristown, New Jersey
June 1979

David H. Ahl



In this game, two or three humans
may play. Each one of them has an
artillery piece and is firing at an
opponent. The first person to destroy
his opponent wins that round of the
game. The parameters for distances
and muzzle velocities of the artillery
pieces are set at the beginning of the
game. The shots are fired by giving a
firing angle expressed in degrees from
the horizontal.

In a three player game, you may elect
which player you are firing at; hence,
player one and three could both be
firing at player two. Once one of the
players is eliminated, then itbecomesa
two player game and each of the
remaining two players fires at each
other.

Personally, 1 would prefer to think of
this game as lobbing mudpies or
snowballs or custard cream pies or
something non-destructive. However,
it was originally written as shoot-'em-
up game so that's how it appears here.

This game was originally written by
Mike Forman and further revised by
N.E. Lyon and Brian West. It first
appeared in Creative Computing,
Jan/Feb 1976.

ARTILLERY 3
COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN, NJ

cls
DO YOU NEED IMSTRUCTIONS? YES.

cls
THIS 1S A #AR GAME. THO OR THREE PLAYERS ARE GIVEN
(THEORETICAL) CANNONS RITH WHICH THEY ATTEMPT TO SHOOT ERCH
OTHER. THE PARRMETERS FOR DISTANCES RND MUZZLE VELOCITIES ARE
SET AT THE BEGINNING OF THE GRME. THE SHOTS ARE FIRED BY
GIVING R FIRING RMNGLE, EXPRESSED IN DEGREES FROM HORIZONTAL.

THE COMPUTER HILL KEEP TRACK OF THE GRME AND REPORT ALL
HOYES. A “HIT” IS SCORED BY FIRING A SHOT KITHIN 5% OF THE
TOTAL DISTANCE FIRED OVER GOOD LUCK!
PRESS HNYIKEV TO CONTIMUE
cis

HO. OF PLAVERS? 3

DISTRNCE (FT.) 1 10 2 7 4668
DISTANCE <F1.) 2 70 3 7 2088
DISTANCE ¢FT.)> 3 10 17 2508

WUZZLE VELGCITY (FT./SEC.) OF 1 2 360
MUZAE VELOCITY (FT./SEC.) OF 271358
WUZZLE VELOCITY (FT./SEC.) OF 3 2 408.

cis
ROMD 1

PLAYER 1 SHOOTING AT? 3
FIRING RNGLE? 68

YOU UNDERSHOT BY 547. 622 FEET.
PLAYER 2 SHOOTING RT7 3

FIRING ANGLE? 79
¥0U UNDERSHOT BY 565. 842 FEET.

T EAT y» SRS
r&‘r-‘f-\(;;%a\'/

PLAYER 3 SHOOTING AT? 1
FIRING RNGLE? 88.5
YOU UNDERSHOT BY 873. 341 FEET.
PRESS 8NY KEY TO CONTINJE

cls
ROND 2

PLAYER 1 SHOOTING AT? 2

FIRING ANGLE? 78

YOU OVERSHOT BY 897. 63 FEET.

PLAYER 2 SHOOTING AT? 3

FIRING ANGLE? 84

YOU UNDERSHOT BY 1284. 44 FEET.

PLAYER 3 SHOOTING RT? 4

FIRING ANGLE? 73

YOU OVERSHOT BY 297. 64 FEET.

PRESS ANY KEY TO CONTINUE

cls

ROUKD 3

PLAYER 4 SHOOTING AT? 2

FIRING ANGLE? 6@

Y0U QVERSHOT BY 1435 67 FEET.

PLAYER 2 SHOOTING AT? 3

FIRING ANGLE? 78

YOU OYERSHOT BY 468, 484 FEET.

PLAYER 3 SHOOTING AT? 1

FIRING ANGLE? 76

YOU UNDERSHOT BY 452, 922 FEET.

PRESS ANY 'KEY T0 CONTINUE

cls

ROWD 4

PLAYER 1 SHOOTING AT? 2

FIRING ANGLE? 74

YOU OVERSHOT BY 490, 891 FEET.
PLAYER 2 SHOOTING AT? 3

FIRING ANGLE? 73

YOU OVERSHOT BY 444. 325 FEET.
PLAYER 3 SHOOTING AT2 4

FIRING ANGLE? 72

YOU OVERSHOT BY 438, 631 FEET.

PRESS ANY KEY TO CONTINUE
cls

ROUD S

PLRYER 1 SHOOTING AT? 2
FIRING RNGLE? 76.5
YOU OVERSHOT BY 277. 366 FEET.
PLAYER 2 SHOOTING AT? 3
FIRING ANGLE? 75
A HIT -~ 3 IS DEFIHCT.
PRESS ANY KEY TG CONTINUE
cis




ROUND 6

PLAYER 4 SHOOTING RT? 2
FIRING RNGLE? 78
YOU OVERSHOT BY 144 346 FEET.

PLAYER 2 SHOOTING AT? 4
FIRING ANGLE? 78
YOU OVERSHOT BY 556. 619 FEET.
PRESS ANY KEY TO CONTINUE

cis
ROGMD 7
PLAVER 1 SHOOTING AT? 2
FIRING ANGLE? 79.4
A HIT — 2 1S DEFUNCT.
GRME OVER 4 HINS.
cls

18 (LS. PRINT@41d, "ARTILLERY 3°
28 PRINT: PRINT TAB(7) "COPYRIGHT 4579 CREATIVE COMPUTING HORRISTOMN, NJ®

30 PRINT@96D, "*:: INPUT "DO YDU NEED INSTRUCTIONS®; 1%
48 T=8

58 DIN 5(2,9)

68 DIM W(2),X(3),P(3)R(3 D)

78 DATA £2,2,3,3,04,3,3,224.2,3,3,1,1,2,8
88 IF LEFT$(1$,1)="y" THEN 1248 ELSE (LS
9% PRINT

168 PRINT "NO. OF PLAYERS™

110 INPUT N

128 IF N=2 THEN 178

438 1IF H=3 THEW 208

148 PRINT "ERROR--TRO OR THREE PLAYERS!'®
150 PRINT

168 GOTC 98

178 H=1

4188 PRINT ="

196 GOTO 228

208 M=N

218 PRINT **

228 FOR J=1 TO M

239 READ R.B

248 PRINT "DISTRRCE (FT.) “A;° 10 *:8;
258 INPUT R(R, B)

268 R(B, A)=R(A,B)

278 NEXT §

280 PRINT *°

259 RESTORE

388 IF N=2 THEN 398

3i8 FOR J=1 TO K

326 READ A.B,CDLEF

338 IF RCABYCR(C, DY4R(E F) THEN 2378
340 PRINT "ERROR--ILLEGAL TRIRNGLE. RE-ENTER RANGES. *
350 RESTORE

268 GOTQ 228

378 MEXT J

288 PRINT

399 FOR J=1 TO N

488 PRINT "MUZZLE VELOCITY (FT./SEC.) OF " J;
418 THPUT V(D

428 NEXT J

430 PRINT **

440 FOR J=1 TO §

438 X(D=Y(DHL2/32

460 NEXT §

476 FOR A=1 TO N

488 FORB=L TO N

498 IF X(RYIR(A,B) THEN 540

580 PRINT “ERROR--";f; * CANNOT REACH “iB
518 PRINT "RHAT 1S THE MUZZLE VELOCITY OF "R
5268 INPUT V(R)

536 GOTO 448

340 HEXT B

358 HKEKT R

368 Ni=N

978 PRINT **

580 PRINT **

590 CLS: PRINT "ROUND *; T+

608 PRINT

618 FOR M= TO N

620 IF N=3 THEN 688

638 C=1

648 IF HO1 THEN 668

658 C=2

668 PRINT "PLAYER"; H; “SHODTING AT*;C

678 GOTC 888

688 IF P(M)=12 THEN 1199

698 PRINT "PLAYER®; ; “SHOOTING AT

788 INPUT €

718 ON C GOTO 748, 748, 740

728 PRINT "ERROR—-PLRYERS DESIGNATED 4,2,3.*

738 GOTO 698 .

748 IF COW THEN 778

758 PRINT "ERROR—CRNNOT SHOOT SELF. ®

768 GOTO 698

778 IF P(CYO12 THEN 898

788 PRINT "ERROR -~*;C; "IS DEFUNCT. *

798 GOTO 639

880 PRINT °FIRING ANGLE";

818 INPUT A3

820 IF A3<@ THEN 858

838 IF A3180 THEN 858

848 GOTG 888

8358 PRINT °ERROR — FIRED INTO GROUND. ") I "NOW DEFUNCT. ®
868 P(D=12

878 GOTO 699

888 IF A9 THEN 516

698 PRINT “ERROR — FIRED JRONG WRY, LOSE SHOT.®
988 6070 699

918 Z=SINCA3* 83498640V (M12/32

928 X=(RCH, £)/18BB+RND(8) )-(R(}, C)/4883+RAD(0) )

930 D=2

948 DI=R(H, )+ &5

958 1F DDA THEN 958

968 IF RBS(D-R(M, C))(D1 THEN 1628

978 IF DQR(H,C) THEN 1058

988 IF DOR(M, C) THEN 1078

998 PRINT "T00 CLOSE —";¥; "15 DEFINCT. ®

1608 P(H)=12

1618 60T 1898

1628 PRINT "8 HIT —*;C; "IS DEFINCT. =

1638 P(C)=12

1048 GOTO 1899

1038 PRINT "Y0U UNDERSHOT BY"; ABS(D-R(H, €)); "FEET. ®
1868 GOTO 4488

1678 PRINT “YOU OVERSHOT BY"; RBS(D-R(M, C)); "FEET. *
1886 GOTO 1488

1899 Hi=Ni-1

1108 IF N1 THEN 1188

1116 FOR Ki=1 TON

1128 IF P(HL)=12 THEN 1168

1138 PRINT

1140 PRINT "GRME QVER. ;ML "RINS. ®

1158 60TO 1378

1468 HEXT ML

1478 Stop

1186 PRINT °°

1498 NEXT M

1288 T=T+L

1218 PRINT@S79, "PRESS ANY KEY TO CONTINUE™;

1220 1F INKEY$="" THEN 1228 ELSE CLS

123¢ GOTO 580

4248 CLS: PRINT TRB(27)"ARTILLERY 3": PRINT

1258 PRINT "THIS IS R WRR GRME. THO OR THREE PLAVERS ARE GIVEN®
1268 PRINT “(THEORETICAL) CRNNONS HITH WHICH THEY ATTENPT TO SHOOT ERCHT
1278 PRINT "O0THER THE PRRAMETERS FOR DISTRNCES AND HUZZLE VELOCITIES ARE®
1288 PRINT "SET AT THE BEGINNING OF THE GRME. THE SHOTS ARE FIRED By"
1298 PRINT "GIVING A FIRING ANGLE, EWPRESSED IN DEGREES FROM HORIZONTAL. ®
4388 PRINT

1348 PRINT “THE COMPUTER WILL KEEP TRACK OF THE GRNE AMD REPORT ALL"
1328 PRINT "MOVES. A ‘HIT” 1S SCORED BY FIRING R SHOT WITHIN 57 OF THE®
4339 PRINT *TOTAL DISTANCE FIRED OVER. GOOD LUSK!'®
1348 PRINT@979, "PRESS ANY KEY TO CONTINUE™

1338 IF INKEY$="" THEN 1358 ELSE (LS

1368 GOTO 98

1378 END

(5]



Baecarat

Games of the baccarat and chemin
de fer family originated in the baccarat
that became popular in the French
casinos in the 1830's. In the present
century they have travelled from Eu-
rope tc the United States, back to
Europe, and to casinos throughout the
world. This process has resulted in
wide variations in playing rules and
what is called “baccarat” in one casino
may more nearly resemble the “chemin
de fer” of another.

The computer game here is more
nearly chemin de ferthanitis baccarat.
The rules, briefly, are as follows: Eight
packs of cards are shuffled together
and placed in a “shoe” from which the
cards can be slid out one by one.
Following this, the players make their
bets. Any player may make any bet up
totheamount of the bank. The player at
the banker’s right has the firstchoice to
bet. Any part of the bank he does not
take may be bet by the next player on
his right, and so on in order until the
entire bank is covered or untileveryone
has bet who wishes to. Any player may
take the entire bank by saying, “Ban-
co,” but when two or more players wish
to bance, the one nearest the banker's
right has the privilege.

After the bets are placed, the banker
deals two hands of two cards each,
dealing one card at atime. The hand he
deals first represents all the players
betting against him; the other hand is
the banker’s. The piayer who has made
the largest bet against the banker plays
the opposition hand.

The object of the game is to hold two
or three cards which count nine (9), or
as nearly nine as possible. The values
of the cards are: face cards and tens,
Zerc; aces, one each; any other card, its
number. Units of ten points are dis-
regarded, so that nine plus seven count
as six, not sixteen.

A player whose card is nine or eight
in his first two cards shows his hand
immediately. He has a natural and his
hand wins {but a natural nine beats a
natural eight). Naturals of the same
number tie, and there is a new deal.

When the result is not decided by a
natural, the banker must give a card to
his opponent on request; or the oppo-
nent may stand. The opponent must
stand on six or seven, must draw to a
zero, one, two, three, or four, but has
the option on five. The additional card,
if given, is face up.

Then the banker decides whether to
stand or take a card.

IF BANKER GIVES BANKER STANDS ON BANKER DRAWS TO
Face card or ten 4,5,6,7 3,2, 1,0

Nine 4,5,6,7 (or3) 2,1,0 (or 3)

Eight 3,4,5.6,7 2,10

Seven or six 7 6,54,321,0

Five or four 6,7 54,32,1,0

Three or two 56,7 4,3,2,1,0

Ace 4,5,6,7 3,2,1,0

Opponent stands 6,7 54,3210

Neither player may have more than
one additional card, giving him three
cards at the most. When each player
has exercised his option, the cards are
shown. If the totals are the same, the
bets are off and may be withdrawn and
new bets are placed exactly as before
for another deal. If the opponent has a

BACCARA

higher number than the banker’s, each
player collects such portion of the bank
as he has covered.

In the game of chemin defer, therole
of banker rotates among the players
after each hand; in baccarat, it does
not.

T

COPYRIGHT 1972 CRERTIVE COMPUTING MORRISTONWN, NJ

cis

D0 YOU NEED INSTRUCTIONS? YES.
cis

BACCARAT IS A VERY POPULAR GANE IN LAS

YEGRS.

THE PLAYER AND BANKER ERCH RECEIVE

THO CARDS FROM A /SHOE/ CONTAINING ¢ DECKS

OF CARDS.
TEN ARE NOT COUNTED.
CLOSER TO NINE WINS.

ALL CARD COMBINATIONS TOTALING
THE ONE THAT ENDS UP
THE STAKES ARE HIGH,

ALL OF THE PLAYERS START WITH TEN THOUSAND

DOLLARS.
PLAYER.

YOU CAN BET ON THE DEALER OR THE
A THIRD CARD IS GIVEN ONLY UNDER

CERTAIN CONDITIONS, AS YOU MWILL SEE.  LET

US BEGIN. GOOD LUCK!

PRESS ANY KEY TO CONTINUE

cis

HOW MANY PLAYERS? 1

WHAT IS THE NAME OF PLAYER 1 2 CHRIS

cls

CHRIS HAS $16, 080, BET? 560
(1> BANKER OR (2) PLAYER? 1.
cls

PLAYER

BANKER

FOUR OF HEARTS
FOUR OF SPRDES

PLAYER MUST DRAN.
PLAYERS TOTAL. 2

BANKER CANNOT DRA.

ACE OF CLUBS
THREE OF DIAMONDS

EIGHT OF DIRMONDS

BRNKERS TOTAL. 8

shrrkrbie BANKER WINS! ! sotottobttink

CHRIS WING ¢ 568 - TOTAL ¢ 168580

PRESS ANY KEY TO CONTINUE

cis
CHRIS HRS $1@, 5@8. BET? 1608
{1y BANKER OR (2> PLAYER? 2.

cls



cls 568 THPUT FCD)
BARKER PLAYER 59 1F FCIIMC) THEN 560
o 686 IF FLDOINT(EC)) THEN 560
€10 1F FUICE THEN 560
€28 PRINT *(1) BANKER QR (2) PLAVER®;
630 INFUT FLCD)
£40 1F FLCJY)=1888 THEN 560
€58 TF (FA(H-L9(FL(D-2)08 THEN 620

ACE OF HERRTS JACK OF CLUBS
EIGHT OF SPRDES NINE OF DIAMONDS

PLAYER CANNOT DRAW.  PLAYERS TOTAL. 9

BANKER CANNOT DRAM.  BANKERS TOTAL: 9

IT/S f TIE. THE HAND IS PLAVED OVER. 'é-ig fgf:ﬁ
PRESS ANY KEY TO ENTER €80 J=6
cls 698 TL=B(L4B(2)
CHRIS HAS $18,580. BET? 1006 268 OB (Bl
(1) BANKER R (2) PLHVE(!;‘.; 1 248 PRI
728 (LS: PRINT "BRHKER®; TAECZ0); “PLAVER®
BANKER PLAVER 738 PRINT *——m?; THB(ZB); "orree®
THREE OF DIANONDS  QUEEN OF DIAMONDS 740 PRINT (4¢2); TRECB); ()
RCE OF SPADES TEN OF DIRHONDS 750 PRINT C3(4); TRB(20); T4
768 PRINT
PLAYER NUST DRRW.  FIVE OF CLUES ;;g g_%’ig THEN 796
PLAYER CANNOT DRFK.  PLAYERS TOTAL. 5 ot SN
BANKER MUST DRRW.  OUEEN OF DIRMONDS 66 T2-12-18
818 IF HTL+0)=0 THEN 880
BANKERS TOTAL. 4 828 PRINT "PLAVER MUST DRAHL
OHRIS LOSES ¢ 1000 - TOTAL + 9560 P
FRES::SlsRNY KEY TO CONTINUE oty N
268 T1=T1-10
16 CLEAR 1080: CLS. PRINTG412, “BACCARAT" 878 GOTO 986
28 FRINT: PRINT TRB(7) *COPVRIGHT 1973 (REATIVE COHPUTING MORRISTOMN, HJ® 238 PRINT "PLAVER CRMNOT DR ™
20 PRINTES68, ™+ TMPUT *DO YOU NEED INSTRUCTIONS™ I$ 898 J=11
48 1F LEFTH(IS, 130" THEN 198 980 PRINT "FLAYERS TOTAL:" T4
54 CLG: PRINT TAB(22); "BACCRRAT"~ PRINT: R$=STRINGS(1,32) 10 PRINT
60 PRINT: PRINT A5; °  BRCCARAT IS A VERY POPULAR GRME IN LAS® 998 TF 123 THEH 968
78 PRINT A% “VEGRS. THE PLAYER AND BRNKER ERCH RECEIVE® 920 IF T2O6 THEN 1040
80 PRINT A%; *THO CRRDS FRON R /SHOE’ CONTRINING B DECKS® 8 TF JOU THEN 576
9 FRINT RS “OF CARDS., AL CARD CONBIMATIONS TOTRLING® 950 IF 1255 THEN 1048
408 PRINT A%: "TEN ARE NOT COUNTED, THE GNE THAT ENDS UP® 968 GOTO 980
16 PRINT R%; "CLOSER TO NINE WINS. THE STRKES ARE HIGH® 970 IF 2012, B(53+1)=6 THEN 1048
128 PRINT A% °RLL OF THE PLAYERS START WITH TEN THOUSRHD"® 989 PRINT "BRIKER HUST DRSL %
126 PRINT g "DOLLARS. YOI CAH BET ON THE DEALER (R THE” 996 PRINT C6¢6)
148 PRINT A% "PLAVER R THIRD ORRD 15 GIVEN GHLY WNDER" 1698 TZTZ4E(E)
150 PRINT A4: "CERTRIN CONDITIONS, A5 YOU MILL SEE.  LET® 1646 IF 12016 THEN 1038
168 PRINT A% °US BEGIL  GOOD LUCK® 1008 T2=72-10
17 PRINTE979, "PRESS R KEV TO CONTINUE®; 167 GOTO 4050
188 IF INKEWS="" THEN 160 1648 PRINT "BANER CARNOT DRAHL
190 CLS: DIM HC20, FLC28), FCI0), BSAZ), Y(AD), G20) 1858 FRINT "BRNKERS TOTAL:% T2
268 DIN 263, 18Y, 004, 1) 1068 IF T2OTA THEN 4488
218 FOR %22 10 6 1670 PRINT "IT°S A TIE.  THE HAND 1S PLAVED OVER *
228 FOR ¥4 T0 18 1689 PRINTES?9, PRESS ANY KEY TO ENTER™
230 READ 2(%, ) 1896 1F TNCEVS="" THEN 1699 ELSE 450
248 KEXT ¥, % 1168 IF T2CTL THEN 1148
258 FOR Si=L 10 18: RERD H(SL): NEXT 1448 4=t
268 FOR S1=1 T0 4: READ FSCS) HEXT 1428 PRINT “eokeerts BAHKER HING!! rbkbrsis”
276 FOR Si=1 T0 13 RERD BS(SL): HEXT 1% GOTO 1450
208 FOR S1=1 10 13; RERD WSD): MEXT 1448 FRINT "okt PLAYER HING! ! bbbt
29 PRINT 1458 FOR J=1 70 Pt
208 PRINT *HOM HARY PLAVERS™; 1168 TF HCI)G=8 THEH 1240
318 IHPUT P1 1478 PRINT 63 * *;
326 IF PA>8 THEN PRINT °MAXIMUM OF 8 PLAYERS®: GOTO 298 1486 IF FAC))=HL THEN 1228
28 FRINT 1498 HCDHHUY-FCI)
48 FOR J=1 70 P1 1200 PRINT™LOSES $% F(J3*- TOTAL $% H(D,
250 PRINT™WHAT 1S THE NAME OF PLAVER"; J; 1248 G010 1248
268 PUT 68D 1228 HCHHDHFL)
178 1()=10890 1278 PRINT™HINS % FCI% = TOTAL 4% HOJY,
368 NEXT J 1245 HEXT J
290 PRINT

480 FOR Si=1 70 4
448 FIR ¢2=1 T0 13

1230 FOR J=1 TO PL
1268 IF W8 THEN 1360
1278 HEXT J

426 (5L, S0)=0 1286 PRINT@968, "THAMK YOU FOR YOUR MONEY, AND "
438 NEXT S2 1298 GOTQ 1428
446 NEFT & 13686 PRINT@I79, “PRESS RNY KEY 70 CONTIMJEY;

458 FOR J=1 T0 6

468 C=INT{L4RND(O)%4)

478 D=THT(4+RND(B)*3)

488 QLT D)=R(C, D)+1

499 1F 8¢C, DI>=32 THEN 466
588 B(N=Y(D)

T8 CEC=BHDIH" OF “+A%(D)

1210 IF IHKEV$="" THEM 1318

1328 FOR %=1 10 4

13BFR Y=L 101

1348 IF 0GR, YO8 THEN 458

1350 NEXT ¥, %

1368 GOTO 468
1BUATALLLLLLLLGL86LLL4104.00

528 NEXT J 1308 DATR ©,0,6,8,1,1,4,1,0,6,0,6,0,0,6,0,1,1,8,8

536 =2 1398 DATA 1,4, 14,4, 4, 4,8, 8, 8, 8, SPADES, HERRTS, DIAMONDS

348 FOR J=1 TO P4 1488 DATR CLUBS, ACE, THO, THREE, FOUR, FIVE, S1X. SEVEN, EIGHT

538 IF M(JXX4 THEN 670 1418 DATA NINE, TEN, JACK, GUEEN. KING: 1, 2,2, 4,5,6, 7,8, 9,8,0,8,8
560 CLS: PRINT G$(J); " HRS % 1428 PRINT “THRNK YOU FOR PLAYING. %

578 PRINT USING "$348, 888" M(J); - PRINT® BET™; 1438 END



BIBLE QUIZ is a program which
administers up to 25 questions about
the Bible to the user. {f the answer given
to a question is correct, the program
proceeds to the next question. If an
incorrect answer is given, the program
gives the correctanswer. In either case,
the biblical reference is given.

Note that Statements 250 to 570
could serve as the basis for any type of
CAl dialogue with instructions
preceeding Statement 250 and the
questions and answers in the data
statements.

This program was written by Steve
Wentworth of Muskingum College. It
originally appeared in Creative Com-
puting, Mar/Apr 1977.

BIBLE QUIZ

COPYRIGHT 4579 CREATIVE COMPUTING MORRISTORN, NJ

cis

DO YU HEED INSTRUCTIONS? YES.

THIS GRHE 1S A QUIZ MHICH TESTS
YOUR KNOHLEDGE OF BIBLICAL EVENTS, PLACES,
AND PERSONS.

1 HILL ASK YOU A QUESTION AND THEN KAIT
FOR YOUR ANSHER  IF VOUR ANSHER IS CORRECT,
1 WILL PROCEED TO THE NEXT QUESTION. IF YOUR
RNGHER IS INCORRECT, 1 HILL GIVE YOU THE
CORRECT ANGHER AND THEN PROCEED TO THE
NEXT QUESTION.

ALL ANSHERS ARE ONE HORD, AND MUST BE
CORRECTLY SPELLED.

THERE ARE 25 QUESTIGNS.

HOW MANY QUESTIONS DO YOU WISH TO TRY? 28.
cls

QUESTION & 1

WHO HAS THE FIRST CHRISTIAN HARTYR? ZORBR THE GREEK
THCORRECT ANSHER
THE CORRECT ANSWER IS STEPHEN. RCTS 7

PRESS ANY KEY TO CONTINUE

cls

GUESTION & 2

HHAT HEBREW SERYED R QUICK LUNCH WNDER A TREE? JOES BRR
IRCORRECT RNSHER.
THE CORRECT ANSWER IS RBRAHAM  GENESIS 18:6-8

PRESS ANY KEY TO CONTINUE

cls

QUESTION 8 3

WHO KAS BURIED IN R CAVE WITH HIS WIFE? Al HURT

INCORRECT ANSKER.

THE CORRECT RHSHER 1S ABRAHAM  GEN. 25:9-18
PRESS ANY KEY TO CONTINUE

cls

QUESTION & 4

WHAT WAS THE NAME OF THE FIRST CITY EVER BUILT? BRYONE
INCORRECT ANSWER.
THE CORRECT ANSHER IS ENOCH GEN 4:17

PRESS ANY KEY TG CONTINUE

cls

GUESTION 8 §

WHO HAS THE FIRST PERSON KILLED? JIMMY HOFFR
INCORRECT ANSHER
THE CORRECT ANSHER IS RBEL. GEN 4:8

PRESS ANY KEY TO CONTINUE

cls

QUESTION # 6

WHO ACCIDENTLY HANGED HIMSELF IN A TREE? TARZAN

INCORRECT RNSHER.

THE CORRECT ANSWER IS ABSALOM 2 SRH. 48:9
PRESS ANY KEY TO CONTINUE

cls

QUESTION & 7

KHO KILLED GOLIRTH? DAVID
CORRECT ANSHER — VERY GOOD! 1 SRM. 47:49

PRESS RNY KEY TO CONTINUE

cls

QUESTION & 8

VHAT PHYSICIAN WAS AN AUTHOR? HOWARD THE DUCK
IHCORRECT ANSHER.
THE CORRECT ANSWER 1S LUKE. COL. 4:14

PRESS ANY KEY TO CONTINUE

cis

HHO KILLED HIS BROTHER FOR HUMBLING HIS SISTER? UNCLE FLOYD
INCORRECT RNSHER.
THE CORRECT ANSWER IS RBSRLOM 2 SAM 13

PRESS RNY KEY TO CONTINUE

cls

GUESTION & 18

WHO DROVE FURIOUSLY? KETTO

INCORRECT ANSHER

THE CORRECT ANSWER IS JEHU. 2 KINGS 9:28
PRESS ANY KEY TO CONTINUE

cls

QUESTION & 41

HHAT BOY HAD A VARIEGRTED CORT? THE INCREDIBLE HULK
TNCORRECT ANGHER.
THE CORRECT ANSHER 1S JOSEPH. GEN 37:3

PRESS ANY KEY T0 CONTINUE

cis




QUESTION # 12

WHAT BLIND HAN KILLED THREE THOUSRND AT R RELIGOUS FEAST? WOE
INCORRECT RNSHER.
THE CORRECT ANSWER IS SAMSON.  JUDGES 16:23-38

PRESS ANY KEY TO CONTINE

cis

QUESTION # 42

WHO SLEPT ON AN IRON BEDSTERD OVER THIRTEEN FEET LONG? S HHITE
INCORRECT ANSHER.
THE CORRECT ANSHER 1S 0G. DUET. 3:41

PRESS ANY KEY TO CONTINUE

cls

QUESTION # 14

WHO FELL RSLEEP DURING R LONG SERMON? MR BILL

INCORRECT ANSHER.

THE CORRECT ANSWER 1S EUTYCHUS. ACTS 20:9
PRESS ANY KEY TO CONTINUE

cls 7

QUESTION # 15

WHO CLIMBED R TREE 70 SEE JESUS? BEN DOVER

INCORRECT ANSHER.

THE CORRECT RNSHER 1S ZRCCHREUS. LUKE 19:4
PRESS ANY KEY TO CONTINUE

cls

GUESTION & 16

WHAT CITY IS CALLED THE CITY OF PALM TREES? HEWRRK
THCORRECT ANGKER
THE CORRECT ANSMER IS JERICHO. DUET. 34:3

PRESS ANY KEY TO CONTINUE

18 (LS

28 PRINT @ 444, "BIBLE QuIZ*

38 PRINT

40 PRINT TRAB(?)"COPYRIGHT 1973 CRERTIVE COMPUTING MORRISTORL HJ®
58 PRINT & 968, **;

68 INPUT®DO YOU NEED INSTRUCTIONS®; I$

78 1F LEFT$(1S 1)="Y" THEW 468

83 (1S

98 GOTO 228

168 CLS

118 PRINT® THIS GRIE IS R QUIZ WHICH TESTS ©

129 PRINT "YOUR KNOWLEDGE OF BIBLICRL EVENTS, PLACES, *
138 PRINT "RND PERSONS. *

148 PRINT * T HILL ASK YOU A QUESTION AND THEN WAIT *
158 PRINT "FOR YOUR RNSHER  IF YOR ANSMER IS CORRECT,*
168 PRINT °1 WILL PROCEED TO THE NEXT QUESTION. IF YOR *
178 PRINT "ANSHER IS INCORRECT, 1 WILL GIVE YOU THE °

189 PRINT “CORRECT ANSHER 84D THEN PROCEED 10 THE *

198 PRINT “NEXT QUESTION ®

268 PRINT * ALL ANSHERS ARE ONE WORD, RID HUST BE*
218 PRINT "CORRECTLY SPELLED. ®

229 PRINT € 768, "THERE RRE 25 QUESTIONS. "

238 PRINT

248 PRINT "HOW MARY GUESTIONS DO YOU RISH TO TRY™; CHR$(3L);
258 INPUT N

268 IF 125 OR N THEN 228

278 (1S

269 DIN 5(25)

298 (=8

360 M-8

310 PRINT CHR$(28);

328 RESTORE

338 IF C=H THEN 559

348 C=C+4

358 PRINT

368 PRINT "QUESTION 2%;C

378 PRINT *~——emmmreme®; CHR$(31)

388 PRINT

398 PRINT

488 X=RHD(235)

418 IF S¢X)>=1 THEN 488

428 S(X)=1

438 FOR &=1 T0 X

440 RERD 0%, 8%, V§

436 NEXT @

468 PRINT 0f;

478 INPUT RS

488 IF R§=R$ THEN 520

498 PRINT "INCORRECT ANSKER *

308 PRINT "THE CORRECT RNSHER IS “:A$;". ;¢

518 GO0 968

528 PRINT *CORRECT RHGHER — VERY GOOD! *;V$

038 M=+

548 G010 968

558 PRINT @ 832, "0UT 0F"; N; "QUESTIONS VOU ANGHERED™; Nd; "CORRECTLY. *
568 P=INT((RL/N)¥188+, 5)

578 PRINT "YOUR PERCENTAGE OF CORRECT RNSHERS 1S%;P; CHR$(8);*s*
588 DATR “HHO SET FIRE TO THREE HUNDRED FOES TAILS®, "SAMGON®
598 DATA "1 JUDGES 15:4,5"

€89 DATA "WHAT HEBREW SERVED A QUICK LUNCH UNDER A TREE®

€19 DATR "ABRAHAN", " GENESIS 48:6-8"

628 DATA *HHAT HUNGRY HAN CURSED R FRUITLESS FIG TREE". *JESUS”
638 DATA * HARK 11:12-14°

640 DATA "RHO KILLED HIS BROTHER FOR HRBLING HIS SISTER®
658 DATA "RBSRLON™, "2 St 13*

668 DATA "0 HAD THREE HUNDRED CONCUBINES®, "SOLOMON™, ™1 KINGS 41:1-3*

678 DATA "RHAT BOY HAD A VARIEGATED COAT®, "JOSEPH',* GEN. 37:3*
658 DATA “BHO HAD A SERMLESS CORT™, "JESUS®, " JOHN 19:23*

639 DATR "RH0 TOOK OFF HIS SHOE TO BIMD A CONTRACT®, "BORZ", "RUTH 4:7-9*

708 DATA “RHO SLEPT ON AN IRON BEDSTEAD OVER THIRTEEN FEET LONG"
718 DATA "0G*, * DUET. 3:44*

728 DATR "MHO WAS THE FIRST CITY-BUILDER™. "CRIN®," GEN 4:17*

738 DATR "HHAT PHYSICIAN RAS AN AUTHOR®, "LUKE®. ® COL. 4:14"

743 DATA “MHAT SONG-COMPOSER 1S5 CREDITED HITH 1065 SONGS®, "SOLOMON"
738 DATA *1 KINGS 4:32*

768 DATR "HHO WAS THE FIRST PERSON KILLED®, *ABEL®, " GEN 4:8°

778 DRTR "5H0 MRS BURIED IN R CAVE WITH HIS HIFE®, "REBRAHAH®

768 DATA * GEN 25:5-18"

799 DATA “HHD ACCIDENTLY HANGED HIMSELF IN A TREE", *RESALON®

888 DATR "2 SAM. 18:9"

618 DATR "WHAT BLIND MRH KILLED THREE THOUSRND AT A RELIGOS FERST®
€20 DATA "SAHSON®, * JUDGES 16:23-38"

839 DATR "HHAT HAS THE NANE OF THE FIRST CITY EVER BUILT®

848 DATA "ENOCH®, " GEN. 4:47"

€58 DATA "WHO HAS R MIGHTY HUNTER®, "NIMROD™. ® GEN. 18:5-42*

868 DATA "HHD DROVE FURICUSLY", *JEHU®, *2 KINGS 9:28"

678 DATR "RHO WRS THE FIRST CHRISTIRN MRRTYR™, "STEPHEN®, ® ACTS 7°
858 DATA "HHO FELL ASLEEP DURING A LONG SERMON®, "EUTYCHUS"

898 DATA * ACTS 209"

968 DATR “WHAT CITY IS CALLED THE CITY OF PALM TREES®, "JERICHO"
918 DATA * DUET. 34:3"

928 DRTR "HHO CLIMBED A TREE TO SEE JESUS*, "ZACCHREUS®, * LUKE 19:4°
538 DATA “W40 KILLED GOLIATH", "DAYID®, "L SAM. 17:49°

948 DATR “RHO HAS CAST INTO A DEN OF LIONS®, "DANIEL™. " DAN 6:16"
558 B

968 PRINT 8 524, "PRESS ANY KEY TO CONTINUE®;

978 IF INKEYS$ =*" THEN 978 ELSE 318



Big 6 is strictly an American
invention from the casinos of Neva-
da. There is a very large wheel
mounted vertically, generally four
feet or more in diameter, that has the
numbers one through six in a random
arrangement around its periphery.
Players place their bets on a roulette
type of table in front of the wheel.
The wheel is then spun and three
numbers are declared the winners.
These are the three numbers that
appear at the top of the wheel. Most
novice players looking at the wheel
think that since there are three
winners they have a very good
chance of winning a large sum of
money. Betting limits are generally
up to $500 and, as many players
discover very quickly, the odds are
very heavily in favor of the house.

If you feel that you must play Big
6, try it by computer first and then
figure out how much you can afford
to lose when you go to play it in Las
Vegas or Atlantic City. The computer
is a much better sport than the
casino managers will be when you
lose at either of those resort cities.

Big 6 was written by Steve
Heywood and Dave Alvey.

This program uses TRS-80 graph-
ics which do not reproduce well on a
line printer. Therefore the sample run
does not give a true representation of
the program. The only way this
program can be truly appreciated is
torunit.

BI €
COPYRIGHT 1973 CREATIVE COMPUTING HMORRISTOMN, WJ
cls

D0 YOU HEED TNSTRUCTIONS? YESI.
cls

THIS PROGRAM 1S A DICE WHEEL GAME IM HHICH
YOU CRN BET ON ANY NUMEER BETWEEN ONE AND SIX
AND UP 70 THREE HUMPERS.

THE HOUSE LIMIT IS FROM #1 T0O $360.

T0 END THIS PROGRAM TYPE THE MORD “STOP/
GO0D LUCK!

FRESS RHY KEY TO CONTINUE
cls

HOW HANY HUMBERS DO YOU WANT 70 BET QW7 |
HHAT HUMBER? 4
HAGER® 18

YOU LOSE ON 4.
YOU/RE BEHIND $-16.

cls
HOM WAMY NUKBERS DO YOU HANT 70 BET W7
WHAT TWO MUMBERS? 2,4
WRGFR OH BOTH? S, 10

VOUWIN L TIHE Y 2
¥OU LOSE OH 4.
YOU/RE BEHIND $-13.
cis

HOW MANY HLGBERS DO YOU WANT 7O BET ON? .
HHAT THREE HUMBERS? 1,25
WAGER ON EACH OF THE THREE? 5,5.5

YO LOSE 0N 4
Y0 LOSE 0N 2.
YOL MIN £ TIME ON S
YOU/RE BEHIND $-2¢

cis
HOW HANY NUMEERS DO YOU WAMT TO BET ON? .
WHAT THO HUMBERS? 1,2
HAGER OM BOTH? 16,16

WOLOSE QML
YOU WIN L TIHE N 3.
YOIRE BEHIND $-26.

cis
HOM HANY NUMBERS DO YOU WANT TO BET ON? .
HHAT THO HUMBERS? 2,4
HAGER: ON BOTH? 25,23

YOU LOSE ON 2
YOU LOSE OH 4,

YOUYRE BEHIND $-70
cis

HOW HANY HUMBERS DO YOU WANT TO BET ON7 .
WHAT THO NUMBERS? 2.4
WAGER O BOTH? 18,18

YOU LOGE ON 2
YOU WIN L TIHE (N 4.
YIURE BEHIHD $-76.

cls
HOW MANY MUMBERS 0O YOU WANT TO BET ON? STOP.
HHAT THO HUNBERS? 2,
HAGER OH BOTH? 18,10

VU LOSE Of 2
YU NIN 4 TIME OH 4
YOU‘RE BEHIND $-78.
cls
HOW MANY NUMBERS DO YOU WANT TO BET OH? STOP
S0 YOU WANT TO CRSH IN YOUR CHIPS, 1 SEE!'!!
YU DIDH/T WIN BHY MONEY, BUT 17M WILLING 7O CALL IT EVEW!!
READY

cls




48 (15 CLERR 1689: PRINT@4LZ, “BIG €°

28 PRINT: FRINT TABC?) "COPYRIGHT 1979 C(REATIVE COMPUTING NORRISTOMN, NJ*

0 PRINTGOGS, “*; - INPUT DO YOU HEED INSTRUCTIONS®: 1$
48 CLS: GOSUB 1648

39 IF LEFTHIS DO THEH 186

€8 PRINT TRBC2E) °BIG 6" PRINT

76 PRINT " THIS PROGRAM IS A DICE HHEEL GRME IN WHICH®

88 FRINT "YOU CAN BET ON ANY HUMBER BETUEEN ONE AHD SIX"
9@ PRINT “AND UP TO THREE WUMBERS.®

186 PRINT

118 PRINT * THE HOUCE LIMIT IS FROM $1 70 $568. °

1208 PRINT

138 FRINT 7O EHD THIS PROGRAM TYPE THE HORD /STOPY ©
148 PRINT

458 PRINT "GOOD LUcK!®

168 PRINTEI7S, “PRESS ANY KEY TO CONTHMUE®

178 IF INKEVS="" THEN 178 ELSE CLS

198 DIN 5(3)

190 GOTO 218

208 PRINT "VOU CRMMOT BET ON LESS THAN ONE OR MORE THAN THREE MUMBERS.
216 PRINTRE, “HOM HANY NUMBERS DO YOU WANT TO BET ON"

228 THPUT N¢:IF N$="CTOP" THEN PRIMT CHR$(31); - GOTO 986
226 N=VAL(NS)

248 1F N=2 THEH 488

258 IF N=3 THEN 548

268 1F 7 OR NC1 THEH 286

278 PRINT "WHAT HUMEER®;

268 INPUT ¥

238 TF Y{(=6 (R Y)=1 THEN 228

3@ FRINT "YOU CAH ONLY BET ON fil INTEGER FROM ONE 7O SIL "
218 G070 278

228 PRINT "HRGER";

22 INFUT F

40 1F F(=590 OR F 2=1 THEM 378

338 PRIMT "THE HOUSE LIMIT 15 FROM $1 T0 $560.°

268 GOTO 226

178 GOSUR €58

788 Se=: S3=F GOSUB 830

298 GOTO 948

488 PRINT °HHAT THO NUMBERS™;

48 INPUT WP

428 TF Y(=6 OR 2=t OR P(=6 OR Pr=1 THEN 450

423 PRINT "YOU CAN ONLY BET ON AN INTEGER FROM ONE TO SIX. "
448 6070 468

458 PRINT "HAGER ON BOTH":

468 IHPUT F,1

478 1F F(=508 R FO=1 OR 1¢=508 OR I'=1 THEH 509

499 PRINT "THE HOUSE LIMIT IS FROM ¢4 7O $380. "

496 GOTO 458

566 GOSUB 658

018 S2=V: SI=F GOSUB 820

528 S2<P: S2=1: GOSUE 820

538 GOTO 94

548 FRINT “HHAT THREE MUMBERS':

558 INPUT ¥R, 6

568 1F Y(=6 OR D=1 OR P(=6 (R P>={ OR S(=6 R S>=1 THEN 59
578 PRINT *YOU CAN ONLY BET ON AN INTEGER FROM ONE T SIX ®

388 GOTO 348

558 PRINT "HAGER QM ERCH OF THE THREE™;

682 IHPUT £, 1,0

618 1F F{=508 OR Fi=f OR I{=388 OR I>=1 OR J(=508 OR Ji=i THEN 648
€26 FRINT “THE HOUSE LIMIT IS FROM $1 TO 4596 °

630 GOTO 59@

€48 GOSUB 699

656 52=v: S3=F: GOSUB 632

£68 S2=P- 52=1. GOSUE 638

678 52=5. 93=J: GOCUB 838

688 GOTO 940

690 X=-1

700 A=INT(6HRAD(B)+1) :B=INT(E+RND(B)+1) :C=INT(6¥RND(8)+1)
748 S(1)=h:5(2)=B:5(2)=C

726 FOR ¥=1 70 2

726 FOR %=1 T0 3-¥

748 TF SOOC=5(440) THEN 768

758 TESSOD: S(0=S(H): S(H=TE

768 NERT X: NEXT ¥

778 FOR T¢=1 TO RND(18)+18

760 PRINTEZSE, RERND(EN)"  "RERNDEEN)®  RECRMD(R));
796 NEXT T

866 PRINTE236, ASCS(AN"  “AESN"  "RE(SCD)

€18 PRINTES12, CHR$(Z1);

820 RETURN

836 C1=0

848 IF S2=A THEM [1=Ci+i

838 IF S2=B THEN (1=Ci#i

368 IF S2=C THEN C1=C1+1

878 IF C1>8 THEN 908

880 S3=53x(-1)

836 PRINT "Y0U LOSE ON®; 52; CHR¥(8): ™. "+ GOTO 928

388 S2=3C1

916 IF Ci=1 THEN PRINT "YOU WIN 1 TIME O SZ;CHR$(EY;® °
928 W=l+S3

938 RETURH

948 IF W=0 THEN PRINT "YOU’RE EVEN!!"- PRINT: GOTO 218
950 IF W>@ THEN PRINT “YOURE AHERD $"; 4 CHR$(B); * - PRINT: GOTO 218
968 1F W(B THEN PRINT "YOU/RE BEHIND §¥;th CHR$(E);” *: PRINT: GOTO 218
978 REH

988 PRINT: PRINT: PRINT SO YOU WANT TO CASH IN YOUR CHIPS, 1 SEE!!!®: PRINT

9% IF W8 THEH 1620
1690 PRINT “YOU DIDN/T WIN RHY MONEY, BUT 1M WILLING 7O CALL IT EVEW!!"
1616 GOTO 1020

1628 PRINT “Y0U WON EXACTLY $*506 "1 NOT BAD 111
1038 END

1e48 FOR A=1 T0 6: FOR B=1 70 I: FOR D=1 10 5: READ C
1858 RE(AI=RE(RI+CHRE(C+168): NEXT D

1668 AFCAY=RE(AI+CHRECIEI+STRINGS(S, 8) :NEXT B

1078 RE(RI=REAISTRINGS(S, 32)+5TRINGS (S, 27): HEXT R
1686 DATR 28,76, 88, 28,28, 26, 28, 91, 28, 28, 28, 48, 43,48, 28
16856 DATR 76, 48, 48, 48, 76, 76, 48, 48, 46, 21, 43, 46,48, 40, 48
1168 DATR 76, 48, 40, 48, 76,28, 28, 48, 48, 79, 31, 46, 4@, 46, 24
1116 DATA 28, 28,76, 88, 28, 86,79, 76, 91,76, 28,28, 28,43, 28
1126 DATA £8, 48, 40, 48,46, 31, 24, 31, 21, 88, 34, 46, 48, 48, 3L
1178 DRTA 28, V6, 48, 28, 28, 91, 48, 46, 48, 76, 31, 46, 46,49, 31
1146 RETURH




Binary

This game tests your skills in binary-
to-decimal and decimal-to-binary con-
version. You are given twenty conver-
sion trials. Numbers are chosen
randomly and your score is printed at
the end. The answer to any conversion
you miss is displayed; if the next
conversion is presented, you may
assume you got the previous one
correct.

BINARY
COPYRIGHT 4979 CREATIVE COMPUTING MORRISTOWN, NJ

cls
HIT ENTER TO START? .
BINARY: 88111 DECIMAL. 2 7
.BINARY: 68111 DECIMAL. 7 7
BINARY: 11100 DECIMAL. ? 27 CORRECT ANSHER: 28
BINARY: 81868 DECIMAL. 2 8
BINARY: 1111@ DECIMAL: 2 32 CORRECT ANSWER: 3@
BINARY: 08161 DECIMAL. # 5
BINARY: 81411 DECIMAL. 2 13
BINARY: 86161 DECIMAL: 7 §
BINARY: 68861 DECIMAL: 2 1
BINARY: 81811 DECIMAL. ? .
cls
DECIMAL: 31 BINARY: 7 11114
DECIMAL. 414 BINARY: ? 81611
DECIMAL. Z@ BINARY: 7 11118
DECIMAL: 26 BINARY: © 11018
DECIMAL: 6 BINARY: 2 801416
DECIMAL. 15 BINARY: 7 81108 CORRECT ANSHER: 61111
DECIMAL: 9 BINARY: 7 916681
DECIMAL. 14 BINARY: 2 81118
DECIMAL: 38 BINARY: ~ 1114@
DECIMAL. 27 BINARY: ~ 1@@61 CORRECT ANSHER: 11611

YOUR SCORE. 75 Z

TRY AGAIN? _

cls

There are several possible
modifications for this program such as
timing the response, allowing the user
to specify the number range, checking
for duplicate numbers, or extending it
to other bases.

This program was written by Ted
Park of Pacific Union College. It
originally appeared in Creative Com-
puting, Mar/Apr 1975.

16 CLS: PRINT@413, “BINARY"
2@ PRINT: PRINT TAB(?7) “COPYRIGHT 197$ CREATIVE COMPUTING

2@ PRINT@96G, ""; INPUT "HIT ENTER TO START"; I$
48 CLS

58 Bg="@1"

68 Tg=28

76 FOR I=1 TO 16

8@ GOSUB 480

98 PO=PEEK(1641R)+PEEK(16417)%256-15360

1668 PRINT “BINARY: *;

148 FOR J=1 T0 5

126 PRINT MID$(B$, B(JI)+L, 1)

138 NEXT J
140 PRINT
158 INPUT R
1668 IF R=D THEN 196

170 PRINTGPO+38, "CORRECT ANSWER:
186 To=T6-1

19@ REM

288 NEXT 1

218 FOR A=1 TO 508: NEXT: CLS
220 FOR I=1 70 18

230 GOSUB 48@: PO=PEEK(164416)+PEEK(16447)+256-153€0
2483 PRINT "DECIMAL:. "iDi

258 PRINT BINARY: *;

266 13="00008"

278 INPUT 1%

288 IF LENCI$)>16 THEN 25@

290 1$="00e60"+I1¢

306 I$=RIGHT$(I$, 5)

316 FOR J=1 T0 S

220 IF MID$(BS, B(I)+L, 1YCOHIDSIS, J, 1> THEN 258

33@ NEAT J

340 GOTO 466

358 PRINT@PO+33,
360 FOR J=1 T §
276 PRINT HIDS$(BE B(+L, 1)

388 HEXT J: PRINT

398 To=Te~1

480 REM

448 NEXT 1

428 PRINT

433 PRINT

448 PRINT "YOUR SCORE:"; INT(T@/. 2+ 5); "&"

458 PRINT

468 INPUT “TRY RGAIN"; ANSH

478 IF LEFT$CANSS, 1)="y" THEM CLS. GOTQ 5@ ELSE END
488 D=@

498 FOR J=1 TO' S

%80 B(DH=INT(RND(E)+ 55

5168 D=D¥2+B{I)

52@ NEXT J

538 RETURN

DECIMAL. *;

"D

"CORRECT AMNSWER: *;
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Blackbox

32 3 3o 22 22 27 2% 125
) 'Y 24
lq—.) i23
3 | @i 22
4 ' | fr—
5 —— 20
6 ® : @ 13
79 | 8
8;+ ! j "
9 o U 12 3 1415

Description: Black Box is a computerized version of the
game that appeared in the August 1977 issue of Games
and Puzzles. The Black Box is an 8-by-8 square in which
severai atoms are hidden. The object of the game is to
discover the positions of the atoms by projecting rays at
them from the sides of the box and noticing how these rays
are deflected, reflected, or absorbed. Rays enter the box
across one of the four edges and travel horizontally or
vertically. The entry points are numbered from 1 to 32,
counterclockwise, starting at the top of the left edge.

To play the game, you first specify how many atoms to
place in the Black Box. Then you type in the point at which
you send the ray into the box, and you are toid whether the
ray was absorbed or where it emerged. Type a zero to end
the game and print the board. The path of the ray is
governed by the following rules:

(1) Rays that strike an atom directly are absorbed.

(2) Rays that come within one square of an atom in a
diagonal direction (so that they would pass next to the
atom if they continued) are deflected by 90 degrees.

(3) Rays aimed between two atoms one square apart are
reflected.

{4) Rays that enter on either side of an atom on the edge
of the box are reflected.

(5) Rays otherwise travel in straight lines.

The game is pretty interesting with four or five atoms,
but can get out of hand with too many more, Occasionally,
an atom can be masked by others. This doesn't occur
often, but sometimes the position is truly ambiguous
(more often, there is only one place the atom can be). For
competitive play, score one point for reflections and
absorptions, two for rays which emerge from the box, and
five points for each atom guessed incorrectly.

This program and description were written by Jeff
Kenton. A previous version appeared in Creative Com-~
puting, May/Jun 1978.
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- BLACK BOY ; 16 CLS. PRINTR444, "BLACK BOX
COPYRIGHT 1979 CREATIVE CONPUTING HORRISTOMN. NJ 20 PRINT: PRINT TAR(?) “COPYRIGHT 1979 CRERTIVE COMPUTING HORRISTOMNL NJ°

0 PRINT@36@, ™" - INPUT "HIT ENTER TO START"; If

cls 48 CLS. FRINT "NO. OF ATOMS®; - INPUT M: CLS: GOSUB 560
50 FOR J=B T0 9: FOR 1=6 T0 9: B(I, ))=B: MNEXT LJ
HIT ENTER 70 STRRT? .. &3 FOR 1= TO N
cls 70 ¥=RHD(BY: Y=RMD(B): IF BCX, )OO THEN 78
5 86 B(X ¥)=1: HEXT 1
0. OF ATONS? 2. 28 o0 0=
cls 168 PO=POHG: IF P0=050 THEN PO=1i%64
118 PRINTEPO, “RAY"; CHRS(20); - PO=FO+8: INPUT R: IF RCL THEN 260
UMW WD 128 G4 (R-1)/B+1 GOTO 148, 138, 166, 170
Bl B 170 PRINT "ERROR"- GOTO 100
9?7- z 148 %=0: Y=R: U=1: Y=0: GOTO 188
3 2 158 %=R-8: Y=9: U=B: ¥=-1: GOTD 168
8 A4 THE BLACK BOX 168 ¥=9: ¥=25-R: U=-1: V=B GOTO 188
8 2 176 %=33-R: ¥=8: U=0: Y=L
66 19 189 YA=R4U: Vi=vHY
87 18 198 IF U=0 THEN H2=ki-1: XI=Xisd: Y2=¥i: ¥3=vi: GOTO 210
B0 17 20 Y2s¥i-1: YIzvidt: XO=¥i X3=W
89 16 14 12 12 44 15 16 240 GOSUB 648 DN SYBXL YLI+BCRR, Y2)+24B (X3, Y241 GOTO 238, 246, 250, 240
276 PRINTGPO, “ABSRED. "~ 5=S+1: GOTO 160
RAY? 1 ABSRED. RAY? 28 ABSKED. RAY2 14 7038 RAY? 5 10 4% 270 X=Xt Y=¥4: GOTO 280
RAY? 15 10 2 RRY? 27 ABSRED. RAY? 26 ABSRRD. RAY? 25 RBSRED.
RAY? 6.
268 IF U=0 THEN U=Z: v=8: GOTO 268
cls 270 U=8: =2
NOH TELL ¥E, HHERE DO YOU THINK THE ATOMS ARE? 250 0N (¥+15)/8 GOTO 220,300, 220
CIN ROM, COLURM FORMAT PLERSE.) 298 STOP
AT & 17 L5 306 ON (v+15)/8 GOTO 248, 198, 258
ATOH 8 2 7 2.8, 240 STOP
cls : GOTO 260
25-9: GOTO 269
WUWRBTAD 4B 7=33-¥: GOTO 368
Bl bl 238 2764
8 2 268 IF 7=R THEN PRINTEPO, “RFLCTD. ®: S=G+i: GOTO 4108
82 2 276 PRINTGPO, "T0%2: $=5+2: GOTO 166
™ M }—— THE BLACK BOX 206 CLS: PRINT "NOM TELL HE, WHERE DO YOU THINY THE ATONS ARE?"
] " 396 PRINT (1IN ROW, COLUMN FORMAT PLERSE )*
8 19 498 FOR 0=t TO N
a7 10 410 PRINT "ATOM #%0;
B8 . 17 428 TNPUT 1]
B 123444516 4328 IF BCJ, 1)=0 THEN 5=6+3: GOT0 458
449 C=CH
Y0U GUESSED 2 OUT OF 2 ATOHS CORRECTLY!! 458 HEXT @
YOUR SCORE FOR THIS ROUND HAS 14 PDINTS, 46 CLS: GOSUB 568: FOR J=1 T0 8: FOR I=1 T0 8: Fl=-1
476 IF B(I, J)=B THEN 498
CARE 10 TRY RGRIN? MO 460 ¥1=1:Y4=J:G0SUB 640
498 NEXT 1: HEXT I
cls Sa0 PRINTEL4+64, "VOU GUESSED*; C; "OUT OF"; N “ATOHS CORRECTLY!!®
549 PRINT "YOUR SCORE FOR THIS ROUND WRS"; Si "POINTS. ”
528 PRINT

538 INPUT "CHRE TO TRY RGAIN®; ¢

548 IF LEFT$CAS, 1)="Y¥" THEN CLEAR: GOTO 48

538 EHD

560 PRINT: R$="01246222022204216328061907186817"

578 FOR LO=0 70 7: FRE=HID$(RS, LO¥4+L, 201 LNS=MIDS(AS, L0443, 2)
S0 PRINT FRE; ® “5 CHRE(191); STRINGS(23, 22); CHRE(191); ¥ " LHE: NEXT
598 PRINT °  * CHR$(27); STRING$(22, 176)

€08 PRINT * €9 18 41 12 43 44 15 46"

610 FRINTES, ° i CHR¥(26); STRING$(23, 131);

620 PRINTRR, * 2231 3B 29 28 27 26 25

638 PRINTE292, CHR$(93); "=~ THE BLACK BOX"; + PO=11¥64-§: RETURM
640 1F ¥4=B OR 4i=3 OR ¥1=6 OR ¥i=9 THEN RETURM

650 PR=PEEK(YA#64+%443+1+45368) : IF PRO32 THEN (R=124PR ELSE (R=148
668 PRINTEYL64+R133+1, CHRSCCR); - TF FL THEN RETURN

€78 FRINTRYL#E4+7142+41, CHRE(PRY; © RETURN
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Bobstones

The idea for this number game was
derived from a contest called
“Bobstones” described in the novel
Watership Down. The object of
Bobstones is tc guess three things
about the roll of a pair of dice.

1. if the sum of the dice

isoddoreven............. 1 point
2. The sum of the dice ...... 2 points
3. The number on each

of the two dice........... 3 points

The winner is the first player to score
eleven points. If atie results, the winner
is the first player to break the tie.

In this computer version of the game,
you are playing against the computer.
However, the computer makes its
guess before the dice are “rolled.”
Hence, it has no real advantage over its
human opponent.

This game was written by Dohn
Addleman. It originally appeared in
Creative Computing Mar/Apr 1976.

CTONES

BOBS 3
COPYRIGHT 1978 CREATIVE C}JMPUTING HORRISTOM, NI
cls

D0 YOU HEED INSTRUCTIONS? \’ES‘.
Cis

BUBSTONES

THIS 15 R NUMBER GRME CRLLED BOBSTCNES. THE OBJECT OF
BOBSTONES IS TO GUESS THREE THINGS ABOUT THE ROLL OF # PAIR
UF DICE  OM ERCH TURN, THE COMPUTER SIMULATES THE ROLL OF
THE DICE.  THEN, YOU OR THE COMPUTER (YOUR OPFONENT) GUESS

SCORE
1 IF THE SUM OF THE DICE 1S 00D OR EVEN 1 POINT
2. THE SUM OF THE DICE Eguiie
3. THE HUMBER ON ERCH OF THE TWD DICE 1 POINTS

THE HIMNER IS THE FIRST PLAYER TO SCORE 44 POIMTS. IF A
TIE RESULTS, THE WINHER 1S THE FIRST PLAVER TO BREAK THE TIE
PRESS ANY KEY TO START

cis

YoU FIRST (R HE? HE
PRESS fNY lI!B‘ T0 CONTINUE
cis

YOUR TURH
IS THE SUM QDD OR EYEN? 00D
SORRY, THE Sl 15 46
PRESS RNEI;E? TO CONTINUE

HY TURH
wik 0N THIS ROLL OF THE DICE, THE THO NUMBERS ARE S AHD 2,
o THE SUM 1S 7.

Y GUESS 1S THAT THE SUM 1S EVEN
fift 1 RIGHT OR WRONG? WRONG

THE SCORE 1S ME: 8 - YOU: @,
PRESS RNY‘KEY O CONTINUE
cis

YOUR TURH.
15 THE SUM 0DD OR EVEN? 0DD
SORRY, THE SUM 15 8.
PRESS ANY iKE‘x’ TO CONTIHUE
cis

cis

He TURH

ek O THIS ROLL OF THE DICE, THE TWO NUMBERS FRE S AND 5.
=+ THE SUM 1S 18,

WY GUESS IS THAT THE 5UM IS 00D,

AT RIGHT OR HROMG? WRONG

THE SCORE IS ME. 8 - v(U: @
cls

YOLUR TURH.
15 THE SUM DD OR EVEN? 00D
YUl ARE CORRECT.
N GUESS THE 92 7
SORRY, THE SUM 15 2
FRESS ANY ‘!gi‘v' T0 CONTINGE
c

Y TURN,

wrk QN THIS ROLL OF THE DICE. THE THO NUMBERS GRE 1 AMD 1.

b THE SUH 15 2.
W GUESS IS THAT THE Sud IS OO0
it T RIGHT OR HRONG? WRONG

THE SCORE ISHME. 8 - YOU: 1
PRESS RNH‘IKE‘Y' To CONTINUE
Cls

YOUR TURR,
15 THE SIMf OCD OR EVEN? EVEN
Y0U ARE CORRECT.
HOW, GLESS THE S 6
YU RRE CORRECT.
WHAT ARE THE THO NUMBERS MHICH FRODUCED 6 ™ 4
2
SORRY, THE MUMEERS ARE 2 AND I.
PRESS ANY ’KE'( T CONTINGE
cis

MY TURH

++ 0N THIS ROLL OF THE DICE, THE THO NUMBERS ARE I AHD 4.

i THE 9 1S 7.

1Y GUESS 1S THAT THE SUM 15 00D,

AH T RIGHT OR WROMG? RIGHT

1Y GUESS (F THE S 1S 7.

fi T RIGHT OR WRONG? RIGHT

I GUESS 1S THRT THE NUMBERS ARE € AND L
A T RIGHT OR KRONG? HRONG

THE SCORE IS ME: 3 - YOU: 4.
cis

8 0s
26 PRINT & 414, "BOBSTOHES"
8 PRINT

40 PRINT TRB(7)'COPYRIGHT 1979 CREATIVE COMPUTING MORRISTOMN, MJ*

S PRINT @ 968,
€8 THPUT"DO YOU HEED INSTRUCTIONS®; 1%

79 IF LEFTS(I4, 1)="Y" THEN CLS. PRINT & 27, “BOBSTONES® - PRINT ELSE 230
63 PRINT®  THIS 1S A HNUMBER GRME CALLED BOBSTONES. THE CBJECT OF*
98 PRINTBOBSTONES 1S TO GUESS THREE THINGS RBOUT THE ROLL OF A PAIR®

16 FRINT"OF DICE  OM EACH TURN, THE COMPUTER SIMULATES THE ROLL OF*
118 PRINT'THE DICE  THEN, YOU OR THE COMPUTER C(YOUR OPPONENT) GUESS"

128 PRINT

138 PRINT®

148 PRINTY

150 FRINT" 1. IF THE SUM OF THE DICE IS 0DD OR EVEN
166 PRINT" 2. THE SUM OF THE DICE

178 PRINT™ 2. THE WUMBER ON EACH OF THE TWD DICE
130 PRINT

SCORE™

n

1 POINT®
2 PomTS”
3 POINTS®

199 FRINT"  THE WINHER IS THE FIRST PLAYER T0 SCORE 44 POINTS. IF @°
200 PRINT"TIE RESULTS, THE WIMNER IS THE FIRST PLAYER TO BREAK THE TIE.*

218 PRINT @ 979, "PRESS ANY KEY TO START";
220 IF INKEYS ="" THEN 228
238 DM AC2)

248 B(L)=6

258 A28

260 24=-1

78 22=-1

298 Z3=-1

298 24=-1

g 75=-1

16 Ji=4

329 (LS

238 PRINT'YQU FIRST OR HE™
240 THPUT 2¢

3598 Z$=LEFT#(Z$, 1)
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268 IF Z4="v" THEN 408
378 IF Z4="H" THEN 468
286 PRINT®/// TYPE THE WORD “YOU’ OR THE HORD 7ME” *

4478 PRINT % ON THIS ROLL OF THE DICE, THE THO NUMBERS °

1488 PRINT*ARE™; DL; "RND"; D% CHR$(8); ™. °
1498 PRINT™wkx THE SUM 1S™ S5 CHRECB) " *

39 GOTO 326 1786 AI=THTCARID(EY+L)

480 Di=RHD(E) 1216 IF 22=0 THEN 1238

419 IF 74=0 THEM 438 1220 22=6

428 24=8 1230 IF Ri=1 THEN 1268

438 D2=RHIXE) 1240 PRINT*HY GUESS IS THAT THE SUM 1S 00D."
448 5=p14D2 1258 GOTU 1279

458 1F Ji=8 THEM 59¢
468 IF Z6C°H" THEN 328

1266 PRINTHY GUESS 1S THAT THE SUM 15 EVEN*
1270 PRINT®AN | RIGHT (R WRONG™;

47 IF J208 THEN 1428 1268 INPUT D3
488 PRINT 1299 DS=LEFTS (DS, L
498 PRINT*THE SCORE 1S ME:™R(2%® - YOU:“;ACL); CHRE(BY® * 1708 1F D$="R* THEN 1340
508 IF RCD=14 THEN 1928 1348 1F D$="" THEN 408
516 IF A(2))=14 THEN 1928 4320 PRINT"//7 TYPE THE MORD ‘RIGHT’ OR THE WORD “HRONG'.*
528 GOT0 610 1338 GOTO 1278
530 IF 26C7¥" THEN 2650 1348 AC2)=R(2IH
548 IF J2C1 THEN 610 1358 TF Ri=1 THEN 1418
56 PRINT 1268 BA=INT(SHRHD(B)+1)
568 PRINTSTHE SCORE 1S YOU:";R(4):® ~ IE:%R(2); CHRE(E) " * 1378 IF 23=p THEN 1290
578 1F A(1)>=14 THEN 1926 1388 22=0
588 1F A(2))=41 THEN 1926 1298 B2=Bi4BAH
569 Ji=—i 1468 GOTO 1438
680 IF Z8="v® THEN 1476 1416 B1=RHD(6)
616 PRINT & 979, "PRESS AHY KEY TO CONTINUE"; 1428 B2=B1+B1
€28 IF INKEVS =" THEN €26 1435 PRINT®MY GUESS OF THE SUM 15" B2 CHRE(®)® ®
638 PRINT CHR$C2BICHR$(31)"YOUR TURN. * 1448 PRINT®AH 1 RIGHT OR WRONG";
648 Jo=1 1450 TINPUT D§
658 R=5-( INT(5/2)%2) 1468 DS=LEFTECDS, 1)
668 PRINT®IS THE 5U% 00D OR EVEN"; 1478 IF D$="R® THEN 1540
670 DRUT RS 1460 IF D$="H* THEN 409
688 AS=LEFT$CAS, 1 1458 PRINT"//7 TYPE THE HORD ‘RIGHT” OR THE MORD ‘MRONG' °
698 1F R$="0" THEN 720 1506 GOTO 1440
788 IF A$="E" THEN 768 1548 A()=A(2)42
748 PRINT"/// TYPE THE WORD “0DD* OR THE WORD “EVEN’ " 1506 IF B20>2 THEN 1560
728 G0TO 650 1538 (=1
728 IF R=t THEM 788 1548 C2=1
748 PRINT®SORRY, THE SUM 1SS CHR$(B);" ® 1556 GOTO 1826
756 GOTO 468 1568 IF B2O3 THEN 1608
768 IF R=6 THEM 760 1578 Ci=1
778 GOTO 748 1509 £2=2
788 PRINT™S0U ARE CORRECT. * 1558 GOTO 1828
798 A(=RH 1688 IF B2O11 THEN 1648
209 PRINT®NOR, GUESS THE SUM* 1618 £1=5
810 INPUT GL 1626 €256
829 IF G142 THEN 250 1678 GOTO 1878
970 IF GD12 THEN 856 1640 IF B2O12 THEN 1668
848 GOTO 670 1638 C1=6
©58 PRINT*/7/ THE SUM MUST BE BETWEEN 2 RMD 42.° 1668 (26
69 GOTO 889 1678 GOTO 1628
878 IF G1=5 THEN 968 1688 IF B2)Y7 THEN 1758
268 PRINT®SORRY, THE SUM I15%5; CHR&(®);* “ 1698 K1=B2-1
258 GOTO 408 1700 CL=TNT(KEXRD(E)+1) ggg &m@ D
980 PRINT®YOU! ARE CORRECT. 1748 IF 24=B THEN 1720 08 1F C6="v* THEN 248
946 RC=A(142 1720 24=0 2048 1F C4="R° THEN 2840
928 PRINTSMHAT ARE THE THO NUMBERS HHICH PRODUCED®; 5 1738 C2=R2-(1 028 PRINT* /7 TYPE THE MORD “VES' (R THE WORD ‘N0’ *
938 INPUT HL, H2 1748 GOTO 1670 28 GOT0 4960
1756 Ki=B2-6
948 IF NLCL THEN 930 fod t=oe 2648 PRINT*SEE 40U LATER. ®
958 IF Ho(1 THEN 999 1768 K3=K4-1 2358 EHD
220 1F 156 TiEN 990 mi kr,:?‘?_% RD@ D 20 FRINT
970 IF H26 THEM 996 1786 C1=C IHTCK2#RHD(B)41)H) . . .
968 GOTO 1010 1798 1F 25=0 THEM 1610 ggg g%wg HIN: RHOTHER GRAE":
998 PRINT®/// THE HUMEERS MUST BE EETHEEN 1 AND €. 1008 75=0
1680 GOTQ 929 1816 C2=R2-C1
1846 IF Ni=DL THEN 1656 1678 PRINT™MY GUESS 1S THAT THE NUMBERS ARE”;CL; "RND™;CZi CHRS(R);" *
1628 IF Ha=Di THEN 1678 1670 PRINT"AH 1 RIGHT OR HRONG";
1638 PRINTSORRY, THE MUMBERS RRE™; DL “ANDY; D2 CHR$(E): " " 1846 THPUT D8
1046 GOTD 468 1658 D§=LEFT$(DS, 1)
1858 IF N2=DZ THEN 1850 1968 TF DE="R" THEM 1988
1850 GOTO 1628 1870 IF DE="i* THEM 468
1678 1F Ni=D2 THEM 10% 1668 PRINT"/7/ TYPE THE WORD “RIGHT OR THE WORD “MRONG
1688 GOTO 1028 1999 GGT0 1630
1098 PRINT™VOU ARE CORRECT. " 1968 RID=R(DHT
1408 AAI=REL 1916 GOTO 489
1448 GOTO 408 1920 1F ACDORETHEN 1958
1476 J2=8 1930 1F J200 THEN 1420
4439 PRINT & 979, °PRESS RHY KEY TO CONTINUE"; 1948 GOT0 €19
1448 IF I