
• 

...J 
...J 
w 
0 

•• 

.. . · . 
. �, 

• 
• 

• 





f:limhing out of the cybercycle, you hang on to 
the edge and struggle to steady yourself against 
the wind. Vidi flies at the gigamonster"s inagnctic 
tongues. llc fires a static beam fro1n his eye. 

An explosion of sparks pours through the air as 
Vidi' s deadly hean1 strikes the evil n1onster. One 
snakelike tongue pulls a\vay, but t\VO more reach 
for the cybercyclc. Vidi blasts the1n both and they 
quickly \Vithdraw. But there are still two tongues 
holding the cycle. You jab your clectros\vord into 
one as Vidi attacks the other. 

"Neither tongue will budge!" you cry. "TI1ey're 
pulling us closer to the monster's month!" Raising 
vour S\vord over vour head, vou slam it do\vn with . . . 
all your strength and cut the tongue in half. 

You slice the last 1nagnetic tongue with your 
sword as Vidi blasts it with his powerful eye-beam. 
The tongue falls away and the gigamonster finally 
retreats. 

SETll :\ifcEVOY, the game designer, and l,A lTRE 
S�f ITH, the author, live in the New York C:ity 
area. 
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Introduction 

Join the Arcade Explorers and discover a new 
di1nension of video ga1ne adventure! You'H travel 
to the land inside yot1r ccHnputer and save the king
don1 of Venturia fro1n Ilex Hastcr and his evil gang. 

You are the hero of this hook. You will 1nakc 
choices that \vill reveal a co1nputer ga1nc program 
so you can create your O\vn unique video game. 
\Vhen you type all the listings into your home 
computer, you can play the game and deter1nine 
Venturia's fate. 

TI1e computer programs in this book are written 
in BASIC for the 1\.pplc II+, Commodore 64, and 
Radio Shack Color computers. '[he program is di
vided into seven parts. You will 1nake a choice 
bet\veen two different garne options for each of the 
seven parts of the program. This will give you 128 
different video game possibilities. 

You can input each of the seven parts as you 
1nake your choices in the story. ()r, if you want to 
type in the entire program later, you can mark 
your choices on the Option Sheet on page 128. 

Before you do any typing, be sure to read the 
specific instructions fr>r your computer, starting on 
page l 15. 

Of course, you can enjoy this exciting adventure 
story even if you clon 't want to use a <.:01nputer or if 
vou clon't have one. Read the storv and rnake vour ' ' . 
seven cholc.:es. Then turn to page 102 and follow 
the fast-action siinulation of the video game flnale. 

The choices arc vours to 1nake . • 
c:an vou save Venturia'.-> ' 





------------
THE 

STORY _ _ _ _ _ _ _ _ _  _ 





chapter 1 
Venturi a __________________ _ -----------------------------

Inside your con1puter, the land of Venturia is preparing for 
the CPU 'fourna1nent Gan1es. Spectators pour into CPU 
Central, the capital city. Co1npetitors get ready for the seven 
events. The winner will become the next leader of Venturia. 

Ro1ni<len, the current ruler, is favored to win the games. 
lie and his young daughter, Ramda, arrive at the 1nain arena 
as the crowd enters the vie,ving stands. 

"The competition is very tough this time, .. says Ro1niden, 
running his fingers through his gray hair. 

Ramda looks across the playing Held at the tourna1nent 
warriors. "_l;'ather " she savs "vou received the hi•1hest score ' " , .. ./"') 
in the preliminary !Vlental \fatche.s, \vhich proves you have 
the hest intellect. You'll win the rest of the games as easily 
as you always do." She brushes her blond hair to the side. A 
white bird is perched on her shoulder. lie has one eye in 
the center of his head. 

"It vvon't he that easy," Romiden replies. "I'm getting older." 
Ram<la tugs at her long striped jacket. "The tournaments 

test speed of rnind," she says. "You've never heen beaten. 
There's no one fast enough." 

"I have a strange feeling-" 
He's cut short when a voice calls out "Hurry, Romiden! 

\.fax needs your help." 

ll 
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Romiden' s gold tournament cape flaps behind him as he 
nlshcs into an equipnlent roon1. Ra1nda's pet bir<l, Vidi, flies 
off her shoulder as she Jollo\vs her father. As they race 
through the door after Ro1niden, three green figures grab 
thern from behind: 

"vVhat's going on here?" shouts Rcnniden, struggling with 
his attacker. 

"J .et me go! " cries Ramda as one of the villai11s overpow
ers her. 

Vidi flaps his wings and says, "Sorry you wi1l be, if you 
don't let me free." 

One of the men covers Ramda' s mouth and says with a snarl, 
"Don't make a n1ovc, Romiden, or your daughter's doo1ned." 

"Hex Raster, yon octal ogre!" Romiden shouts, recogniz
ing his attackers. Breaking free, he lunges Jor the villain. 

Hex Raster thro\\'S hin1 to the ground. Diggiug a boot into 
Rorniden's back, Hex growls, "I've got you nO\·V, Ron1idcn. 
·rhe CPU tournan1ents are all mine! My men aud I have 
passed the preli1ninary coin petition and \Ve '11 do anything 
and everything to ensure my vk:tory. You prevented 1ne 
fron1 winning hefore and no\v you're going to pay! You won't 
be alive to beat me ever again . "  

"Even i f  von win the tournaments this tin1c. no Venturian , 
will accept you as their leader," says Rorniden. "I've never 
been able to convict you, but every Venturian knows how 
you rob an<l murder to get what you \Vant." 

"I'll force them to accept rne," Hex cries. 
"]\'ever," shouts Vidi. 
Hex scowls at the bird. "I have a brilliant plan. 1\s you 

know, the \vinner of the ga1nes becon1es the keeper of the 
magic Z-ring. \Vhen I possess the ring, I'll use it to alter the 
n1aster tilne clock. Then I'll make the Venturians move 
slo,ver than a nano-inch in a n1illion kilovcars. You'H become ' 
living statues. Finally I'll have iny revenge on Ro1niden and 
all of his loyal fc)llowers." 

Struggling to free hiinsclf, \'icli says to llcx, "Slowed 
do,vn too you 'II be." 
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"No," says llex. "tvly gang and I drank fro1n the forbidden 
Phosphor Springs. As a result, the Z-clock has no control 
over us anymore, and v•e can transcend ti111e and space."  

"Venturia you \vill not rule!" Vidi shouts. In a fit of rage 
he bursts a\vay from his attacker and charges for Hex Raster. 

l)ra\ving his magic lightning S\vord, Hex slashes at the 
bird and 1nisses. Vidi shoots a static bea111 from his single 
eye. It strikes tlcx in the ann, hut llex S\.Vings again. 

Ho111iden breaks free and grabs for the gangleader. \Vith 
one po\.verful stroke, Hex slashes Romiden \Vith his n1agic 
S\.VOrd. The golden lightning bolt rips through his cape, 
tearing into his chest. Romiden crumples to the floor. 

Punching and kicking, Ran1da pulls free. "Father!" she 
cries, falling to his side. 

\1idi blasts a Raster gang me1nber. The bea1n knocks the 
villain to the ground. llex S\vings his lightning sword at the 
bird. But Vicli

. 
aims his eye-bean1 and hits the magic blade! 

800111! The room explodes in a blinding flash of light. 'fhe 
blast shakes the roon1 and Vidi tumbles through the air. 

Your Room ______________ _ ----------------------------
\Vith your joystick in hand, you prepare for the final shot. 
Color graphics zoom across your co1nputer's n1onitor. You 
ai1n and hit the fire button. · In one blast you destroy the enemy. Red letters print 
across the screen: "yov ARE THE \VINNEH OF THE VIDEO GA!'YIE 

S\VEEPS TAKES !" 
c:lapping your hands over your head, you cheer. " Hooray, 

I \VOil 1ny first contest on the Arcade Explorers Net\vork ." .  
'fhen another 1nessage appears on the screen: "

roR RE

CEIVIJ\C THE HIGHEST SCORE IN YOL!H FIRST MUL TIGAME S\VEEP

S TAKES, YOUR NA.ME \VILL BE ENTERED IN OUR HALL OF FAME. 

YOU ARE J\O\VTHE l:IEST PLAYER ON OUR VIDEO CAME J\EnVORK. 
,, 

"All right!" you shout. 
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As you shunp your feet, the rr1onitor erupts in a flash of 
light. .Before you can adjust the knob, a fierce wind surges 
out fron1 inside the screen. It knocks you right otr your chair! 

You fall on the floor, scattering your books and papers 
evervwherc. Your chair clatters half\.vav across the roo1n. ' -

The screen explodes al!;ain. You cove .. your face. \Vhen the 
wind stops, you feel son1cthing land on your chest. 

Jt says, "Hello below!" 
v · I "\1l'h l · l .,., 1ou cauhous y open one eye. ·v at are you<. 01n� 1erer 

you ask. 
"Vidi I an1," says the white bird. "J)o you not remen1berr " 
''Of course I do,,, you anS\ver. 
"\Vhat I arr\ doing here I kno\v not," says Vidi. ":Vlornents 

ago the Raster gang I did fight. Romiden was hurt and here I 
did land." 

"()h, no!" you cry. "\Vhat happened? \:Vill he be okay?" 
Vicli explains ho,v the Raster gang plans to take over 

Venturia. "Angry is llcx Raster, because the (;pu tourna
rnents l\omiden has ahvays \Von,., he tells yon. "If this time 
Hex 'vins, the inaster time clock he \Vill slo\v do,vn. All of 
Vcnturia \vill come to a stop." 

Vidi hops to the floor. You sit up and ask, "If Venturia is 
the land inside cornputers, and it co1nes to a standstill, \von't 
all computers on Earth stop \Vorking'�" 

"True that is !"  savs Vidi. ' 
"Isn't there anything that can stop the Raster ganµ/" you ask. 
'':\'laybe," he says. "Once you did help us . . .\gain \vill you 

co1ne? " 
"J don't know if I can," vou sav hesitantlv. . . . 
"Remember, in the Digital Dimension is Venturia," says 

the white bird. "1-luch faster is our time than yours in the 
Analog Din1ension here on Earth." 

''Sure I re1nernber," vou answer. "One mornent of our time • 
equals clays of your ti1ne. \Von't it he too late once we get there?" 

"Questions, always questions," huffs Vidi. "\:Vhcn I am 
here, the time there moves slowly. Stop your questions 
because now \Ve must go. First, type these simple \vords: 
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"Riders of the light, 
From the land of the night, 
Will pass through the glass 
Of lightning's window. " 

15 

You input the phrase carefully. \Vhcn you arc finished, 
Vidi focuses his eye and says, "No\v I n1ust digitize you." 

A hea1n of light shoots out fron1 his eye, surrounding your 
hody. A tingling sensation S\vccps through you as you are 
transfr1r1ned into digital graphic squares. 'J'hen you begin to 
get s1naller and smaller. - \Vhen you shrink to three inches tall, you clirnb 011 the 
white bird's back. lie swoops up off the floor and flies 
directly toward your n1onitor. You and Vidi pass right through 
the glass as colore<l squares S\virl and dance across the screen. 
Suddenly inside, you spin through the darkness toward 
Venturia. 

CPU Central ______________ _ 

---------------------------·--

.All of a sudden you burst into a bright roo1n. (�rashing to the 
ground, you land s1nack on top of a 1nan dressed in green. 
You've knocked him out cold! 

Vidi lands by your si<le. 1'hat' s \vhen you realize you are 
full size again. "Very s1nart you are," Vidi says. "On one of 
the Raster gang you did land." 

"Hex Raster's getting away!" Ramda shouts. "Stop him!" 
Vidi fires his static.: beam at the green figure darting through 

the door, but he misses. 
"T,et's get him!" you shout. 
"No," says Ralnda. "Once he's out in the crow<l, you'll 

never find hiin. \Ve n1ust help n1y ttther first. He's been 
wounded." 

You kneel down hesicle the injured Venturian leader. Ra1nda 
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strokes Homiden's head. Looking up. she asks you, "\Vhat 
are you doing here?" 

"I came to help," you tell her. 
"\othing can help us uo\v," .llan1da replies, shaking her 

head sadly. "Hex has crippled n1y father with his po\verful 
1ightning sword. The vveapon has sucl1 evil po\vers, there's 
no cure for its \Vouncls. He's unconscious and his life level is 
dropping fast. He only has ten units of energy left bcfc>rc he 
dies." She lo\vers her head. 

"The Z-1ing," says Vidi. ":Vlagic powers it has. Can it not 
save hitn ?" 

"Yes," says Rarnda, "but you know \Ve can't get it until the 
end of the tournarnents. It's locked awav in the Venturian ' 
Vault. l'\o one can open the vault until the garnes arc over. If 
my father doesn't con1pete then Hex Raster will \Vin the ga1nes 
and the magic Z-ring will belong to him. Venturia is doorned!" 

"No," shouts Vidi. "Our friend here could win." 
"Ho\v?" lla1nda asks. 
"Similar to video garnes are the tournainents," he says. 

"This is the best player in the Analog Dilnension of Earth. 
Dressed in Romi<len's costume, the difference no one will 
k " 

nO\'V. 
"You're right!" shouts l{amda. ''But we must keep this 

l " p an a secret. 
''I . '' h can win, you assure er. 
She carefully removes Ro1niden' s golden cape and helmet. 

Handing them to you, she says, ''Put these on." 
You S\ving the shiny cloak over your shoulders and snap it 

in place. \\'hen you strap on the decorative helmet, it covers 
your face, though you can still see out. 

"J thin I{ you should look u little taller," Rumda says. Slowly 
she pulls olf Ro1ni<lcn' s hoots. "'fry these." 

You slide into the black hoots and stand up straight. 
"(:lose," says Ha1nda. Pulling a green cape off one of the 
fallen gang memhers, she advises, "Stuff this padding into 
your shoulders an<l you'll look perfect." 

Vidi inspects your appearance and says, "\Von<lerfi1l! Like 
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Romiden you do look. 'fhc gan1es you know not, but \vcll 
you should do, because of your natural instincts. "  

"That's tn1e," says Ram<la. "Here in the Digital Dimen
sion of \lenturia, we 1nust be taught to play the tourna1nent 
ga1nes. They are an important test to determi�e how well we 
can coordinate our min<ls and bodies. But in the Analog 
l)i1nension you are born with that skill. You call it instinct. 
This skill \Vill allo\v you to co1npete equally \Vith the highly 
trained tournament \Varriors." 

She claps her hands. "There is hope after all. Let's hurry, 
the games \vill begin soon." 

Straightening your cape, she says, "There are seven tour
nament competitions. When you win each of the first six 
gannes you will receive a micromedal. These 1nedals \vill be 
used in the final game, so you must collect all six." 

Ramda reaches into Romiden's pocket and pulls out a little 
silver square. Digging into the pockets of the two uncon
scious Raster villains, she recovers two more. Examining 
the1n, she says, "Perfect. We've got both kinds." 

She extends her palm. "These are the micromedals," she 
says. "All the CPU warriors chose one \\1hen they passed the 
preliminary Mental �latches. Your choices \vill determine 
the design of the final tournament game." 

"What's the game about?" you ask. 
"It's called the Terminal Test. Using a remote-control 

terminal, you will pilot a vehicle called a vibrovan. You must 
guide the van through a swiftly moving obstacle course that 
contains 1nany objects. Some of the objects are dangerous 
and others can help you. You must survive the course in the 
allotted number of binary minutes or you will lose. You 
alone \vill determine how the 'I'erminal Test operates." 

"How do I do that? " you ask. 
Ramda savs "\Vhen vou arrive at each tournament event " ' , ' 

you must choose bet\\1een two different games. The winning 
micromedals of each game will contain data that \\1ill deter
mine what the obstacle course will look like and 'vhat will 
happen in it. The other \varriors 1nade their first choice 
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when they co1nplctcd the preliminaries, so you 1nust choose 
vlhether you waut the 1·er1ninal ·rest to contain 1\(; rivers or 
l)(: tunnels." 

''\Vhat's the <liff(�rence'r'' you ask. 
"The AC rivers run horizontally on the screen. If yon 

enter one, vou'll be carried to safctv. hut vou 'von't kno\v 
" . , . 

\vhich \vav the river flo,vs. 1)(; tunnels \vill also carrv vou to 
. . . 

safety, hut you'll go in the tunnel and reappear in a com-
pletely unkno\vn direction up to ten spaces a\vay. You inust 
decide nov•." 

You carefully consider ho\v you \vant to play and make 
vour choice. 
, 

If you have a computer, type in the first part of 

your program: 

Commodore owners turn to 11age 130. 
Ro11/e owners turn to 11age 11../6. 
Coco owners turn to oage 162. 

When you are through typing, continue the story by 
turning to Chapter 2 on 1Jage 20. Be sure to mark 
your choice an the Oi:ition Sheet an i:iage 128. 

If you aren't using a com!}uter: 

C:ontinue the story by turning to Chapter 2 on page 20. Be 
sure lo n1ark your choice on the ()ption Sheet on paKe 128. 



chapter 2 

You slip the silver nledal into your pocket. Ra1nda places her 
han<l on your padded shoulder. She looks into your eyes <tnd 
savs. "Onlv vou can save Venturia." 

., , ., J 

"[ \Vill!" VOU anS\VCr. 
From behind you, a voice shouts. '"l'here you are, 

Rorniclen." 
Ha1nda turns. ··�tax, corne quickly," she calls. 
f)ressed in a black and white checked 1nilitary coat, the 

rnuscular rnan approaches. lie stands three £<.�et tall. "Ro
l1'idcn," he says. stepping in front of you , "I \Vant to report 
that-" Suddenly �·fax spots the real Vcnturian leader lying 
on the floor. "\Vhat's going on here'?" h e  barks, drawing his 
digital pistol. 

. 

Ran1da raises both hands and says, "'Stop! Everything is 
k " o av . • 

You pull off your hehnet. 
"It's you!" exclaiins !\fax. "\Vhat are you <loing in Horniden' s 

tournarnen t costun1c {' 
"Hex \voundcd rny father �1ith his 1nagic lightning sword," 

says llan1da. "His lif� level is dropping fast. ()uly the rnagic 
po\vcrs of the Z-rin g can save him. ()ur friend \\'ill take his 
place in the tourna1 nent games." 

Turning to tvlax, vou say, "I'll win the competitions a.nd 
th Z . ,, secure e -ring. 

20 
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I�aising hiis fist into the air, �1ax shouts, "!Vf y Snidar pa
trols will be policing every inch of the tournament grounds. 
\Ve'll catch that electrovillain!" 

"No, Nlax,'' says Ramda. "\Vhat Hex has done to my father 
must be kept a secret. If you arrest Hex, it will appear as 
though nly father wants to eliminate his competition. Every
one knov1s of their bitter rivalry." 

Max says, "That's a mild \Vay of describing hov1 he and his 
gang have tried for kiloyears to cheat and steal the tourna-
1nent title ."  !Vfax straightens his big black hat. An insignia 
on the hat says CPU. 

Ramda kneels by her injured father. "�1ax," she says, look
ing up. "This plan is our only hope, and it rnust remain a secret 
or it will fail. If Hex wins, you kno\v he'll destroy Venturia." 

!Vlax looks you straight in the eye. "You saved us before," 
he says. "\Ve know you can do it again. Beware of the evil 
Raster gang. They are all dressed in green capes and silver 
hehnets." 

"I'll look out for them," you say. "They won't stop me!" 
�1ax promises, "I'll help you all I can." 
"Ha!" squawks Vidi. "I know not "vhat you can do with 

one foot in your mouth and tripping over the other one." 
\1ax sco.,,vls at the white bird. He says, "Snap it shut, you 

brainless bag of binary bones." 
Ramda frowns at thern both. "\Ve can't waste any time on 

your usual bickering," she tells the1n. 
All of a sudden you hear loud music from outside. "\Vhat' s 

h '?" k t at. vou as . ' 
"The games are about to begin," Ramda says. "You rnust 

join the other CPU warriors quickly or you'll be disqualified." 
"I'll have someone take you," says Nlax. l'urning to the 

door, he shouts, "Pixer, Poke, co1ne here iln1nediately." 
Two small figures enter, dressed in the same checked coat 

as \1ax. Their big black hats nearly cover their eyes. 
"Rarnda, '' !Vtax says, "I'll help you move your father to a 

safe hiding place while my niece Pixer and my nephe"v Poke 
take our friend to the starting lineup." 
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The two little twins rush to :\fax. They' re so tiny they only 
reach up to his shoulders. "Pixer and Poke will assist you 
during the tournaments," he tells you. "They're experts on 
Hex and his gang . .. ;\fax gives the1n their instructions and 
swears them to secrecv. , 

Pixer says, "I know everything about those nasty Raster 
crooks. I'll stop them." 

Playfully tapping the brim of Pixer' s hat, Poke says, "You 
always forget me. I know as much about the Raster gang as 
you do!" 

"Yeah, I guess," Pixer agrees, crossing her ar1ns. 
"Get moving, yon two," orders "tv1ax. "The tournament's 

about to begin." 
As you follo\v them out the door, Ramda shouts, "Good 

luck! \Vait! I forgot to tell you the password phrase." 
"\Vhat is it?" you ask. 
"Remember the poe1n Vidi used to enter Venturia?" 
"Sure," you say. " 'Riders of the light, from the land of the 

night, \vill pass through the glass of lightning's \Vindow.' " 
"Good 1nemory," she says. "Use that phrase as a password 

to prove it's you who's inside my father's costume and not an 
impostor planted by the Raster gang." 

"I wilL" vou tell her. . . 
Stepping through the door, you enter a huge square arena. 

It's filled with Venturians waving colored flags. You sec the 
tournament warriors circling around the track. Spectators fill 
the viewing stands on two sides of the white arena structure. 
(;iant scoreboards and viewing screens fill the other two 
sides. The top of the arena is open and trimmed in a digital 
stairstep clesign. llundrcds of rectangular flags fly along the 
top edge of the arena. 

You straighten your golden cape and proudly join the 
procession of vvarriors. The 192 competitors file around the 
arena. They're a1l wearing brightly colore<l capes, beautifully 
decorated \vith ornate square-shaped designs. ·rheir elabo
rate hehnets are all different shapes and colors. 

Joining the procession, you, Pixer, and Poke look closely 
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for the Raster gang. Suddenly Pixer grabs you by the arn1 
and says, "There're t\VO gang n1e1nbers up ahead. Go this 

" wav. 
' 

"No!" shunts Poke. "I  see three more over there. Keep 
moving around the arena with the others and we'll he okay." 

"There arc two more hehincl us!" Pixer exclahns. "()h, no, 
\ve' re surrounded!" 

"JJook out, two Raster villains arc 1noving to\vard us," 
Poke warns you in a lo\v voice. 

"I've got an idea," says Pixer. "Follow me." 
She slips through the cro�1d of \Varriors and heads for the 

side of the arena. You and Poke follow close behind. 

"See the flag seller's cart up ahead?" she asks. "It be1ongs 
lo rny friend Resi. r ITI sure she'll help us." 

"How?" vou ask. 
' 

Pixer explains, "\\:11en yon reach the cart, duck clown 
behind it. Hi<le there until the pro<.:ession passes. Then 
junlp onto the end of the line." 

"Great, "  you say. "Then they can't sneak up on 1ne!" 
"L' I " p· .i..:.xact y, 1xcr agrees. 
"}furry," says Poke. "Those two Raster rats arc gaining on 

" 

us. 
Yon quickly head for the silver cart filled with multicolor 

flags and slide up next to the cluttered stand. Poke says, 
"N I" l ow. 

\Vith one swift step, you dart hehind it. Poke whispers to 
Rcsi who nods in agreement. Opening a door on the back of 
the cart, Resi says, "Get in here where you'll be safe . "  

As you squee1.e inside, she says, "I'll push you to the 
starting line. \/\/hen we get there, you can leap out and stand 
at attention \vith the other warriors."  

Silky flags cover your head in the darkness. 'fhe loud 
procession music shakes the 1netal container. Just as you 
start feeling stuffy in the cra1npecl hiding place, the cloor flies 
open. "JJet's go!" Poke calls in to you. 

Just as the 111usic stops, you join the tournament co1npeti
tors lined up in straight, even rows. 'fhe announcer's deep 
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voice fills the arena. "Attention all Venturia! 'fhe CPU tour
na1nents \Vill no\v begin. The warrior who completes all six 
µ;ames with the highest total score \Vill receive the Z-ring: 
and hccon1c the next leader of Venturia . . , 

The crowd cheers and everyone \.vave� co]ored Hags. \Vhen 
the fanfare stops, the announcer continues. "'fhere will he 
seven events. 'fhc warriors will rotate around to the different 
tournament locations. .Follow the schedule on the score
board above. 'I'he first-, second-, and third-, and fourth-place 
\vinners of the first six events will each receive 1nicromedals. 
'fhese meclals contain data that will determine the structure 
of the final competition. 'fhis co1npetition is the Terminal 
'f cst. \vhich is a ren1ote-control obstacle course. 

"In the six events bef()re the Ter1ninal Test, each \Varrior 
must choose between two gan1es. 'fhe 1nicromedal data for 
the winners of these two ga1nes \vill be different. As a result, 
\.Vhich ga1ne each \varrior chooses \vill detcr1nine the weap
ons, lands<.•ape. and operating details of the Tenninal 'fest 
obstacle course. 

"For those scheduled to compete in the arena in the first 
events, the two ga1ne choices are Byte Ball and Data Tennis." 

You look for Romiden's nan1e on the scorehoard . "I stay 
here in the arena for the first event," you say to yourself 

'fhe announcer continues. "'fhe ·rern1inal Te:<it landscape 
is filled with deadly electroroc:ks. Your vehicle must avoid 
the electrorocks at all costs. If you choose to play Byte Ball, 
the inicru1nedal you receive \.Vill give your vibrovan the 
ability to leap over the electroroeks. The 1nicro1nc<lal you 
receive if you play J)ata Tennis \vill allow your van to blast 
electrorocks out of the \vav. , 

"All those \vho wish to play Byte Ball go to the left end of 
the arena. 'fhose who wish to play l)ata ·rennis meet on the 
right side of the arena. All others check the scoreboard and 
report tu your as�igne<l events. "  

You think carefully about which option you \Vant on your 
'fer1ninal 'fest obstacle course. 
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If you choose Byte Ball. turn to 11age 27. 

If you choose Data Tennis. turn to page 31. 

Be sure to rnark your choice on the Option Sheet 
on page 128. 

• 



chapter 2a 

Pixer and Poke run to your side as the \varriors head for the 
playing fields. "Raster gang members are everywhere," Poke 
reports. 

"I've spotted about thirty," adds Pixer. "Their hright
green capes make the1n easy to spot." 

"Uncle �tax has his Snidar patrol watching them," says 
Poke. He points to s1nall guards standing at attention around 
the arena. Their black inilitary unifor1ns fit snugly on their 
1nuscular bodies. They wear the same black hat as :\-lax. 
Poke brags, ":\1y Uncle '1ax is the toughest Snidar of all." 

"J thought you said you were tougher than Uncle '1a.x," 
teases Pixer. Poke blushes and sticks his toungue out at her. 

Nervous and anxious for the games to begin, you ask, 
"I-lave either of you seen Hex?" 

"Not yet. He must be assigned to another event in this 
round," Po"ke answers as you approach the Byte Ball courts. 

'fhe scoreboard and viewing screen rise to the top of the 
arena. Eight ga1nc grids are lined up on the wall helow. 
Each grid is ten squares across and ten squares down. 

A tall silver 1nachine rolls past and you ask, "\Vhat's that 
strange-looking tin can? Why does it have a barbell across 
the top?" 

'That's one of the robot referees," Poke explains. "J wouldn't 

27 



28 SETH �fr.EVOY AJliD LAl�RE S"MITII 

make jokes around it. ·rhcy keep score and judge each game. 
Believe n1e, they' re tough." 

Suddenly the odd-shaped n1achine spins its l_,arbel1-1ike 
globes: In a 1neC'hanical voice it says, '"l'he Byte Ball grid 
assignrnents arc listed on the vic\ving screen above. ,\ll 
\varriors must now register and take their places." 

"I'll sign you in." says Poke. He runs to the referee. 
"Just \Vatch the others," Pixer says. "You·ll catch on fast. If 

you let a static hall hit you, it'JI give you a terri hie shock." 
Then Pixer joins Poke outside the playing area. 

You check the scoreboard listings and see that Rotniden is 
assigned to grid nun1ber :3. Then you position yourself ten 
feet in front of the garne hoard. ..'\. hlue-costu1ncd warrior 
steps up beside you and bo\vs. 

This n1ust he my opponent, you think. Thank goodness 
he's not part of the Haster gang. 

The referee rolls by. "You nlust align f<n1r stati<.: halls in 
the Byte Hall grid square." it announces. "The first four 
players to do this, using the fe\vest nun1ber of squares, \viii 
win and proceed to the next event. " 

You adjust Romiden 's golden heln1et on your head. The 
announcer continues, "Your static halls arc in the rack in 
front of you. 'I'hey are dangerous, so hancl]e then1 carefully 
with your bytepa<ldles. '' 

You glance at the other warriors and see then1 slipping 
their hands into large silver scoops . Those rnust be the 
hytcpaddles . You put your own scoops on as the referee 
says, "All warriors raise your left hand. At  the countdown, 
the hu;r.zer \vill sound and the garnes will hegin." 

You hold your arrn high and get ready to play. 
"l" l . fi 1· ] . �.1g it . . . seven . . . six . . . 1ve . . . our . . . t 1ree . 

t\vo . . . one!" B uzz;:,zf 
You leap for your red static hall. It's about the san1e size as 

a softball, hut it crackles ;u1d sparks as you scoop it up. Your 
opponent throws his hlack hall into the air \Vith one scoop 
and bats it with the other. The hall leaves a trail of light 
behind it a:s it lands on the grid. Then yon toss your hall up 
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and srnash it into the garne board. \:Vha1n! Sparks fly as it 
locks into place. 

The cro-..vd in the arena goes \vild! They cheer and shout 
and \vave their colored flags. 'fhe huge vie\ving screen dis
plays all the action . 

.\1can\vhiie, the other fourteen warriors are \vorking fast lo 
gain points. \Vith a hurst of speed, yon thro\v anothe1: hall al 
the grid. Then, rniraeulonsly, you land three in a row. 

Suddenly so1nething; \vhizzes by your head! A static hall 
hits one of the con1petitors just beyond you. She groans in 
pain hut keeps on playing. 

You spot Poke on the sidelines jurnpinµ: up and do,vn . 
He· s pointing to a .Haste r \Varrior in green. J\s you carefully 
line up your last ball, the gang 1ne1nher shuns three static 
balls right at you! You duck fast and jurnp to the sillc. ·rwo 
inure cornc rolling at your feet. Ju1nping up as high as you 
can, you dodge thcn1 both and thro\v your \Vinning shot. 

··Four i11 a rO\·v�" vou shout. The cro\vd stan<ls and cheers. ' 
The robot ref�ree rolls to vour side and savs, "Ronliclen , , 

has \Von l he first-place n1icrornedal ." lt extends a silver disc, 
which you take fron1 its gripper. "Congratulations. Ro1niden," 
it tells you. "This \Vill give your Tcrrninal Test vehicle the 
ahility to leap over elt>ctrorocks. You rnay HO\V proceed to 
Ro hot Ra<:ing." 

Pixer an<l Poke run to\1'1ard you. ''Jlurray!" shouts Pixer, 
tugging at your arrn. 

'"fhe Snidar patrols captured the \\'arrior \vho attacked 
you," says Poke. '"fhafs one less Raster gang n1e1nher to 

I " 
\VOrry a )OUt. 

"Great!" you n�i)]y. "l'\o\·V ho\v do \Ve get to 1\obot Racing/" 
"That's on the other side of the capital," Pixcr tells you. 

'"rhere are lots of dynahuses v.:aiting outside the arena. 
They're special vehicles for transporting warriors and specta
tors to the tourna1nent sites around the city." 

"Let's go!" Poke cries. l-te rushes for the exit \Vith you anll 
Pixer f<>llo-..ving close behind. 
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If you have a computer. type in the second JJart 

of your program: 

Commodore owners turn to page 132. 
Rpple owners turn to page 11./8. 
Coco owners turn to page 151./. 

When you are through typing, continue the story by 
turning ta Chaoter 3 on page 36. 

If you aren't using a computer: 

{�ontinue the story by turning to <:hapter 3 

011 page 36. 



chapter 2b 

T\vo Raster viHains appear nearby. ""fhey look like trouble," 
you say, pointing to them. 

Pixer and Poke rush to\vard you. ".Follow me," Poke or
ders. "\.Ve'H dodge through this sea of lurking disaster." 

"At least their hright-green capes n1akc the111 an easy 
inark," Pixer tells you. "There are gang 1nc1nhcrs swarming 
all over the place! I've spotted about thirty alrc<tdy. "  

"\Vhat about llex?" you ask. 
"l\o sigu of hi1n," she replies, "Uncle :\1ax has his Snidar 

patrol at every corner of the tourna1nent grounds. ·rhey'Jl 
spot hint." 

"'Arc those the Snidars?" you ask, pointing to the small 
guards patrolling the arena. 'fhcy're wearing the same kind 
of black hat as :\-fax. ·rheir muscular bodies fill out their hlack 
1n i li tary unif orn1s. 

"Ycp," says Pixer proudly. "I want to be one \Vhen 1 grow ,, 

up. 
"I thought you wanted to Win the (;pu tourna1nents \Vhcn 

you gre\v up," Poke teases her. 
"I\iayhe I'll do both!" snaps Pixer. 
She points to eight black squares on the wall below the big 

scoreboarll. Each one is three feet square. "Those are the 
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Data Tennis courts," she tells you. "\Vhen the ga1ne begius, 
tl1ose sc1uares will 1nove back and fi,rth quickly."  

Poke pushes hehvecn you and Pixer to say. "You'll have to 
thro\.v your ball onto the squares and bounce it back to your · 
opponent. 

.. 

"Are you kidding'(' you cry. "That's going to he hard." 
"It sure is�" he answers. "The \vorst part is, the data halls 

are electron1agnetic. lf they hit you, they'll hurt like crazy. "  
As the warriors asse1nble, a nletal machine rolls past you. 

"That looks like a giant can of soda pop," you re1nark. 
"\Vhat's it carrying on top? 'fwo bowling halls at each eud of 
a stick?" 

"l)on't nlake jokes--it 1night hear you," warns Pixer. "That's 
one of the robot referees. They keep score and judge the 

" games. 
"Don't make the1n n1ad," adds Poke. 
Suddenly the silver 1nachine lights up and spins its globes. 

It says, "All warriors must now register and report to their 
Data Tennis courts." 

"I'll sign you in," offers Pixer, running over to the referee. 
"If you \.Vatch the other warriors,"  Poke explains, "you'll 

learn h O\v to play the game." 
"I'll catch on fast," yon tell hirr1, full of confidence. 
Checking the scoreboard, you find Romiden's na1ne. "There 

it is!" you cxclaiin. "I'm assigned to court ntunher four." 
"Good luck!" cried Poke, joining Pixer outside the playing 

area. 
You position yourself in front of the lJata Tennis court. l\. 

Raster gang 1ne1nber slides into your opponent's position. He 
gives you an evil grin, hut you just ignore hi1n. 

"1\.ttention all warriors!" the referee announces. "You rr•ust 
toss your hall onto the moving data court so that it bounces 
hack to your opponent. lf you n1iss the court or fail to return 
four shots, you will lose the game. TI1e first four players to 
heat their opponents will \Vin the round and proceed to the 
next event. Your neutron gloves and magnetic whip are in 
the tray in front of you." 
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{;rabbing his equip1ucnt, your evil opponent snaps his 

whip in your direction. "You're through, Romiden ,"  he says 
with a growl. "Hex will win the tournament this tin1e." 

You put on your thick neutron gloves. ":-..fever," you say to 
yourself as you grasp the 1nagnetic whip firn1ly. 

"All warriors raise your right arm," caHs the referee. "Af
ter the countdown, the buzzer \vill sound an<l the ga1nes will 
begin."  

The data courts start moving back and forth. The huge 
viewing screen lights up, displaying each court to the specta
tors. 1'hc crowd hegins to cheer and \vave their colorcd flags. 

"Eight . . .  seven . . . six . . . five . . . four . . . three . . . 
two . . .  one�" Buzzzz! 

Your opponent throws his ball into the air. He grabs it 
with his magnetic \vhip and snaps it to\vard the inoving 
court. 

The ball shoots back. Yuu rush forward, snagging it in 
your \Vhip. On your return the hall bounces off the court and 
the evil gang 1nember ntisses! Sparks fly everywhere \vhen 
the hall crashes to the ground. 

You can hear the crowds cheer as you prepare for your 
next shot. But hefore vou can thro\v it forward, the evil ' 
warrior cracks his whip at your data ball. It falls to the 
ground and the scoreboard records it as a miss on your side. 

He serves another ball and you get ready to return it. In a 
flash he snaps his whip, wrapping it around your legs. You 
struggle to break free, but you can't get away! 

1'hc data ball hits the court and bounces toward vou. The ' 
\varrior shoves you to the ground, but someho\v you get up 
just in time to make your shot. He returns it like a pro and 
you miss the target. Hut his next serve fails to strike the 
court. 

It's your serve but you overshoot, Josing another point. 
Now the score is 3 to 2. One more miss and you are out! 

l)esperate to 1nake you lose, the Hasler warrior swings a 
data ball over his head and throws it straight at you! You 
lunge to the side and dart out of the \vay. The electromag-
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nctic ball lu1ds on a player in the next court. She ho,vls in 
pain hut successfully returns her O\Vll shot. 

'fhe score is 3 to 3. None of the con1petitors l:as finishPcl 
yet. Time is running out! \Vith all your strength, you smash 
the ball into the court. It flashes back and flies right past 
your opponent. 

"I win!" vou screa1n. "I win�" • 
Enraged, the Raster warrior pitches another data ball at 

your face. You duck quickly and throw one of yours to 1neet 
it. The two balls smash together and explode in a shower of 
sparks, striking the gang 1nenlber. lie falls to the ground, 
writhing in pain. T\vo Snidar patrol officers arrive to drag 
him awav. 

Pixer and Poke dance \Vith joy on the sidelines as the 
referee gives you the winning nlicrome<lal. "Ro1niden," he 
says, "this fi.rst-place rnedal will give your Tenninal Test 
vehicle the po\ver to blast elcctrorocks .out of the way. llobot 
Racing is the next event. Good luck . .  , 

Running toward you, Pixcr says, "The dynabuses are \vait
ing to take us to the racecourses. 'fhcy arc special buses for 
takinK the warriors and spectators to the tourna1nent sites 
around the citv." ' 

"\Vhere arc they?" you ask. 
"Just outside the arena." ans\vers Poke. ".Follo\v 1ne�" 
He speeds towar<l the exit as you and Pixcr follow. 

If you have a computer, type in the second part 

of your program: 

Commodore owners turn to page 132. 
Rpp/e owners turn to page 11./8. 
CoCo owners turn to page 161./. 
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When you are through typing, continue the story by 
turning to Chapter 3 on page 36. 

If you aren't using a cam{Juter: 

Continue the story by turning to Chapter 3 on page 36. 



chapter 3 

As you pass through the arena exit, Rarnda approaches \vith 
\1idi on her shoul<lcr . .She asks, "\Vho are you?" 

.. It' " . d . l I s 1ne, you an S\ver nnrne 1a e y. 
"\Vho are you?" she repeats . 
.. f>h, right. the pass·word phrase." You begin, "I'n1 the 

rider of the light . "  
"\:Vhere did you corne frorr1P" she asks. 
"From the land of the night,·· you answer. 
She places her arn1s across her chest and continues, " Ho\v 

did you get here?" 
"I passed through the glass of lightning's \Vindo,v, .. you 

tell her, cornpleting the code. 
"l'n1 so glad ifs you!" llain<la exclai1ns and then sighs \Vith 

1·clicf. "I \Vas afraid you'd heen caphn·ed hy Hex Hasler or 
one of his rncn. "  

":'.\lot a chance," says Poke, pushing up the hrin1 of his hig 
black hat. 

Pixcr adds, "'()ur friend here fought off a nasty Raster 
attack and \Von a micro1nedal. "  

"!\ice going,·· H.a1nda says. "\Ve're one step closer to sav
ing n1y father's liie . .. 

"Very good indeed," adds Vidi. 

;1() 
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"\Vilt he he ahle to survive until \Ve get the Z-ring?" you 
ask her. 

"l hope so,'· she replies softly, shaking her head \Vearily. 
"I-lis life level has dropped to nine units and he's very \veak. 
\V c moved hiin to a secret hiding place." 

Turning to Pixer and Poke, she says, .. Your Uncle l\-1ax has 
a special assignment for you two. He \vants you to meet hin1 
no\v at the �outh exit of the arena." 

"But \ve have to go to the next co1npctition!" Pixcr protests. 
Placing her hand on your shoulder, Rarnda \vinks. "I'll 

take 1ny father to the rohot racecourse," she says \vith a 
smile. 

"llcx and his tnen are everyv>here, so he careful," warns 
Pixcr, grabbing Poke by the arm. 

As Pixer drags hhn to\var<l the arena, Poke yells, "Kick 
one of those nasty Rasties fi>r 111e!" 

"I'll do better than that," you promise. "I'll hring one back 
here fi>r vou to do it vourself." . ' 

Playfully shoving each other, the twins disappear inside 
the arena. · Turning away fro1n the arena, Ramda says, "Th� best \Vay 
to get to the next event-" \vhcn suddenly a fiery red ball 
flies past your head. You jun1p to the side just in tilne� 

"l�astcr attack, this is, "  cries Vi di, flying into the air. 
"They're after us," Ranicla shouts. "Head for the dynabuses 

straight ahead�" 
l\arrowly dodging hvo more shots, you race for the Jong 

flat vehicles. ·rhcir sleek \vhite surfaces are tri1nn1ed with 
gold. 

Three gang 1ne1nbers charge to\vard you, firing more deadly 
red ba11s. Ramda dives fi:lr the first dynahus and flings the 
door open. She and Vidi jump in and you follow .iust behind. 
You slam the door shut on the evil warriors. 

Ra.nu.la S\vitches on the auton1atic driving controls. 1'he 
vehicle rises up off the ground and shoots forward. The rest 
of the bon1bs explode against the side of the bus. 

The attackers rush to the second hus and jump inside. You 
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sec then1 strugglinµ; \Vith the controls, but th�y can't get the 
bus started. You relav this inforn1,ttion to R.unda. 

She 111akes a sharp right turn and says, "If they figure out 
ho\\' to operate that hus, they'll catch np bef()re long. llang 
on, \ve' re in for a rough ride!" 

You're thro\\'ll back in your scat as the bus flies straight up 
in the air and over a ro\v of buildings. · fhen it dives under a 
bridge and speeds do\\'n a long, narr<.>\V street. 

'"fhat should lose 'e1n," she re1narks with a little laugh. 
"\Vhere are \Ve going?" you ask after catching your breath. 
"Robot l{acing is on the other side of to\'vn, "  she ans\.vers. 

"CPC' C:entral is a pretty big city!" 
'fhrouµ;h the narrow \vindows you sec green and \.vhite 

buildings everywhere \Vith unusual shapes and strange deco
rations on then1. So1ne are square and tall, while others arc 
flat and rectangular. Several buildings have digital stairstep 
structures that create intricate patterns. �fany are covered 
\.\'ith gold lines that weave right-angle desigr1s on the 
,._,alls. 

· 
}.-1aneuvering the sleek hus through the streets, Rarnda 

turns and call out, "\Vc're alrnost there. The CPV robot 
racecourse is just a few hectoblocks away." 

"\\!hat docs (:PU stand fi>r'?°' VOLi ask. ' 
"The story behind that is the n1ost in111ortant event in our 

history," explains Rarnda. ":\-lany kiloyears ago Venturia was 
a barren wilderness. Our ancestors ca1ne here to escape from 
the evil Decimal Kings.·· 

"\Vhat are Det·imal Kin�s'..»' you interrupt to ask. 
"Cruel and ruthless thcv were." chimes Vidi. ' . 
··That's right," Ramda con tinucs. "They \Vere the evil rul-

ers of the old 1\rith1netic E1npire. In their thirst for power, 
they forced 1nillions of people to beco1ne nun1eric slaves. ,. 

··\Vhy?" you ask, looking back to see if the Raster gang is 
follovving. You see nothing behind you. 

··They forced iny ancestors to add, subtract, multiply, and 
divide billions of figures in search of the ulti1nate prinie 
nuniber. Jf they found this 1nagic nu1nber, it \Vould give tl1e 



REVE!\GE OF THE RASTER GANG 39 

evil kings the power to live forever. One day a brave band of 
slaves escaped and came to the \vilderncss of Venturia. They 
started their o\vn kingdorn and formed the CPU. It stands 
for '(�onnnonwealth of Public Unity.' Its purpose is to stop 
hrutal enslavement by finding ucw and better ways to calcu
late data." 

.Ran1da turns and looks at you. "You're my only hope," she 
says. "You've got to save rny father and ensure the future of 
Venturia. If Hex Raster wins the tournainents, it will he the 
darkest dav in our historv." ' , 

"I can do it," vou tell her confidentlv. 
' ' 

\Vith one swift turn, Rarnda swings the bus to a halt. "This 
is it," she announces, motioning for you to follow her out
side. She stops in the doorway for a mornent. "Take this 
weapon. \Ve rnay run into more trouble," she warns, hand
ing you a sli1n blue tube. 

"\Vhat's this, a toothbrush holder?" you joke. 
"It's a multiweapon," she explains. "It's identical to the 

kind of weapon the Ilaster gang carries. Twist the knob and 
it wiJJ change into a sword, \vhip, or dart gun." 

"This should corne in handy," you reply as you slip the 
tube inside your cape. 

Ra1nda cautiously moves toward the front entrance of the 
racecourse, and you fol low close behind. You secure the 
suaps on Ron1iden's p;old cape and adjust his heln1et so you 
can see through the slot across your eyes. Straightening your 
back, yon walk as tall as possible so no one wiJl suspect that 
you are not Rorniden. 

Ahead you can see an elaborate golden fence surrounding 
the two racetracks. ft'estive music HJJs the air as warriors and 
spectators move through the grounds. 

"Giant Robot Racing is on the right," Rarnda explains, 
.. and 1nini Hobot Racing \Vil l  take place on the left." 

"Raster alert!" cries Vidi. 
"Look out! Hex is here!" shouts Ilamda, ducking behind a 

dvnabus. 
-

' 

"\Vhere?" you whisper, following her behind the bus. 
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"At the front entrance," sli.c ans\vcrs in a lo\V voice. "lfc 
. and two of his Raster villains arc wailing frlr us." 

"(;et past them we rr111st, to get inside," says Vidi: 
Suddenly the music slops. An announcer's voice says, " . .\II 

v.;arriors choose your event innnfldintely!" 
"\Ve hav� to get inside before the garrtes begin!" Ranida 

says frantically. 
Vidi flies up in the air and returns a 1nomcnt later. "(;one 

is Hex," Vidi \vhispers. "T,vo villains re1nain. "  
"\Vc'll fight our \vay past the1n, "  you assure your friends. 
"'fhat's the spirit," Ra1nda tells you, slapping you on the 

back. ''(;et your 1nultiv.1eapon ready and let's go�" 
You pull out the slin1 tube and set it for electro\vhip as you 

and Ra1nda race toward the entrance. 'l'he Raster warriors 
spot you and fire electrodarts. 

You swiug your \vhip at the villain on the right. \Vhen it 
wraps around his legs, you yauk it hard. He falls to the 
ground with a crash. 

Ramda blasts the rc1naining villain, hitting hin1 in the 
leg. Dropping to his knees,

-
he raises his \veapon for 

another shot. But Vidi destroys the \veapon \vith a deadly 
blast from his eye. The \varrior turns and litnps into the 
CrO\Vd. 

1\s you both run through the entrance, Rantcla asks, 
"\Vhich event do you want, giant Hobot llacing or mini 
Robot H.acing?" 

"\Vhat are the differences for the Tenninal ·rest?" you 
say. 

"Besides electrorocks, the Tenninal ·rest also contains deadly 
negaheasts, \vhich \vill follow you \vherever you go. lf you 
enter giant Robot Racing, the 1nicro1nedal you receive will 
Jet you drop bo111bs around your vehicle. If any pursuing 
negabeasts hit a bomb, the beasts \vill explode. The 1nicro-
1ncdal for n1ini Hobot Racing \vill lct you blast the negabeasts 

f " out o your way. 
You quickly analy:t.e the difference and 1nakc your choice. 
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If you choose g iant Robot Racing, turn to page '13. 

If you choose mini Robot Racing. turn ta page '17. 

Be sure to tnark your choice on the Option Sheet on page 128. 



chapter 3a 

"Look! The warriors are all lining up," .Ramda says, pointing 
ac;;ros� the rectangular raceway. 

You run to\.vard for the starting position and see sixteen 
huge hlack robots on the track. They have big 1netal claws 
for hands and pointed spikes on their feet and chest. 

"}vfy favorite event this is," Vidi tells you . 
.. ,Vhyt" you ask. 
"Rough and tough is this game," he ans\.vers. 
"Good reason," you reply. A robot referee rolls up to you. 

"I want to compete in this event,,, you tell it. 
It flashes its lights and says, "Report to re1note-control 

station seven on the left wal1 of the track." 
Leaning over, Ram<la coaches you, "The hand controls 

that operate the robots are just Jike ones on the video gan1es 
you have in the Analog Dimension. Use them to muve your 
robot around the racecourse." 

Glancing at the po\verfi.11-looking machines, you re1nark, 
"The hands and feet on those things look like lethal \Veapons." 

"That's the idea," Ramda explains. "You'll use the remote 
controls to race them around the track and knock the other 
robots out of your way. The last robot remaining will win." 

"You that 'vill be," cheers Vidi, hopping up and do'vn on 
Ra1nda's shoulder. 

43 
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Positioning yourself in front of station seven, you say to 
l{a1nda, ···rhis sounds like a combination of boxing and roller 
clerhv!"' ' 

"There's Hex Baster!" Ram<la shouts, pointing do\vn the 
track. 

To your left you see the evil leader sliding up to his 
<:ontrol station. He snarls at you and savs, "I don't kno'v ho\v . ' 
your wounds have healed, but I'rn going to beat you no\v." 

You laugh ri�ht in his face as the announcer begins the 
-conntdo,vn. 

Crossing her fingers, Hamda whispers, "(;ood luck."  She 
and \!idi take their places in the vie\ving stands while you 
exa1nine the controls. 

(;ripping then1 in each hand, yon prepare f()r action. 1\ 
buzzer sounds and all the robots start 1noving. 'fhey pick up 
speed as the battle begins . .tv1oving down the rectangular 
track, their 1nassive bodies look po\verful and vicious. 

()ne of the \varrjors reaches her robot's arn1s into the air 
and slams another robot to the ground. It spins into a 'Nall 
and loses an arm. Struggling back into the race, the one
ar1ned robot kicks another competitor's n1achine, causing it 
to crash into the hvo in front. All three tumble onto the track 
and explode. �1echanical legs and ar1ns fly through the air. 

Your robot dodges around the debris and races after the 
others. Tl1e referees 4uickly clean up the mess. 

Hex's robot tries to grab yours. You drive around two 
robots to escape his evil clutches. 'fwo more robots crash 
into each other anc.l spin across the ground. 

Here co1nes Hex around the side, sla1nrning his bJack 
machine into yours! H� punches a hole in your robot's s:ide. 
Oil pours onto the track. 'fhree robots try to dodge across 
the slippery mess. One !;pins away, but the other two ex
plode against the \Vall. 

Your \vounded robot is unsteady, hut you expertly drive it 
out of danger. Hex tries to strike again, but this ti1ne you 
swing your robot's claws and pull off his machine's arm. licx's 
robot loses its balance an<l crashes right into another one! 
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Hex struggles and gets back into the race, but the other 
robot is carried off the track. C>il pours out of your robot, but 
you skillfully keep it moving around the course. 

Suddenly a three-way crash explodes across the track in 
front of you. J)odging around the mess of robot parts, Hex 
slams his in.achinc into yours. \Vith all your might, you pull 
the controls and break free. 

l\ow four robots are left in the game. You glance at the 
scoreboard. "I'm in Jourth place," you say \Vith a groan. 
"llex is first." 

\Vith steely deter1nination you charge fi.H" the last three 
1nachines. ()ne gn1hs your robot by the head and punches 
out an eye. Angrily you retaliate hy crashing into its shoul
der and s1nashing it to the ground. 

"T\VO n1ore to go!" you cry, gripping the controls. The 
scoreboard 1noves you into third place but Hex holds the 
lead. \Vith one eye 1nissing and losing oiL your rohot is hard 
to 1naneuver. t;-sing every trick yon can think of: you keep it 
going. 

Hex' s robot grapples \vith the second-place contender. 
You drive your n1achine into them, ram1ning thern both into 
the wall. One blo\VS up, hut Hex thrusts his rohot's ar1n out 
a11d slants yours to the ground. You struggle hut your robot 

, 

\Von t 1nove. 
"It's over, Homiden, "  Hex yells. "J \'I/in this one! J\n<l I'll 

\vin them all ." 
'fhe referee rolls onto the track. "First place goes to Hex 

Haster , "  it announces. The cro\vd boos as the evil villain 
raises his arms in victory. The scorehoarcl lists the points of 
every warrior. You've earned second place in this event. 

Ra1nda rushes through the crowd. "Don't \"lorry," she tells 
you. ''You'll heat hin1 next tin1e. 1\t least you got a seconcl
place micro1nedal, enahling you to go on to the next event." 

"\Vhere do we pick it up?" you ask, unhappily shaking 
your head. 

"Here cornes the referee with it novv," she ans\vers. 
The robot rolls up and hands you the 1nedal. "Romi<len," 
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it says, "this \vill give your Ter1ninal Test vehicle the ability 
to drop bo1nbs on the negabeasts." 

"I \.vish I could do that to Hex Raster�" vou veil. . -
"Ila!" Hex shouts from behind you. "You'll be lucky if you 

get to the next event in one piece." 
"You']] never stop rne!" you cry in your deepest voice . 

Sv1inging your cape into the air, you stride off the racecourse. 

If you have a computer, type in· the third part of 

your 13rogram: 

Commodore owners turn to (Jage 134. 
RfJfJ/e owners turn to (Jage !50. 
CoCo owners turn to page 166. 

When you are through typing, continue the story by 
tuming ta Chapter 4 an page 51. 

If you aren't using a computer: 

Continue the story by turning to Chapter 4 on page 51. 



chapter 3b 

"Mini-Robot Racing is n1y favorite event," .H.amda declares, 
stroking Vidi' s back. She leads you to the square track. 

"\Vhy <lo you like it?" you ask as you look out at the 
CrO"\vd. 

"1'hosc little robots maneuvering through the I\femory 
!\if atrix can be really exciting," she replies. "You never know 
\vhat will happen next." 

··what's the :\1e1norv :\fatrix'(' vou ask her. 
' . 

"See the racecourse up ahead?" Ra1nda points to the square 
track. '"rhcre's a grid around its surhice." 

"I see. And I can see numbers inside four lanes of squares," 
yon say. "H1n1n, looks like a lane of ones, t\vos, threes, and 
fours. \.Vhat are thcv?" 

' 

"That's the Mernory Matrix," H.amda explains. "You'll guide 
your robot through the squares by rernote control." She 
shows you a group of individual n1onitors along the wall of 
the track. "\Vhen yo�1 start at each corner of the course, the 
monitors wi1l flash an eight-digit nu1nber on the screen .  
You'll have to memorize it quickly. Then use the hand 
controls to guide your mini-robot through the n1atrix squares 
that coincide with each of the nun1bers. When you get to 
each corner of the track, you'll receive another number." 

47 
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"That sounds kind of like a silly children's garne we call 
hopscotch," you tell her. 

"Dangerous this garne can get," Vidi replies. 
"You better believe it," Ramda adds. "The robots have to 

jtunp from lane to lane down the track. If t�10 robots land on 
the sa1ne square at the sarne time, watch out! You'll have to 
use all of your video game skills to battle for control of the 
square. Son1etin1es there are so rnany battles that only one 
robot n1akes it around all four sides of the racecourse. " 

"l\o proble1n. I'll get to the finish line," you tell her 
confidently. You sign in and the robot referee tells you to 
position yourself at re1note-control rnonitor three. 

Vidi turns to yotL and squawks, "Hex Raster I seel" point
ing to the evil gang leader. 

Hex spots you through the cro\vd and laughs. "[ don't 
know hovv your wounds healed," he says, sneering, "but I'll 
beat you now, Ro1niden." You decide to just ignore hirn and 
turn a\vav. 

' 

At the starting line you see sixteen 1niniaturc robots. They 
look like basketballs \vith giant feet. l'heir six arrns stick out 
like spikes around their little gray bodies. 

The spectators yell and cheer as the warriors line up their 
mini-robots. 

llan1da wishes you good luck before she and Vi<li go to the 
viewing stands. 1'he starting buzzer sounds. 1'he announcer 
begins the countdown. 

Your monitor lights up. There's your first eight-digit num
ber: 43221344. You rnemorize it as fast as vou can before the 

• 

screen goes blank and the round rohots begin to move. 
Instantly a brutal traffic jam forms on the first two rO\V:S as 

the mini-robots fight for position. ()ne robot knocks another 
into the air. It explodes \Vith a bang as it crashes against the 
wall. 1\vo rnore smash together and are removed frorn the 
game. 

You swiftly land your robot onto the fourth square in the 
first ro\v. ,.o\.s the others rnove filr\�:ard, you dodge onto the 

. .. 
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second row. ()n the nun1bcr-three s<1uare, you jump to the 
next row just before a robot crashes onto you. \Vith quick 
twists of the hand controls, you dart a.long the side of the 
!vt e1norv \.J atrix. ' 

As you leap into the air, 1Jex rams his little robot into 
yours. It loses its balance and spins to the side. Jerking the 
controls, you rescue your tnachine hefilre it explodes against 
the wall. Hex's tnini-robot races ahead and vou dart after ' 
him. 

\Vhen you successfully cotnplete the first eight ro\vs, an
other numher appears on your monitor. You quickly me1no
rize it ancl charge down the second side of the racecourse. 

T\vo robots leap fur your position, but you ju1np to the 
next row as they collide into each other. 1'heir 1nechanical 
bodies explode into a 1nillion pieces. The flying debris knocks 
two arms off your nutchine, but you've still got four left. 

You n1ove forward, but your robot is a little unbalanced. 
Yuu tilt to the right to compensate for the loss of the t\VO 
arms. 

\Vhen you finish the second eight ro\vs, you receive your 
third nu1nbcr. J)odging clown the track, you slide up behind 
llex llaster' s robot. \Vith a snap of the controls, you kick it 
hard and it falls fclrward. You've knocked off one of its 
arms. 

flex struggles to keep his machine on the course, hut 
another robot lands on its foot. ·rhough the foot gets bent, 
Hex stands his robot up and guides it down the track, 
li1nping all the way. You race after hi1n. l{obots crash and 
fight for position in front of you. 

As you finish the third side of the .tvlatrix, you glance at 
the scoreboard. "llex is in first place," you cry, fuming, "and 
I'1n in fourth." c;ritting your teeth, you say, "I've got to 
catch that compucriminal!" 

\Vith your fourth nun1ber firmly implanted in your mem
ory, you charge after llex's mini-robot. You land on top of 
another robot and kick it  into the \vall. It explodes and you 
cheer. "Now 1'1n in third place.

,
. 
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You maneuver through the nu1nbered squares and inch 
your way into second plate. Ju1nping on top of Hex's robot, 
you smash ·it to the side. lm1nediatcly the Raster leader 
bounces hack and knocks you down. But you pick your robot 
right up and chase after llcx furiously. He slips across tbc 
finish line just inches befr>rc you. 

The crowd boos when the robot referee announces, "Hex 
Raster is the \Vinner." 

Ratnda runs to you and says, "Don't fr�el too had . .  i\t least 
you've got a second-1)]ace micro1nedal, enabling you to go on 
to the next event. .. 

You frown and shake your head your head angrily. "I 
ahnost had it!" 

"You'll catch up next titne!" she assures you. 
"You het I will!" vou declare. 
"Rcnniden, you'd better bet on losing . .. Hex snickers. "I'll 

enjoy defeating you in the end. ·rhat is, if yon even get lo 
the next event in one piece." 

You laugh at his threats as the referee hands you your 
rnicro1nedal. "This \.vill give your Tcr1uinal ·rest vehicle the 
ability to shoot the negaheasts . ., 

"Too bad l can't shoot llex with it." vou tell Ramda as vou ' . ' 

exit the racecourse with her and Vidi. 

If you have a cam13uter. ty13e in the third 13art af 

your 13rogram: 

Commodore owners turn to 11age 131../. 
Rppfe owners turn to page 150. 
CoCo owners turn to page 166. 

When you are through typing, continue the sto� 
by turning ta Chapter 4 on page 51. 

If you aren't using a cam13uter: 

Continue the story by turning to Chapter 4 on page 51. 



chapter LI 

·' \V.c can \.valk to the �fa1-e of l\fath," Ramda infi.1rms you. 
"It's on the other side of the racecourse. lf we cut through 
the dynabuses in the parking area, \ve'll be there in a flash . " 

Vidi is perched on Rarn<la's shoulder. Leaning toward you, 
he chirps , "·rhc ;\laze of :\lath you will like. Its history is 
very old." 

Ramda agrees. '"It's the only tournament event carried 
do\vn fron1 the old Arithmetic Empire. The maze \vas used 
hy the Decimal kings to train their knights for service in the 
Nu1ncric Annv." 

"How <loes the maze \vork?" you ask. \veaving through 
rows of parked dynabuses. 

"1\vo g;an1e 1nazcs there are," explains Vidi. 
"·rhe rvtaze of ,\ddition and the .\-laze of .Subtraction," 

Ra1nda continues. "One is vertical an<l the other is horizo11-
tal. Both have numbers on the n1aze walls. In each game 
you'll he assigned a secret tally numhcr. 

"In the addition game, you'll collect numeric discs off the 
\Valls. The numbers on these discs n1ust total vour secret • 
tallv." ' 

Vi<li shakes his head. "\Vhen all sixteen con1petitors race 
through the vertical tnaze, crazy that gantc can be," he adds. 

"J . d ';l" k s It angerous, you as . 

� l  
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··Kot really:· says Han1da seriously. "But try not to fiill 
do\.vn. ()therwise you'll be tnunpled flat and forced to live 
the rest of your life as a hun1an carpet." 

"That 1night not he a bad line of \vork," you reply \vitb a 
laugh. "Is the \;faze of Subtraction just as \vild?., 

"J' n1 afraid so," she ans,vers. "Because it's horizontal, you 
won't have ladders to climb, just a confusing tangle of nun1-
bered '"'alls. Instead of collecting discs that add up to your 
tally score, you'll receive eight nun1cric discs at the start of 

.the ga1ne. Then you'll have to 1natch the nu1nbers to the 
numbers on the 1naze walls. "  

"\Vhat if sorneone ren1oves one of rnv discs?" vou ask. . . 
··That can't happen,'' Ran1da explains patiently. "\Vhen 

you place the disc on the \vall, it sticks magnetically." 
Vicli flies into the air. "·rhis ga1ne ca.n be fi.1n, but fast you 

rnust think!" 
You and Ran1da turn past a white dynabns. \Varriors and 

spectators are piling inside, bound for other events. Loaded 
buses pull into the parking lot as you pass t\VO cn1pty vehicles. 

Suddenly llex Raster ju1nps out and draws his lightning 
sword! The golden bea1n crackles through the air ns he 
s.wings it over his head. Behind hint t\vo gang 1ne1nhers 
prepare to flght. "You're 1nine no\v, llo1nidcn

.
," he roars. 

You \vhip your niulthveapon out of your cape and shout, 
"Not without a fight, you Raster fiend." 

Your n1ultiweapon creates an electronic sword that slices 
through the air. l11e glo\ving blue coil vibrates as you hold it 
ready to fight. 

Hex raises his S\Vord into the air and his green cape S\vings 
to the side. He lunges for,vard. You crash your weapon 
against his, and the fight is on! The S\vords crackle and spark 
as they sn1ash together. llan1da hattles one of the gang 
1ne1nhers \vhile Vidi attacks the other oue with his deadJv , 
eve-bean1 . • 

Hex charges at you and you \vhip yuur sword toward hin1, 
the \Veapons clashing in a brilliant eruption of sparks. But 
llcx n1oves closer, pinning you against a clynahus. 
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"You're finished, Ro1niden!" He jabs the lightning sword 
against your chest. A shock of electricity jolts through you. 

:\1ean\vhile, one of the gang 111en1bers knocks llan1<la to 
the ground. Vidi flies overhead and tries to distract Hex. 1\ 
Raster villain hits Vidi \Vith his S\vord and tosses him into the 
air. 'fhe \vhite bird tu1nblcs helplessly across the sky. 

Hex, preparing to strike again, suddenly laughs in yonr 
face. "Good-bye, Romidcn," he says \vith a sneer. All of a 
sudden you hear loud voices nearby. 

"CPl warriors arc con1 ing!" shouts one of the gang men1-
bers. "\Ve've got to get out of here�" 

Hex places the point of his S\vord under your chin. "You 
won't get a\vay fro1n n1e next tin1e," he threatens. 'l'un1ing 
S\viftly, Hex and his rnen dart out of sight. . 

"l�et's get the1n!" you yell, helping Ra1nda off the ground. 
"�o," she says. "\Ve can't risk inissing your next event ."  

She sig:hs and straightens her hlond hair. Vidi wobbles to
\vard her. "Vidi!" she cries, rushing to pick him up. 

"Okay I a1n, " he mu1nbles, shaking his head. 
"You sure <lon't look it," says Ramda, placing hhn on 

her shoulder and s1uoothing down his ruffled feathers. She 
turns to vou. "\!\le have to hurrv to the J\.-1aze of '.\fath. It's 
not far." 

, , 

She leads you out of the parking area, \Vherc dozens of 
Snidar patrols stand along the edge in their hlack uniforn1s. 
Ahead you can see spec:tators moving into vie\ving stands. 
Inside, the seating units are raised up off the ground. l'hcy 
overlook a large square maze. Beyond it you see a vertical 
n1aze rising four levels high. 

A robot referee announces, "All �1arriors 1nust choose 
their event. The Tenninal Test landscape can contain either 
1\-1etal :\fountains or H ydrolakes. The 111icromedal in the 
.\faze of . .<\ddition will create \.fetal :\fountains on the 'J'er1ni
nal Test's obstacle course. Cli1nbing over a inountain \vill 
take extra fuel fro1n your vibrovan' s litnited supply. If you 
choose the :\laze of Subtraction, vour obstacle course will 

, 

contain deadly Hydrolakes. You can cross a Hydrolake only 
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after you first find a unihoat. Make your choices and register . a· t l " 1m1ne Hl e y. 
You tighten your golden helmet as you make your decision. 

If you choose the Maze of Rddition, turrT to JJage 

56. 

If you choose the Maze of Subtraction. turn to 

page 60. 

Be sure to rnark your choice on the Option Sheet on page 128. 



chapter 4a 

"I'll choose the \.taze of .i\<lditiun," you decide, beading 
tov;ard it. 

You inspect the layout. 1'all ladders connect the f(R1r lev
els. 1'he nu1nbcrs 1 to 8 line arc painted along the \val1s. 1\ 
glass harrier covers the front of the structure. "That n1aze 
looks like a three-D version of the clirnbing garnes I play at 
hon1c," vou tell Ran1da. , 

"Then yon should (lo \veil at this event," Rarnda replies as 
she and Vidi 1..vave 1!0od-byc. "'\\!e'll be cheering for you." 

"·rhanks," you call to the1n. Just then a roho t ref crcc rolls 
up beside you. The dials on its tube-shaped body light up. 

"I  \Vant to enter this event," vou tell it. ' 
'·You 1nust collect eigl1t numeric discs,·• it explains. "If you 

rc1nove rnore than eight fi·om the n1azc \vall, you "ll be dis
qualifled. Those discs 1nust total your secret tally nurnher. ·· 

"\Vhaf s ntv tal1v nu1nber?" vou ask. . ,· .. 

"Thirty-six." the mel'hanical referee ans\lvers. spinning the 
globe-shaped balls on its top. "A]] sixteen con1petitors \viii 
begin at the starting line to the right of the rnaze. The 
winner \vill he the first one tu gather his or her eight discs 
correctly and go through the exit." 

The referee rolls a\�'ay. You line up \Vith the others. \.Vait-

56 
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ing !(>r the countclo\vn gives you tirne to inspe1,;t the intricate 
levels of the inaze. 

Two \varriors slide up next to you. You realize they' re 
hoth dressed in the green R,1ster �ang <:apes. 

C>ne snarls and says, "'\Vc'll be follo\vi11g yo11r every niove, 
Hon1iden. "  

"'That's right," the other adds. "You \\•on't win this event. 
\:Ve'll stop you any way \\"C can!" 

You clench your Hsts. \Vith hvo S\vift strokes you punch 
the Raster villains in their ston1achs. Thev double over and 
howl in pain. 

' 

"That'll slo\v vou do\vn," vou bark. ' . ' 
l11e countdown begins. The buzz.er sounds and the co1n-

pctitors charge into the :\-laze of Addition. 
You dart away fro1n the .H.astcr villains and quick1y c1irnb 

up to the 1naze. As you reach the first level, tbe CPlT 
\varrior.s scra1n ble in all directions, They grab the ntuneric 
discs as fast as they can. You squeeze your \vay past the1n. 

H.unning along the first level, you grab a :), a 4, and a 7. 
You race up the ladder to level t'vo and spot a 5 and a I that 
havcu't been taken. 

Glancing: over your shoulder, you see the cheering crowd 
through the glass. ()thcr CPC warriors run after discs while 
vou continue to the next level. ' 

Just as you reach for the top rung, a Hasler gang me1nber 
stornps on your hand� l'tieotou,I 

"You' re not getting up this \vay, llo1niden, "  he snarls. 
You jump do,vn to level hvo and race for another ladder. 

C:li1nbing up again, you spot the villain running ·in your 
direction. You turn a11d leap onto a different ladder and fly 
up to the top level. Securing an availahle 6 \vith one hand, 
you reach for two 5's \vith the other. A gang 1ne1nbcr grabs 
vour outstretched ann. ' 

"Those fives are rnine," snaps the Raster villain. 
Jerking your arn1 away. you rush around in search of two 

other nurnbers. l need t\vo discs that con1c to a total of ten, 
you ren1incl yourself. 
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Darting across level four, you \veave past the other com
petitors. 111c cheering cro\vd waves their colored flags as you 
search for your final discs. 

You clin1h do"vn a ladder. \Vhen you reach level three, a 
Raster gang rnen1ber jumps down after you. Running as fast 
as you cau, you grab the first num her in sight. "It's a two," 
you 1n11rn1ur, pulling it off the wall. ":'.'Jo\v all I need is an 
eight." -

You turn to run but a Raster villain blocks your path and 
reaches for your neck. You dart to the side, slipping through 
his grasp. Jle speeds after you as you fly along the third 
level. lJp ahead you see the 8 you need. 

You run toward it. Another Raster viJlain jumps up fron1 
the ladder he]o,v and grahs you by the leg, pulling you 
to\.vard him. Although you kick and try to get away, he holds 
on tight. 'fhen with a burst of speed you ju1np into the air 
and hreak free. All right! You dive for the numbcr-8 disc and 
yank it off the wall. 

-

As you scrarnhle down to reach level one, the Raster 
villains are hot on your trail. llunning along the wall, you 
spot the exit ladder ahea(l . 

Blocking your path is a red-caped warrior. Behind you, 
the two Raster villains are gaining speed. Pumping your legs 
as fast as you can, you dart around the red \Varrior and lunge 
for the ladder. You fly to the ground as the crowd roars. 1"he 
Haster villains land behind you and the Snidar patrols quickly 
drag them away. 

A robot referee rolls up and says in its 1nechanical voice, 
"Here is your first-place 1nicro1nedal, Rontiden. This \Vilt 
give your ·rerminal Test vehicle �etal �fountains to clhnh 

" over. 
"Thanks," you reply graciously, accepting the medal. 
Ran•da 1·uns to\.vard you, clapping her hands joyfully. "'.\lice 

going," she says happily. 
Vidi flies through the air. He lands on top of your helmet. 

"llooray," he squawks. 
You and your friends leave the �faze of Math in triutnph. 
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If you have a camJJuter, tyJJe in the fourth JJart of 

your JJragram: 

Commodore owners turn ta page 135. 
RJJtJ/e owners turn ta {Jage 152. 
CoCo owners turn ta {Jage 158. 

When you are through f!:JtJing, continue the story by 
turning to Chapter 5 on page 5L/. 

If you aren't using a comJJuter: 

Continue the story by turning to Chapter 5 on page 64 . • 



chapter 4b 

"I'll try the tvlazc of Subtraction, .
. 

you tell Ran1da and Vidi as 
vou head toward it. ' 

Pointing to the tall \valls of the maze, Ramda explains, 
"The inner \valls twist and turn. �1ernorize the pattern so 
you can find your \vay out. The referees move thcrn after 
each round to prevent anyone froin telling other con1petitors 
t} t 

" 
ie n1aze pa tern. 
"J'm good at 1nen1orizing 1nazes," you tell her. ""!'his event 

re1ninds me of a threc-U version of a video n1a7.e game I play 
at home." 

"Great�·· she replies. "Then you'll have no trouble \Vinning 
this event. Just take your eight nun1eric discs and place 
thcrn on the corresponding nun1hers inside the rnaze. The 
winner is the first one to get rid of all his or her discs and go 
through the exit. Once you me1norize the 1naze then you can 
]eave quickly and ensure your victory." 

'"fhanks for the advice," you tell her. "\Vherc do J get the 
d. ?" 1SCS. 

"From the rohot referee," she answers. "Here's one no\v." 
"\Vc're going to join the others in the vie\ving stands," 

Ramda says. "Vidi and I will be rootiug for you." 
As she waves good-bye, the referee rolls to a stop. 1'he 

f\O 
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dials on its 1nelal tube bodv flash on and off. "[ \Vant to enter 
this eveut," you tell it. 

The robot hands you ei�ht square 1netal discs. "You 1nust 
place these on any eight ntunhers that \\'ill add up to your 
tallv nurnber." , 

"\Vhat' s n1v nu1nber?" von ask. , , 
The robot flashes its dials. "Your ta11y nurnber is fi.)rty

eight," it answers, roll in� the globe-shape halls on its top. 
"All sixteen eo1npetitors \vill begin at the en trance on the left 
side of the nHtze." 

You head for the starting position. 1\vo Haster gang 1nern
bcrs spring out in front of you. 

··\Ve've got you now, Ron1iden," one threatens. 
"\Vhen you enter that 1naze, we'll he glued to your side," 

the other \.varns. '"\Ve'll 1nake certain that vou lose this , 
(' h 

,, 
event. ,ount on t at. 

"You can count on this!" you yell, punching one in the 
sto1nach and kicking the other in the leg. 

·rhey double over in agony as you rush to the entrance of 
the n1aze. "fhe other (;pu \Varriors are lined up in front of 
the arch\vav . 

. .\.fter the countdown ends, the buzzer sounds and vou dart , 
inside. You see nurnbered squares about three feet apart on 
the walls. The competitors sttunble over each other as they 
st�rt putting up their discs. You speed around a corner and 
cover the nu1nhers 5, 8, and 7. 

Your inetal squares stick like inagnets to the wall. 1\s you 
turn to find more nu1nbcrs, you carefuliy n1enlorize the 
intricate twists and turns of the 1nazc. 'rhe co1npetitors run 
swiftly around the corners. ·rhcy alinost knock you down, 
but you skillfully dodge out of the \vay. 

Spotting an available b, you slap your disc over it. l have a 
total of tv;cnty-cight so fitr. you say to yourself. I've got 
twenty inure to go! 

Flying around the corner, a Haster \varrior sla1ns into you. 
\Vith lightning speed, you ju1np hack before he can grab 
you. You wind through the 1naze and he filllO\'VS close behind. 
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Quickly slapping a dis1: on a number 6, you spot a Raster 
villain ahead. Just as you turn to run, another Raster gang 
1nemher grabs you by the arm. He opens his cape and 
reaches for his multhveapon. Before he can reach it ,  you 
shove hi1n into the wall and break free. 

Twisting through the maze, you squeeze past the other 
con1petitors. You find an empty 8 position and pound your 
rnetal square on top. 

"All I need is t\vo 1nore numbers that total six," vou , 
mutter to yourself. Suddenly you spot one of the Raster 
villains sneaking up hehind you. Gripping the last t\vo discs 
tightly in your hand, you race through the cro\vdcd passage
way. 

Up in the viewing stands, the crowd \.vaves their colored 
flags and cheers \vildly. As you move, you analyze the pas
sages and co1n1nit the1n to memory. 'fhe evil warrior gets 
closer and closer as you search lor your last l\VO numbers. 
Aha! You smack a disc on an available 4, and keep running 
along the wall in pursuit of your final number. 

TI1e Raster villain reaches out and grabs your golden cape, 
but you snap it out of his hands. Turning a corner, you spot a 
2. That's vvhat yon need! Another Raster warrior leaps in 
front, trying to block you. 

"You lose!" he harks. 
'J'he two Ilaster villains close in from both sides. ()ne 

draws his multi\veapon. You kick it out of his hands \vith 
lightning speed and shove your way past the other. Diving 
fi>r the e1npty nu1r1ber 2, you slap your disc on it just ahead 
of another competitor. 

'1 placed then1 all!" you shout, running to\vard the exit. 
Because you reme1nber the maze pattern, you are able to 
dodge past the other warriors. 

As you s\ving around a corner, yet another of the Raster 
villains blocks your path. You turn and dart down a side 
passage\vay. He speeds after you. Rounding a corner, you 
run s1nack into a dead end! 

"Oh I" , no. you cry. 
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The villain laughs and pushes you against the \Vall.  \Vith 
all your 1n ight, you dig your fingers into his neck, forcing 
hirn to sink to the ground in pain. You run through the last 
part of the maze and leap out the exit. 

The crowd stands and cheers. The robot referee announces, 
"Homiden, you're the first-place winner." 

You breathe deeply. "A1n I ever glad!" 
Handing you the micron1edal, the referee continues, "This 

\vill give your Terrninal Test vehicle Hydrolakes to cross." 
You accept the medal as Ra1nda runs toward you. She 

raises both anns and ju1nps into the air. ":'.'Jice job!" she 
yells. 

"Very nice it was," agrees Vidi. 
You, Ra1nda, and Vi di leave the !\.1a7.e of !vtath in tri1nnph. 

If you have a computer. type in the fourth part of 

your program: 

Commodore owners turn to oage 136. 
Roofe owners turn to cage 152. 
CoCo owners turn to oage 168. 

When you are through typing, continue the story by 
turning to Chapter S an page 64. 

If you aren ·1 using a computer: 

Continue the story by turning to Chapter 5 on page 64. 



. chapter 5 

\Vhen you reach the parking area, �1ax nins to�1ard you, 
shouting, "Ramda, I'm glad I found you." 

"\Vhat's wrong?" she cries. "Is 1ny father all right?" 
"He's in serious condition," :Max tells her. "IIis life level is 

dropping fast. It's gone fro1n nine units of energy down to six 
units in a very short time. He's asking for you." 

Turning to you. she places Vidi on your shoulder and says, 
"I must leave at once. 'rhe dvnahuses will take vou and Vidi , ' 

to Silicon Sailing and Crystal Skiing." 
"I'll get there," you assure her. "Don't worry. I'll win for 

Rumiden. "  
"llis life depends on it," :\!lax 1nunnurs, \Vaving to Ra1nda 

as she rushes onto a dvnahus. 
"Two Raster rats this way are coming�" squa,.vks Vidi. 
�1ax leads you to his globe-shaped cyhercycle and flips 

open the glass door. "Get in quickly, pal," he orders. "Let's 
flv out of l1ere before \ve' re in Raster-trouhle!" 

You and Vidi jump into the vehicle's s1nall compartment. 
You strap yourself into the seat. .\!lax grabs the controls and 
shoots the cycle up into the air. 

The gang 1ne1nbers fire at the vehicle, but Jvlax accelerates 
and the cycle lunges for\vard and flies out of range. He 
s\vings over the robot racetrack and tun1s to\vard CPU Central. 
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Soarin� over the fitmiliar green and white huilclings, you 
ask, "\Vhat arc thos·e things flying up ahead'?'' 

.. That's a flock of Teli.x birds," replies :Vlax. 
"Stupid and nasty they are," adds Vidi. 
"They're not as nasty as you, hu1nhle bird," says \1ax. 
Vidi snaps back, "()r as dun1b as you, i\1ax!" 
A.II at once a gust of \Vind knocks the cyhercycle upside 

dov•n . l,ouking out the \Vinduw, Vidi yells, "The gigarnonster 't . ' ,, 1 IS. 
"\Ve' re in trouble no\v." tvlax groans, struggling to turn 

the machine upright. 

·rhrough the \.vindo\v, you sec a giant creature shaped like a 
red do1ne speeding across the sky. "l'hat thing's huge!" you 
shout. 

"It's as big as a house," yells \lax. 
"No," you cry, "it's as big as a mansion with a three-car 

,, 

garage. 
"And a lot 1nore dangerous!" Iv1ax adds. 
As the gigan1onster flies over the ·rclix hircls, dozens of 

long, skinny tencll'ils drop down fro1n its hody. Instantly the 
birds are scooped up iuto its huge 1nouth. 

"That thing has got crazy legs," you say. 
"Legs they are not," corrects Vidi. 
Steering the cybercyc1e a''l.'ay fro1n the gigarnonstcr, �1ax 

shouts, "You're right, those aren't legs , they're deadly n1ag
netic tongues. If we don't get out of here, they'H devour us 
up too. 

,, 

lie n:uns the cycle iuto high speed. The evil mon ster 
fc.>llo,vs close behind. :\loving overhead, it drops its snakelike 
ton�ues. 'fhey grab fi>r the cyhercycle, but \:lax S\viftly dodges 
a\vav. 

, 

He flies the vehicle h1ster, trying to avoid the rna�netie 
tendrils. But then the 1nonster reaches for the cvclc a�ain ' . 
and grahs it! �lax instantly thro\.vS the vehicle into reverse 
and snaps free. The creature keeps throwing 1nore 1nagnetic 
tongues to\vard the cycle. 

The tongues wrap the1nselves lightly around the �lohe-
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shaped vehicle. As the 1nonster starts pulling the cycle into 
its inouth, rvtax shouts, "J can't pull loose, you'll have to cut 
ns out of this! Do you have a 1nultiwcapon?" 

··Yeah, I have it," you yell, ren1oving it fi·orn under your 
cape. 

"Set it for eleetrosv•ord," :\-1ax orders. "\iidi, use your 
static eye-bea111 on this n1onster," he orders as he pops open 
the cvclc door . • 

"Ready it is," ans\vers \lidi, 1notioning for you to follow 
him out the door. 

Cli1nbing out of the cybercycle, you hang on to the edge 
and struggle to steady yourself against the \Vind. Vidi Hies at 
tlic giga1nonster's 1nagnetic tongues. He fires a static hea1n 
fro1n his eve. ' 

An explosion of sparks pours through the air as Vidi' s 
deadly bea1n strikes the evil monster. One snakelike tongue 
pulls a'vay, hut t'vo rnore reach for the cybcrcycle. Vidi 
hlasts them both and they quickly \Vithdra,v. But there are 
still f\vu tongues holding the cycle. You jah your elcctros,vord 
into one as \!idi atta.cks the other. 

"�either ton�ue \.vill budge!" you t:ry. "They're pulling us 
closer to the n1onster's n1onth !" Raising your sword over 
your head, you slam it do\vn \Vith all your strength and cut 
the tongue in half. 

You slice the last tnagnetic tongue with your sword as Vidi 
blasts it with his powerful eye-beam. 'Jhe tongue falls away 
and the gigarnonster finally retreats. 

Exhausted, you and Vidi climb hack inside the cybercycle 
and �1ax speeds a-cross the sky. After 1naking sure the 
giga1nonster isn't filllo\ving, �1ax says, "Not many pilots es
cape from that evil <;:reature." 

".For that vou can thank us " Vidi replies huffilv. 
, > , 

"I guess so," grumbles �1ax. "But \Vithout our friend here, 
you would' vc been giga-dessert. "  

".>\nd you," snaps Vidi, "giga-indigcs tion would be." 
You straighten Romiden's cape and helmet. Putting away 
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the rnulthveapon, you ask, "Are \Ve going to make it to the 
next  event on tin1e?>' 

"\Ve' re almost there," replies 1V1ax. "I see the Crystal 
\1ountair1 up ahead. " 

He steers the cybercycle toward the shiny glass peak. Big 
black barrels run up the side of the Crystal tvfounlain. A 
cro,vd is assembled below. Beyond the rnountain, you spot a 
golden lake. 

"Silicon l,ake, that is,·· chirps Vidi. \Varriors and specta
tors line the water's edge. Giant rocks are scattered through 
the lake's golden waters. Sixteen colored flags are placed on 
each rock. 

"I think we arc late," says \.1ax, "'so I'll tell you the 
difference bct\veen the 1nicromedals of these hvo events. As 
vou kno\v, the Terininal Test contain� clectrorocks. \Vhat 
' happens \vhen you hit one is detcr1nincd by the choice you 
make nO\V. 

"If you get the Crystal Skiing medal, each time you hit a 
rock, binary 1ninules will be added to your total playil1g 
time, so it \viii take longer for you to win the ga1ne. The 
Silicon Sailing 1neclal will result in you losing a turn if you hit 
a rock. ·Each time you lose a turn, you must start the game 
over again. I.ost enough turns and you lose the gan1e. 

"\Vc're ahnost there; where du you want me to land?" 
As l\.1ax speed� closer, you quickly consider the choices. 

If you choose Crystal Skiing, turn to page 69. 

If you choose Silicon Sailing. turn to page 73. 

Be sure to n1ark your choice on the ()ptiun Sheet on page 128. 



chapter Sa  

"Co to the Crystal f\.1ountain," you tell l'.1ax. 
"\Ve'll be there in a unitlash," he says, steering the cycle 

over the Silicon l,ake and heading for the base of tl1e 
mountain. 

Below, you can see spectators filing into the viewing stands. 
The Snidar patrols are positioned in front. 'lne CPU warriors 
in brightly colore<l capes are moving toward the starting 
line. 

\.tax lands nearb)'· \Vhen you ju1np out of the craft, the 
announcer calls, "All warriors take your places at the starting . . ' '  

pos1hon. 
"We're too late!'" You moan. "1'his round is about to 

begin." 
"No, we aren't!" argues tv1ax. "Romiden can't wait so 

neither can you. If we hurry, we can jump into the race." 
You, :V1ax, and Vidi run to the starting line. "All you have to 
do in this event is drive your alpha skis up the mountain and 
put your flags in those beta barrels, " \1a"{ explains. 

He runs over to the robot referee and signs you in while 
Vidi helps you with your alpha ski vehicle. Pointing to the 
pouch on the side, Vidi tells you, "In there your red flags 
are. Into the black harrels you must place all sixteen." 

As he shows you how the hand controls \vork, you say, 
AQ 
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"This contraption is similar to \lvhat v.'e call a sno\v1nohile." 
You strap yourself into the 1nechanical sled just as the start
ing buz:r.er sounds. 

·rhe other fifteen \.varriors start their engines and shoot u p  
the 1nountain. You activate the controls an<l your a]pba ski 
vehicle jolts fr>rvvard. It skids out of control but you grip the 
steering dial finnly and steady the vehicle. 

Driving \Vith one hand, you grah a red flag in the other. 
Suddenly you spot a Raster ga11g 1ne1nhcr speeding toward 
the first barrel. Beneath his heln1et voa see his scarred face . 

• 

He circles the black barrel and plants his blue Hag inside. 
The other \varriors follow Scarface's lead. You're in last pla-ce 
but you push to cateh up. You ran1 your alpha ski vehicle 
into high gear. 

The narrow 1nachine shoots across the sliek surface of tbc 
c;rystal �fountain. Guiding it expertly around the first bar
rel, you toss in your red marker. 'fhen, twisting the steering 
dial with all your strength, you race after the warriors ahead. 

The rnountain grows steeper as yon rnaneuver past barrels 
two and three. You speed tovvard nu1nber fi>ur and dart in 
front of two skiers. Pushing your vehicle as fast as it •.viii go, 
you inch ahead of 1nore v.'arriors. Your ski n1achinc shakes as 
you charge up the n1ountain and Janel 1nore flags into the 
barrels. 

Glancing ahead, you think, Scarface is still in first pla<:e, 
but l'vc passed half the CPU \Varriors. As soon as I pass tJ1e 
other half I'll catch that Raster villain and beat him to tl1e 
finish line. 

As the n1ountain gro\vs steeper, steering hcco1ncs increas
ingly difficult. An alpha vehicle suddenly stalls right in front 
of you, causing you to skid into it and spin a(.:ross the glassy 
surface. Your ski n1achinc stops dead. 

You struggle to get it started again, but another warrior 
loses control and ra.1ns stnack into vou! Luckilv the shock 

• • 

starts your engine and you fight to stay in the race as 1norc 
vehicles drop out. 

"There are only three tnore barrels to go," you say to 
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yourself. "I must catch up�" Doclging around a stalled (�PL'" 
warrior, you sec Scarf

.
tee directly i11 front of you, so1neho,v 

inanaging to keep his vehicle 011 the slippery course. 
He scowls \vhen he turns around and spots you. 11c pla-ces 

his flag into barrel nu1nher fourteen clnd you drop yours in 
seconds later. 

Then Scarface hlkes his n1ulhlveapon out and drags l1is 
electros\von.l along the surface of the track. ·rhe glass surface 
breaks \.Vidc open, creating a deep crevice. You shun on your 
brakes a11d spin across the glass. A1nazingly, you slide to a 
stop before your 1nachine crashes over the edge. 

Suddenly Vic.Ii appears, flying overhead. "'J'his I can fix in 
an electroAash," he says. Vidi blasts his static hca1n at the 
huge hole. 

· 
'fhe edges of the crack bcco1nc very hot, and the �lass 

surface huhh]es and flows. The two sides 1nclt togcth<.�r. I'hc 
hole is sealed! 

-

"Safe it is," \'idi cries out. "Scarface vuu can catch if vou ' ' 

hurrv!" 
' 

You start up your alpha ski vehicle and charge after the 
Raster villain. �ot far ahead you sec hin1 struggling to reach 
tl1e top of the steep 1nountain. Something is wrong with his 
engine. As his skis weave to\vard the finish line, you inch 
closer. Fighting lo climh the last J(�w hundreds yards, you 
toss your flags into the last t\"IO barrels and race after the 
Raster \varrior. 

His rnachine sputters and shakes as you get closer. lle 
sees you approach and he fires his multi\veapon darts. "J'wist
ing out of his line of fire, yuu swing around and drive 
straight tovvarcl him. He tries to increase po\ver, but his 
engine stalls. 

"All right!" you cry as you fly past him and shoot across 
the finish line. 

The crowd cheers \vildlv fro1n the bottom of the mountain. 
�rhe referee declares you

' 
the winner as three Snidars grah 

Scarface and take hiin away. 
Vidi lands on your shoulder. "Win 've did!" he cheers. 
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The rohot reff.ret .. rolls to\vard you \Vith thf' first-place 
n1icro1 11edal aud sa�·s .  "Ron1iclt>n. this 1nedal \Viii progra111 
vonr ohstacle t·ourst> -;o tl1at if vo11  hit an clcctrorock. bi11ar\· . , . . 

111 inutes \vill be added to your total playing tin1e . . .  

You take the 1nedal and put it in your poc:ket underneath 
Ro1niden's gol<l cape . .\!La'\ lands the cybcrcycle nearby. You 
and \!idi clin1 b in and the three of vou take off' f(>r the ne:xt 
event. 

If you have a comcuter, tyce in the fifth cart of 

your crogram: 

Commodore owners turn to cage 138. 
RfJfJ/e owners turn to page 154. 
Coco owners turn to page 170. 

When you are through tyi:ilng, continue the star!:! b!:I 
tuming ta Chapter 6 on page 77. 

If you aren't using a comJJuter: 

c:onlinue the story by turnin� to Chapter 6 OJI page 77. 



chapter Sb 

"I  \Vant to cornpete in Silicon Sailing." you tell ;\lax. 
"()kay, I'll get there faster than you can say A.utubugoti

phobia," he pro1nises, S\vinging the cycle past the (�rystal 
.\f OU Jl tai 11. 

As he heads for the Silicon Lake, you spot the starting line 
belO\V. It's C.TO\vded \vith spectators and \.varriors in brightly 
colored capes. Snidar patrols surround the area. You see 
sixteen triangular boats \.vith colorcd sails lining the edge of 
the golden lake. 

fVlax S\Vifilv lands the l'Ybercvcle. \Vhen VOU J0UIJl ll to the 
f ( I ff 

ground, the announcer calls out, "1\ll warriors take your 
places at the starting position. " 

·'It's too late, "  you say \vith a groan. "\Ve're going to n1iss 
this round of con1petition." 

"1\ot if \Ve hurry," �lax urges. "Hon1idcn's life is on the 
line. I'll si�11 you in \Vhile you and Vidi get into your binary 
boat. " 

l'v1ax runs to\Vard th� robot referee and Vidi helps you into 
the boat. J)e1nonstrating the controls, he says, "\Vith these 
you \.vill work the quadratic sails." He pulls a lever and the 
square sails flap to�ethcr. 

"That looks like a hook opening and closing," you rcrnark. 
"Olc.1-fash ioned it is," Vidi agret's. "But this inakcs your 

"7•') ' .. ) 
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boat n1ove. "  Pointing across the lake, he continues, "Around 
these rocks you'll <lrive and collect your flags." 

"\Vhich ones are 1nine:�" you ask, strapping yourself into 
the slin1 craft. 

"1'he red flags you 1nu st get,'. Vidi ansv1ers. 
The countdo\vn begins. ".Eight . . .  seven . . .  six . . .  five 

. .  :fin1r . . .  three . . .  hvo . . .  one�" The starting huzzer 
sounds. 

"The race is on�" vou veil. "J'he other fifteen \varriors shoot 
, . 

out into the Silicon Lake. You quickly pu1np your sails and 
struggle lo catch up. 

As your boat \\'obblcs across the golden lake, the other 
warriors race srnoothly ahead. You grab the steering dial in 
one hand and n1aneuver the sail \vith the other. As you 
steady the craft, you're able to pick uv. speed and inch closer 
to the other boats. 

Far out in front, you sec a 1ne1nber of the }{aster gan� 
sailing toward the first rock. "That red-haired villain is ahead 
of me!" you exclain1 with a scowl. "8ut I'll catch hitu!" 

\Vilh a burst of speed you pun1p your hoat fonvard. Yon 
1nove swiftly around rock nu1nher one and capture your first 
red flag. Racing to\vard the second n1arker, you fly p<L'it 
three \varriors. 

\Vhen you've secured Hags t\VO and three, you speed 
around four more cornpetitors. The wind starts hlo\ving, and 
your boat s\vings to the right. You pu11 yourself back on 
course as t\vo other boats tip over. 

Dodging around the capsized crafts, you sail as fast as you 
can. The fierce \:vind sends huge \vavcs across the lake. Each 
one rocks your boat, filling it \Vith golden water. Grabbing a 
container attached to the side, you start hailing. Then you 
glance at the boats ahead and notice they are stalled too. 
Thank goodness l'n1 not the only one, you think, while 
quickly dumping water over the side. 

Tossing :l\'1ay the container, you .iu1np hack in the race. 
Speeding past two boats, you grah another red flag. \Vhen 
you sail around one of the huge rocks, you spot the leader. 
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' " 

"That red-haired villain nlay he in first place,.
, 

you cry, 
"but not for long, because here I corne!" 

. ..\s you sail past another rock, a \varrior \vearing a black 
cosh1n1e flies past you. Pu1nping the sails \vith aH your 
strength, you fight hard to catch up. \Vhcn you start to pass 
her, the driver suddenly turns her boat and accidentally 
crashes into vou! , 

You spin around and aln1ost h1ll into the \vater. Her boat 
tips over, but you struggle \vith the hand <.:ontrols and steady 
your craft. You skillfully escape danger and jump hack into 
the race. Sailing faster than ever, you hreeze past three 
warriors. 

()nly t\VO flags left, you note happily. And that Raster 
villain is still in the lead. l'n1 in third place now. but l'n1 
n1oving up fast! you think, encouraged. 

\iVhen you pass the second-place \varrior, the red-haired 
villain sees you. lie draws his n111lthveapon and starts firing 
clectrodarts at your hoat! 

"Oh, no!" you cry. \Vater pours in throu�h the side, but 
you quickly pla<.:e your toot over the hole. 

He shoots again. This tiine he hits your sails! \Vhen you 
try to pu1np then1, they fall limp and your boat stops. Sud
denly Vidi appears, flying overhead. "J>v1ove out of 1ny \vay!" 
he caJls out. '"fhi� sail I can mend in a billo-inst(lnt." 

You jun1p to the Lack of the boat as Vi<li blasts his static 
beain at the torn sails. Sparks Hy and the shiny n1csh ttbric 
rnelts together. "JVten<led it is." Vidi squa\vks triu1nphantly. 

Grabhing the controls, you continue the ra<.:e, capturing 
two n1orc flags and swinging around the last rock. The Raster 
warrior is aln1ost to the finish line. 

You call out to hirn, "You Raster coward!" 
Just as you expected, he turns and fires his 1nulti\veapon. 

You swiftly turn your boat in a tight cir<.:le, making a \Vave 
big enough to tip hiin over. 1\s he S\vims frantically in the 
water, you sail across the finish line. 

The crowd cheers and Vidi flies overhead. "First place you 
\Von," he cries. 
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When you land your boat, a rohot referee rolls up and 
hands you your micro1ncdal. It explains, "This rnedal -will 
progra1n your obstacle course su that if you hit an electrorock, 
you will lose a turn." 

"Thanks," you tell it, dropping the 1nedal in your pocket 
inside Rorniden 's gold cape. 1\s you head back to the 
cyhercycle, two Snidars drag the dripping red-haired villain 
out of the golden water. You and Vidi hop inside and �lax 
flies the vehicle into the air. 

If you have a com11uter. ty11e in the fifth 11art of 
your program: 

Commodore owners turn to f}age 138_ 
Rpple owners turn to page 151./_ 
Coco owners turn ta 11age 170. 

When you are through tyolng. continue the story by 
turning to Chapter 6 on page 77. 

If you aren't using a computer: 

Continue the story by turning to C�hapter 6 on page 77. 



chapter 6 

l{eturning to the 1nain arena, �1ax jun1ps out of the cybcrcycle 
and strides across the dynahus parking area. Vidi rides on 
vour shoulder as vou J()llO�' close hehind. 1'wo red warriors ' , 
cross your path. 

\Vaving to you, one shouts, "(;ongratnlations, Ro111iden, it 
looks like you'll win the to11rna1nents again."_ 

"I hope you heat Hex .Kaster," agrees the other. 
"You can het I \vill ," you tell then1 in your deepest voice. 

They hoth \Vave as they cliinb aboard a dynahus. 
"\Vhat's mv next event?" vou ask. ' ' 
"Thermal Polo it is ," replies Vidi. "And exciting It can be. 

Tvvo gan1es there are. :tv1uch hetter the Hot �latch is than 
the Cold :\tatch. "  

"])on't listen to that bird bauble," urges Tv1ax. "The <:old 
�latch is better by far." 

Vidi wildly flaps his \Vings. He insists, "To the I-lot .\latch 
you should go!" 

"l\'o, take the (�old :\1atch," \tax jeers. 
Throwing up your arms, you ask, "\Vhat' s 1nore in1portant 

is, which 1nicron1cdal data 1 \vill receive in each event:�" 
"I'll tell you, pal," offers J\.fax. "The I-lot �latch n1icromedal 

"vill n1ake the Terminal Test's attacking negabeasts inuch 
stronger. They will be ahle to smash their way through 

77 
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anything on the obstacle course. A.s a result, you'll be given 
1nore turns lo play the ga1ne. l'he (;old .\latch's 1ncdal will 
1nake the negabeasts weaker, so that they \vill he killed if 
they hit any ohstacles. Rut if you choose this option . yolL \.vill 
have fi�,ver turns in the ga1ne. Believe 1ne, the (�old \'latch 
is a n1uch better event, but you must decide for yourself 
'""hat vou \vant. \\That's vour choice?" . . 

You carefullv consider how each unt� will affect tlte final • 
ga1ne. Then you tell !vfax and Vidi your t'hoice. 

"I'll drive you there by dynabus," says .\tax. "I don't want 
to take n1y cybercycle because the elcctroengine \vas acting 

" up. 
!\.Jax jumps inside the dynahus that \vill take you to the 

Therrnal Polo grounds. Vi<H hops in beside hiln: A.s you 
reach for the door, a sharp object jabs you in the back. 

A. voice fro1n be hind says, "Don't rnake a inove, Ro1ni<lcn, 
or vou'll be dead." ' 

You freeze in the doorway. Glancing to the side, you sec 
Hex in his long green cape, with three of his henchmen. 
"(;et off the hus," Hex orders. 

You turn to run, hut one of his 1nen grabs you by the 
neck. He slains his mu1tiwcapon into your rihs. "l)o 'vhat 
the boss says," he shouts. 

\Vhen yuu get out uf the bus, Ilex fires clectrodarts at 
the bus's control panel and the door slarns shut. "Ha," 
he laughs. "Your little friends \von't get out of there for 
a long thnc." 

Grabbing you by the arm, Hex pulls you into another 
dynabus. He shoves you to the floor. One of his 1nen straps 
your hands together. The bus races out of the parking area. 
It t\\1ists and turns wildly as it speeds away. 

"fvc finally heat en you, Ro1nideu," Ht.•x brags. "\Vhen 
you 1niss your next event, you'll be disqualified from co1n
pcting in the final Terminal ]'est." 

"\Vhat are you going to do \vith me?" you ask. 
"I haven't decided," llcx replies with a sneer. "\Vounding 

you with 1ny n1agic lightning sword didn't see111 to work." . 
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The bus turns •� sharp corner. One of the gang 1ne1nhers 
says, "\Ve' re alinost to your next event, boss." 

"Perfect," Hex replies. He kicks yon in the ribs. "I have to 
go an<l \vin n1y next n1i<.:ron1edal," he says, '"so I'll take care 
of you later." 

The vehicle stops. ·rurning to his nuu1, Hex says, ""Keep 
Romiden hidden until n1y race is over. \Ve'll deal \.vith hi111 
later.

,. 
Hex leaves the bus. You struggle to sit up. A llasler villain 

pushes you to the floor and you lan<l face c.Jo,vn. "No tricks , "  
he says with a growl, "or I'll take care of you inyselt: " 

\Vhen you hvist the straps on your hands, the 1netal ties 
cut into your \Vrist. You try to break free, but they hold 
tight . . 

Outside you hear a referee announcing the countdown. 
One of the gang 1nernhers leaves the vehicle. The other 

two ai1n their n111lthveapons at your head. A starting buzzer 
goes ofl: and sounds of the COJnpeting \VarriorS fill the air. 

Lying filce do,vn on the floor, you carefully check for your 
own tnulthveapon. A tiny sn1ile crosses your face when you 
feel it under your cape. You slowly reach inside the gold 
cloth and grab your \veapon even though your hands are 
tied. You set it for electrodarts. 

You \Vatch the t\vo Raster villains and wait for a chance to 
strike. 'fhev don't rnove an inch and neither do vou. , . 

Suddenly you kick the seat near your fi:>ot. Both villains 
arc fi>olcd by your trick and flre their \Vcapons toward the 
back of the bus. \Vith a burst of energy you slip out of your 
bonds. 

Jun1ping up, you fire at both of the1n. Electrodarts fly 
through the vehicle and one villain goes do\vn. The other 
shoots back. He ducks behind a seat but vou catch hin1 bv 

. , 

sur1>rise and kno<�k hin1 out cold. 
You run to the driving controls and try to start the hus. 
I think this is hov• Ra1nda did it, vou tell vourself as vou . . . 

press the buttons and pull the levers. l'he engine starts 
and the v�hicle shoots fonvard. l'hc thir(l gang inen1ber 
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spots you cscapin�. l lc  Hrcs at the bus as it pulls a\vay. 
"l\o\v 'vhat <lo I do?" vou say uncertain!�·. "Jlo\v do I get 

to the l'hcnnal Polo g:n>u1Hls?" Searching across the control 
pancL you tlHd a pouch of data tahlt>ts. You pull one out. It's 
labele<l "� u1neric; Folk 1\ines. ·· 

·rossing it aside you g:rab another. "Lazarius Recites S1nole 
.Poetry," the label reads . 

. i\ third tablet says, "City !vlap and Rt>staurant (;uide to 
C:PV Central and Surrounding Suburbs." 

"That's 1nore like it," you say, slipping the tabJet into a 
slot on the control panel. 1\ n1aze of lines appears on the 
rninivie\ving screen.  1·urninµ; a dial, you find your location. 
You plot your course through the city streets. 

The hus speeds past green and \vhitc buildings. Checking 
the n1ap, you 1 1otit:e, All I have to do is fi>llo\v this road until 
I reach the Jlacker Snacker c:afe. I'll turn right, then drive 
until I co1nc to the 1'hcr1nal Polo grounds. 

. 

�1ancuvering the bus as quickly as possible, you hope you 
can still get there in tirne. Yon turn the corner and s1)eecl 
through the streets. 

·rhe buildings encl and you spot the fan1Hiar tourna1ncnt 
flags ahead. You fly into the parking area and slide to a stop. 
As you hop out the door. you hear the spectators cheering. 

"Oh, no! .
. 

yon s hont. "·rhe polo n1atcl1 es are over." 
The referee announces the \vinners. You slun1p <lo\vn in 

the doonvav an<l lo\vcr your head. "I've failed,., you n1oan. 
"'.\o, you haven't," says a voice beside you. 
Turning (jllickly, you see Ran1da wearing the s:nne cos

turnc you are� Sl1of' even has a gold hehnet under her ann. 
:\lax is beside her. ancl \'idi flies above. 

She asks, "You are the riclcr of the light---correet?" 
"Yes." you tell her sadly . .. Fron1 the land of the 1ti�ht, a11d 

1 passed tlirough tl 1t' glass a11d all tl 1at. •· 
"\\'} ' . '.)" k · ' iat s gon1g 011, you as . 
\1ax says. "\;idi and I escaped front the <.lynabus. \Vhcn I 

told Riunda 'vhat happened, she insisted on enterin� tht> 
polo n1at(.'hes i 1 1  your phtce. \\'e had a span� coshnne. ·· 
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"J had to," she explains. "There \vas no one else I could 
trust. All \Vill be lost if iny father does not \vin the 
tournaments." 

.Fluttering in the air, Vidi chirps. "Your Thennal Polo 
choice I did tell her. That 1nicronledal she did \Vin." 

Rarnda hands you the silver 1netal disc. "I'1n afraid I 
only carne in third place. But that's pretty good consid
ering I haven't trained for kiloyears like the other \varriors. 
Unfortunately that drops your total . score dov•n to second 

l ,, p ace. 
\1idi flies onto her shoulder. "One guess \vho the first

place warrior is," he says. 
Sla1nn1ing your fist into your hand, you yell, "Hex 

Raster!" 
"You have one last chance to beat hirn," advises Ha1nda. 

"�ty father's life level has dropped do\vn to three units of 
energy. The Laser Joust is our last hope of saving hiin and 
\Tenturia." 

"J can do it," you assure her. 
Ra1nda lo\vers her head sadly. "I hope so," she says 

softly. "Jie's ve1y \�1eak and pale. I 1nust return to take care 
of hi1n now." She rushes a�1ay \vith Vidi perched on her 
ar1n. 

Whether you choose the Hat Match or the Cold 

Match. be sure ta write dawn your choices on 

the Octian Sheet an cage 128. 

If you have a cDm{Juter. ty{Je in the sixth {]art of your 
{Jrogram: 

Commodore owners turn to oage 140. 
RfJp/e owners turn to page 157. 
CoCo owners turn to page 172. 
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When you are through typing, continue the story by 
turning to Chapter 7 on page 84. 

If you aren't using a computer: 

Continue the story hy turning to Chapter 7 on page 84. 



chapter 7 

"You can beat llex ){aster, pal," says �lax, slapping you on 
the back. "Ilop in the dynahus and we'll zoo1n to last tourna
ment game hefore the ·rerminal Test." 

"\\That's this event about?" vou ask as you follow 1-lax and . . 
Vidi into the bus. 

"Jt's called Laser Joust," explains \tax. "J like that one, 
but it can be real rough. You'll have to think fast and operate 
the hand controls like a pro, or your 1nechanical kiloknigl1t 
will be destroyed by your opponent's laser lance." 

"A.t least that does.n't sonnd i1npossible." 
"No, of course not," \tax assures you, guiding the dynabus 

into the air. "But the Laser Joust is Hex Raster's best event." 
"J hope I don't have to co1npetc against hin1," you ner

vously reply. 
"\Vorry yon must not," says Vidi. "Very \veil you will do." 
"J'll trv as hard as l can to \Vin the tourna1nents and secure ' 

the 1nagic Z-ring," you announce with reue\.vcd confidence. 
"By the way, what i.� the Z-ring?" 

Swinging the dynabus through the air, �lax explains, "The 
Z-ring has many rnagic powers. It protects the wearer from 
harm and it's used to set Veuturia' s master lime clock." 

"\Vhere did it come from{' you ask. 
:\-lax explains, "In the early kiloyears of the CPU, the \vise 

Rd 
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ol<l (;a)culords created it for the ruler of Venturia. The 
leader \vcars it at all tiines except during the {�PU tourna
ments, when it is enclosed in a time-lock vault." 

"]\ow l understand," you tell hinl. 
Suddenly a ]oud buzzer goes of[ "Quiet everyone," orders 

.\'lax. "There's an emergency message for n1e." 
lie picks up the audio link and says, ":\1. E.  :tvfaxin1us 

here. \Vhat' s the prohle111 ?" 
A low voice says, "A hand of Raster gang 1nembers just 

tried to break into the Z-ring vault!" 
·rurning around, l\1ax says, "l'll have to drop you off at the 

jousting field and go back to the arena. I'll call Pixcr and 
Poke and tell them to rncet us there." 

Vidi jun1ps out of his seat and cries, "Double trouble they 
· 1 1  I I" WI )e. 
Flying across c;pu (;entral, l\fax jerks the bus to the right. 

\'idi tumbles to the floor. He sits up and shakes his head as 
1'.-1ax s1niles to hiinself. 

"J'n1 about to land," says fvfax, swinging the vehicle around 
a large red field. You can see the spectators 1noving to their 
seats and warriors assembling to the side. :Max lands the 
dynabus, in a nearby parking area. You and Vidi hop out and 
\vave good-hye. 

"Good luck," Max tells you. "'Pixer and Poke will he here 
soon." He shoots the bus into the air iind speeds across the 
skv. 

Vidi rides on your shoulder as you approach the jousting 
Held. You weave through the dynabuses \vhen out of no
\vhere someone grabs you and Vidi fro1n behind! 

"Raster villains�" you shout. "You \von't get me." 
Vidi tries to break loose, but a gang 1ncmber squeezes hi1n 

in his hands. 
Struggling to get a\vay, you ram your clbov,r into the 

attacker's stornach. lie doubles over and you break loose . 
'l'urning to run, you slam right into Hex Raster! You jurnp 
back. He draws his lightning sword, and sparks fly as he 
swings it close to your chest. 



86 SETH �fCEVOY AND LAllRE SMITH 

He pulls you to\vard hitn. "I've got you nu\v. Ron1iden," 
Hex says \vith a snarl. ''This tin1e I'll give you a double shot 
of lDV S\VOrd.,, 

�1aking your voice as deep as possible. you snarl and say, 
"·rhat \vhat vou think�" 

"Ha," laughs 1-lex. "You \Von't heat tnc this titnc. Or ever . " agau1. 
You quickly l\vist to the side and wrestle lo break free. 

Hex"s S\vorcl sparks and crackles as he touches it to your arm. 
Althuu�h it ducsn 't tear your clothing, i t  sends a fierce shock 
through your body, hurtling you to the ground. Two of his 
henchmen hold vou dc)\vn \vith their feet. l lcx is about to hit 
you again \.vhcn suddenly a piercing \\'histlc hlo\vs nearby. 

()ne of the gang rnernhers shouts, "The Snidar patrol's 
co1ning!" 

" Let's get out of here,'' }lex yells. "But I'm not finished 
with vou, Ron1idcn. You'll never \Vin. I'll be the next leader . 
of Vcnturia." llex and his gang ju1np over you and run 
around the dvnabuscs. 

Pixer and Poke rush to your side. ·rhey help you to your 
feet and straighten your cape . Vidi settles onto your shoul
der and Pixcr sticks her tongue out at hitn. Vicli folds his 
ar1ns and shakes his head disapprovingly. 

"\Vherc arc the other Snidar patrols'? .. you ask. 
"There aren't any," Poke ans,Ners. "\\1 e' ve got one of their 

Fife> whistles. "  
You stroke your sore arrn and say, "Pretty good! You sure 

fooled llex and his inen. "  
"A.re vou okav?" asks Pixel' 'vith a worried look on her 

£tee. 
. . 

"Of course," you a11s\vcr. "J clidn 't !?:et the fi.1 11 force of that 
n1agic sword of his. Corne on, let's get reacly for the Laser 
oust. J " 

"Right this \vay," says Poke, ho\ving and extending his 
arm to\vard the playing field. 

\Vhen yon reach the edge of the hu�e T.aser Joust course, 
a robot referee announces, "All \Varriors must TJO\v choose 
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hct\vcen the singles. cornpctition on the µ;round or the group 
coin petition in the air. l'he ·renninal Test contains po\ver 
stations that vour vehicle can enter. Yonr choice JlO\V \.viii 
<letennine \vhether a pO\\'Cr station \vill increase your fuel 
.supply or subtract hinarr n1inutes from the total needed to 
\:vin the ga1nc. ·rhc 1nicro1ncdal for the ground µ;arnc \viii 
allow a po,vcr station to incre;tse your fu<:'l. l'hc aerial con1-
petition's inc<lal \viii decrease the binary nlinutes needed to 
':vin the gan1c if you enter a po\.ver station. lVlakc your 
choices . .  , 

You quickly consider \vhich strategy you would prefer. 

If you choose the ground competition. turn to page 

89. 

If you chaos� the air competition. turn to page 93. 

Be sure to n1ark your choice on the Option Sheet on page 128. 



chapter 7a 

"I want to try the ground co1npetition." you tell Pixer. 
"'fhe jousting lanes �1re on the right," she explains. '"l'he 

ki1oknights are lined up on the left." 
Joining the other \Varriors. you sec a ro\v of silYcr robots at 

both ends of the vicv•ing stands. They have 1nan-shaped 
bodies \Vith hig shoulders and anns . 

.Eight uarro\v lanes run in front of the spectator stands. 
There is a robot knight at each end of every lane. and long 
blue pole stands next to all sixtee11 robots. ·rhe silve1· n1a
chines sit inside sleek black vehicles. 

Pointing to the vehicles, you ask Vidi, "\Vhat are those 
contraptions? l'hcy look like 1niniaturc rocket ships." 

lie answers, "The laser sleds they are, and fast they do go. 
By rernote control you will drive yours dov;n the jousting lane." 

"\Vhen the t\vO knights 1neet in the 1niddle." l}oke ex
plains, "you k11ock your opponent out of its jetsled with your 
laser lance." 

"Is that the long blue pole in the robot's hand?" you ask. 
'"Right," says Pixer. "l'he \vinner is the first \Varrior to 

defeat his or her opponent." 
You sign in with the robot refC.�ree. It infor1ns you. 

"Ro1niden, you \Vill con1pctc iii lane nun1ber one. liex Ilas-
. , ,  

ter is your opponent. 

89 
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"Oh, no�" yells Poke. 
"T · l h ,., p· Id np e o no. ixer ac s .  
Vidi says, "Hard it \.Viii be to beat Hex Raster, but you are 

the one \vho can." 
"Thanks," you reply, letting out a deep breath. 
\Valking toward your lane position, you add, "I sure hope 

one of you can give ine tips on ho\v tu \vin this event." 
"Smash your laser lance into the n1iddle of Hex's 'knight,· .. 

Pixer explains, punching her fist into the air. 
Ju1nping up and <lo,vn, Poke cries.. "Knock its head off 

That'll stop it. · · 
Vidi flies into the air. "J,et Hex kno\v not \vhat you plan to 

do. Surprise is 1nost hnportant." 
"That's a good plan," you agree. "I'll surprise him. " 

You arrive al your rcn1otc-control terminal and Vidi lands 
on top of the screen. Your robot kiloknight is directly in 
front. Far dov;n the lane you can see Ilex Raster preparing 
fi)r battle. 

The spectators wave their colored flags as the Sni<lar pa
trol polices the area. Poke explains how the controls work 
and the countdown begins. 

Vidi and the t\vins
. 

slip away into the vie\\·ing stands. 
Gritting your teeth, you clench the jetsled lever in your left 
hand and the laser lance dial in your right. 

The starting buzzer sounds. Pushing your knight for\v.ard, 
you point your Janee straight down the track. Hex charges 
toward you. He's aiining his lance at your robot's chest! 

The sJeds grow closer. The laser weapons are ai1ncd di
rectly at each other. "Should I pull away?" you ask yourself. 
"If I do, Hex \vill stah mv robot and knock it out of the race . • 
If I don't, 1 have no idea what will lulppen . . 

, 

Suddcnlv both tances smash into each other. A crack of • 
electricity rips through the air. Sparks fa]] to the ground as 
you madly twist all the hand controls. You pull your weapon 
to the side-at the same instant flex does. Your jetslcd 
slides past his and you bring it to a halt. 

Reversing the controls, you return to the starting line. 
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The referee sounds the huzzer and the second round begins. 
The t'"'O kiloknights charge together. The lan(·es nearly 

collide, but yon pull yours cl\vay and slam it back for a 
surprise hit. The blue laser bea1n lands on IIex's sled. It 
burns a hole in the side. 

You S\ving hard at Hex's knight in round three, but he 
darts out of range. \Vhen you attack again, Hex strikes your 
knight across the lnidclle. 

Jt bends to the side but someho\v holds steady in the sled. 
The lance fruls fonvard but you shift the controls and com
pensate for the injury. \Vhen the next round begins, the two 
robots lunge for each other again. llcx hits you once 1nore. 
Sparks pour across the track \vhen he flings his lance into 
your sled. 

The vehicle \.vohhles and shakes when vou return it to the 
' 

starling Jine. Stonning to\vard Hex' s knight, you struggle to 
hold up the lan<:e. Hex speeds straight lcl\Vard you. 

"I'll stop you, Hex Raster," you lnutter, skillfully l\visting 
the hand controls. Slannning your lance against his jetsled, 
you burn a larger hole i11 the side. Sparks dance wildly 
through the air. 

Hex retreats and prepares to attack again. This tin1e he 
charges faster than ever. llis laser lance s1nashes across your 
kiloknight and slices its arm om ·rhe robot slumps to the 
side. It nearly f�1lls out of the sled, and the lance is wedged 
sidcwavs across the vehicle. ' · Yon pound at the controls, but the knight hangs 1in1p over 
the edge. Drav•ing the tangled vehicle hack to the starting 
line, you think, I 1nay not have 1nuch chance, hut I'ni going 
to give it one last try. 

The buzzt:r sound� a1u.l Lhe uex l ruu11t.l begins. You drive 
for\vard as fast as you can. Hex aims straight for you as he 
drives his kiloknight do,vn the track. 

Suddenly you reverse the controls and jerk your sled to a 
stop. You twist it to the side and Hex sla1ns into your lance. 
Jn an explosion of sparks, it cuts his knight in t\vo! 

His laser lance falls to the ground and the cr0\\1d roars its 



!:l2 SETH f\.-ICEVOY AND LAURE SJ\.HTH 

approval. Triu1nphantly you return your kiloknight to the 
starting line. 

A rohot referee rolls to\vard von \vith vour n1icro1nedal. 
·raking the medal fro1n the robot; you ask, r.This \vill give my 
·rcr1ninal Test vehicle the ability to get rnore fuel if I enter a 
power station, right?" 

"(�orre(:t," agrees the referee. 
Vidi flies onto your shoulder. Pixer and l'oke jump into 

the air as thev run toward vou. , ' 

.. You did it!" thcv call out. ''Ilcx is beaten." 
"If I can \Vin the ·rer1ninal Test, Ro1nidcn will he saved," 

you add. 
Vidi says, "V cnturia also \vil l  be saved." 
"Let's �et to it," you cheer. 

If you have a computer, type in the seventh part 
of your program: 

Commodore owners turn to page IL/2. 
Apple owners turn to aage 159. 
Coco owners turn to f)age 174. 

When you are through tyi:iing, continue the story by 
turning to Chapter 8 on page 97. 

If you aren't using a computer: 

Continue the story by turning to <�hapter 8 on page 97. 



chapter 7b 

"\Vhich way to the aerial co1npet1tion?" you a:sk. 
Poke tells you. "The infinity fliers are lined up on the 

left." 
Crossing the red Held, you sec sixteen small hlack vehicles 

in front of the viewing stand, \Vith a flat triangular wire 
wrapping around each ;>ne. 111e fliers have open tops, and 
silver robots \Vith hroad shoulders aud large ar1ns are seated 
inside. Long blue poles stand at their sides. 

l>o]nting to the utan-shaped machines, you ask. ";\re those 
the kiloknights?" 

"Yes, my friend," ans\vers Vidi. "By ren1ote control you 
will fly them through the air. The laser lance is the long blue 
pole. \\Tith it you n1ust battle the other \.varriors. "  

Fixer waves her ar1ns and jurnps in the air. She shouts, "I 
love it wheu all sixteen infinity fliers are battling across the 
sky. The laser lances sn1ash together and sparks pour across 
the field." 

" \fore than that falls before the game is over," warns Puke 
gri1nly. "The winner is the last remaining kiloknight. The 
other fifteen either collide together or cr·ash to the ground." 

Pointing to the glass-covered vic\ving stands, you ask, "Is 
that why the spectators are enclosed i_n glass?" 
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"You guessed it, .. Poke says. "Your rernote-control ter1ni
nal \vill be protected too." 

You register \Vith the rohot referee, \vho assi�ns you to 
your tenninal. You.- infinity flier is parked in front. You take 
your place and position yourself next to the hand controls. 
Pixer explains ho\'I! they \vork. 

Suddenly Poke grahs you by the ar1n. '' lJ ex is in this 
race." he savs franticallv. . , , 

Thro\ving her ar1ns into the air, Pixer shakes her head and 
.shouts, "Oh, no! H e  ahvays \Vins this event." 

"'fhat's not very encouraging,., you say \vith a sigh. 
Vidi flies onto your shoulder. Jle .en<-.'ourages you by saying. 

"Beat hint you can. Just hit hard, hit fast, an<l you \vill \Vin."  
"Sneak up from behind," urges Poke .

.
. Use your laser 

lance to knock those fliers upside do\vn. Then watch the 
kiloknight:s fitll out on their heads. "  

.. I'll do that," you tell hiin as he, Pixer, and Vidi slip into 
the covered vie,ving stands. 

The countdo\vn begins. You spot Jicx at a nearby tern1i
nal. The starting buzzer sounds. 

Pulling the controls, you raise the flier into the air. Your 
kiloknight rides securely inside. l'he laser lance is gripped in 
its hand. 1\s you turn tl1e control dial, the weapon rises into 
1>o:;ition. 

\Vhile the other \varriors prepare their knights. hvo fliers 
lJattlc together . ()ne lance smashes into the other robot. An 
ann flies off and ttlls to the ground. ·rhey attack again. The 
nvo infinity fliers collide and explode across the sky. 

You dodge twvay fro1n the debris and swing your rohot 
knight through the air. Striking a flier \vith your lance, you 
hurn a hole in the side. It spi11s upside down and its knight 
falls to the ground. The ernpty flier la11ds on top. l'he crow·d 
cheers \Vildly as it explodes. 

Laser lances slan1 against the knigh ts. Infinity fliers crash 
into each other. J ,ailces s1nash together and blazing bolts of 
lightning erupt fro1n the collision. 

1\in1ing your lance at a kiloknight, you charge straight 
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ahead. Tl1e laser weapon knocks its head ofl". It hurls into 
another knight. ·rhey both spin to the ground and hlo\v up. 
()ne bv one the fliers fall fr<Hn the skY. . . 

'"'fhere are only three left,
,
. you say to yourself. "I  \vou<lcr 

if one of the1n is Hex." 
\Vhen you glance over at his tenuinal, you sec hiin work

ing the controls. He's still in the race, you realize.  Uut not 
for long. 

You t\vi.st the dial and quickly swing your lance. It shuns 
into one of the fliers and knocks the robot out of its scat. ·rhe 
knight and flier fal l  fro1n the sky. 

·rhen a lance hurls against your Hier. Your \Ving hreaks off 
and your vehicle hegins to tip. Skillfully pulling the steering 
lever, you struggle to keep your craft in the air. 

To your left, you hear Hex laughing. "I've got yon no\v, 
Ro1niden," he savs \Vith a sneer. 

, 

lie drives his hlack infiuity flier straight at rours. His 
lance knocks your knight's arrn of[ \Vith all your strength, 
you fight to keep in the ga1ne. Hex swings around and 
attacks again . You dodge out of tl1e \lvay but your flier sput
ters and shakes. 1\s it weaves through the air, Hex circles 
aucl .tahs holes in the side. You try lo use your lance but the 
craft is unsteady and tips easily. 

Hex circles his flier overhead and yon lovver your vehicle. 
He flies unclerueath aud spears you frorn below. You slan1 
the hand controls off and dive your vch1clc tov ... ard the ground. 
Rapidly descending, you crash on top of Hex's vehicle. As 
you fall do-w·n\vard, his lance pierces straight through your 
flier. You push Hex to the ground and his n1achine hlows up. 
Pulling your flier up with all your strength , you narrowly 
avoid crashing on top of the burning vehicle. 

The cro\vd j1nnps up and shouts with joy. You let out a 
deep sigh and bring your kiloknight and flier safely to the 
ground. 

Pixer and Poke rush toward yon, screan1ing, ''Hooray !" 
l'he robot referee hands you your n11cromedal, explaining, 

"This rnedal wi1l allo\\, your Terminal ·rest to subtract 
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binary 1ninutes fro1n the total needed \vhen you enter a . . . pc)\.ver station. 
You place the 1nedal in your pocket \Vith the others. Vidi 

flies onto your shoulder. He boasts, "I \Vas right, don't you 
sec, Hex you did heat." 

Pounding your fist into your hand, you declare, "\Ve're 
one step a\vay fi·orn saving Romiden. All I have to do no\v is 
\vin the T errninal Test . ., 

"Save \1enturia you \viii," \1idi adds. 
"There's no ti1ne to \vaste," you reply. "Let's get 1noving." 

If you have a computer, type in the seventh part 

of your program: 

Commodore owners turn to page 142. 
Apple owners turn to page 159. 
Coco owners turn to tJage 174. 

When you are through typing, continue the story by 
turning to Chapter 8 on page 97. 

If you aren't using a computer: 

Continue the story by turning to (:hapter 8 on page 97. 



chapter 8 

"Oh, look!" says �lax, pointing to the 1nain scoreboard. 
"Each warrior's total score is· being tabulated. Any binary 
second \ve'll find out \vho's the winner." 

The 6nal scores are posted and the crowd cheers and 
sta1nps their feet. 

"Ro1niden is the first-place winner," shouts the announcer. 
"He will he the first CPU warrior to <.!ompete in the ·rermi
nal ·rest. If he wins, he will remain leader of Ventnria." 

'.' . .\II right!" you shout. Pixer and Poke thro\v their arms 
around each other as they j111np up and down . Vicli flips over 
backward. 

The spectators \Vave their flags, yelling, "Jlooray!" 
"If Romiden loses," continues the announcer, "the second

place winner will be allowed to con1pete." 
"I,ook who's in second place," Pixer says with a moan as 

she points to the scoreboard. 
"Oh, no!" shouts Poke. "It's Hex Raster! .Even though you 

crea1ncd hiin in the Laser Joust, he'd already won so many 
points that losing didn't hurt his overall score very 1nuch." 

Poke grabs you by the arin. "You must win the 1'erminal 
Test. It's a treacherous event that requires all your 1nental 
powers and' instincts." 

"You can do it," Pixer exclaims. 
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"I'll do my best," you assure her. "\Vhere is the Terniinal 
Test held?" 

Poke pulls your ar1n. "This way," he says. "'1Ve have to 
take a dvnabus back to the 1nain arena." , 

The twins run to the long \.Vhite vehicles. You hop inside. 
"I'll get us to the (�PU arena," says Pixer, taking over the 
driving controls. 

\Vhen the hus pulls away, Poke cries out, "Hex is behind 
us!" He veils to Pixer, "You can't let him catch us." • 

"He won't," she answers, pushing the controls to high 
speed. The vehicle ju1nps forward and flies through the city. 
Hex tries to keep up, but Pixer t\vists around the comers as 
fast as possible. 

Hex drops out of sight as you near the arena. The huge 
white stn1cture is filled with spectators waiting for your 
arrival. C:olored flags fly overhead. Pixer glides the dynabus 
t.o a stop directly in front of the arena. 

You, Pixer, and Poke jump out and run for the entrance. 
'fhere's no one in sight. Then all of a sudden, Hex Raster 
jumps out in front of yon! J)rawing his lightning sword, he 
says, "You' re not going to take one step inside that arena, 
Romiden. \.Yhen you don't appear for the 'ferminal '[est, I'll 
be the first competitor. I'll take the Z-ring and stop the 
n1aster time clock. You and aH vour Venturian friends will 
freeze in your tracks." 

\Vithout saying a word you reach for your multiwcapon, 
twist the knob, and slain your sword into his. Sparks fly into 
the air. The hlue electrocoil of your v.reapon slices hack and 
forth as you battle the Raster villain. 

lie lunges at you. Jumping to the side, you swing and land 
a blow. Hex angrily raises his sword and fights with all his 
strength. Struggling to stop him, yon inaneuver your sword 
as fast as you can. lfis weapon and yours crash together and 
erupt in a shower of sparks. 

Behind Hex, you see Pixer and Poke running toward you. 
They slant into Hex's back. He shnnbles forward, his sword 
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falling out of his hands. You kick it to the side and run for 
the arena entrance. Pixer and Poke race behind vou. , 

Entering the arena, you wave to the cheering crowd. 
Festive music is blasting through the air an<l the crowds are 
wild with excitement. Huge viewing screens line two sides 
of the huge square structure. A. platfor1n has been placed in 
the middle of the playing field. 'fhe Z-ring Vault is posi
tioned to one side. !\-lax stands beside it. An elaborate set of 
remote controls stand on the other. 

A robot releree rolls across the platforni. It says to the 
third- and fourth-place cornpetitors, "Take your places. 
Ro1niden \vill soon begin the final game of the tournaments." 

As you cliinb up the steps, Hex Raster runs to your side. 
You reach for your multiweapon, but he flies past you and 
takes his place beside the other t\vo warriors. The crowd 
boos his arrival. Hex throws back his head and laughs. 

�1a'< shakes your hand as you step onto the platform. 
"(�ongratulations, Ro111iden," says Max, giving you a kno\v
ing \Vink. lie raises your ann and the crowd goes wild. 'fhey 
wave their rnulticolored flags. ...\s the cheering continues, 
rvtax whispers, "Ro1niden' s life level has dropped below one 
unit. lie hasn't got 1nuch energy left." 

You nod your head and glance at Hex Raster, who scowls. 
"I won't let Romiden die," you whisper. 

The robot referee rolls to your side and instructs you to 
take your place at the hand controls. It briefly tells you how 
they work. Turning to the crowd, it announces, "The Ter1ni
nal l'est  will now begin. Romiden .will have the first chance 
to co111petc. Please be silent as you watch his progress on the 
large viewing screens. lle will drive his remote-control 
vibrovan through the treacherous obstacle course. Danger
ous negabeasts �ill threaten him and the deadly electrorocks 
must be avoided at alJ costs." The robot turns to you and 
continues. "Romiden, if you can cross the entire course in 
the allotted thne without losing all of your turns, you wi11 be 
the winner and continue as the ruler of Venturia." 

The referee instructs you to place your seven 1nicromedals 
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into the red slot. You pull out the small silver discs and slide 
them inside. 

The two huge viewing screens light up. Colored squares 
spin in all directions. The screen clears. The scoring count
ers appear on the bottom, lighting up as you tightly grip the 
hand controls. You prepare to fight your final battle. 

If you are using a computer and have typed in all 

seven segments of the program: 

You are ready to play the game and save Venturia! 
Turn ta page 123 far final instructions. 

When you have won the game by completing the 
Terminal Test. turn ta page 110 for the end of the 
story. 

If you aren't using a computer: 

Turn to page 102 for the battle simulation. Only you can 
save Venturia! 



Game Simulati on: 
The Terminal Test 

You take a deep breath. The spectators silently watch the 
viewing screens. Your vibrovan appears in the center and 
the ohjects that make up the Tern1inal Test obstacle course 
�tart rolling up fn.1u1 l}u7 butturn of tl1t: s�:rcen. 

Biting your lip, you push the hand controls fi1r\vard. The 
obstacles you have chosen nlove S\vifHy up the screen. Your 
vehicle darts through the landscape, hvisting and turning as 
you dodge around the dangerous clcctrorocks. l\egabcasts 
rush toward your van. You jerk the controls and narro\vly 
escape their first attack. 

Turn the page and follow the rest of the battle 

simulation. When you come to each segment, 

check the Option Sheet on page 128 to remember 

what your choices were. 
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Segment I 
Choice la: AC Rivers 

Your vibrovan is too far to the left on the swiftly moving 
landscape. You spot an A.C river coining toward you. Grip
ping your joystick tightly, you try to catch the river hefC>re it 
rolls past you. You altnost 1niss it, but you're determined to 
take your chances and plunge in! You can't be sure 'vhether 
the current \vill carry you left or right. Luckily, the river 
n1oves you along to the right, putting you in the center 
again. 

Choice lb: DC Tunnels 

Your vihrovan is in a dangerous position on the s\viflly 
moving landscape. The only thing that can save you is a D(: 
tunnel! You spot one coming at you, but you're not sure 
whether you can 1nakc it in tilnc. You push the joystick and 
barely reach the 1nouth of the tunnel Just hefc>rc it passes by. 
You dive in hn1vely, not kno,ving where it will co1nc out. 
You disappear fron1 the screen and return a moment later in 
a safe place. 
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5egment2 

Choice 2a: Leao Over Electrarocks 

Everything on the screen is 1noving quickly from top to 
botto1n. You spot several e]ectrorocks coming up at you. If 
you don't get out of the \Vay, you'll be in rea] electrotrouble! 
Steering your vibrovan expertly, you avoid the first rock 
easily before it can crash into you. A second one appears, 
but again you avoid it. ·rhc rest arc packed too close to
).!;cthcr, so you'll have to leap over them! You push the 
control button and your v.ihrovan leaps over the deadly 
clcctrorocks to safetv. ' 

Choice 2b: Blast Electrorocks 

It's all you can do to avoi<l the objects n1oving frorn top to 
hotto1n on the screen. Several <lead]y electrorocks are con1-
ing at you rapidly. You must avoid the1n or you'll regret it! 
You could blast them, but if you do, you'll usc up precious 
fuel. You S�'ifUy rnanenver your van out of the way, avoiding 
the first few rocks. Suddenly you realize that you're trapped! 
Taking careful ahn, you blast the clcclrorocks out of the way 
and, for the n101nent, you're safe. 
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5egment 3 

Choice 3a: Drop Bombs on Negabeasts 

A negaheast chases you sideways across the moving land
scape. You can't let it touch you, so you pull your joystick 
hard to the left and move away. You don't go far before a 
nev..- beast blocks your path. You move up\vard, hoping to 
avoid it. A third negabeast charges at you, stopping your 
escape! You're trapped! Swiftly you press a button, dropping 
dead]y bombs around you. Still following you, the negablasts 
hit the mines. They blow up and you are saved! 

Choice 3b: Shoot Negabeasts 

\-loving do\vn the cJea<lly obstacle course, you can't see1n to 
escape fron1 the ne�abeast who is gaining on you. :'.'Jo 1natter 
which way you turn, it f()llows. A second heast joius the 
chase, and you can see a third moving toward you! You 
dodge out of the \vay just before i t  hits you, hut you're 
boxed in hv the heasts. You dive between two and thev ' ' 
crash into each other� But they quickly follow and a fourth 
joins the1n. You press the button and blast them all just in 
time! 
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Segment L/ 
Choice 4a: Metal Mountains 

Yon move your vibruvan swiftly through the <langerous land
scape. �loving left tu the center of the screen, you see that 
you are in fur trouble. Hising up from beluvv is a range of 
:\1ctal �1ountains. You try to gt;t out of the \Vay, but there 
isn't enough time! I�ntcring the nlountains, your sturdy 
vibrovan clin1bs up the slopes, using up extra fuel. You exit 
as quickly as you can, but you've got to keep a sharp eye out 
for other 1nountains or vou'll lose rnore fuel. 

Choice 4b: Hydrolakes 

Dodgin� quickly through the dangerous landscape, you spot 
a big Ilydrolake rising hefore you. You skillfully pull your 
joysti<;k, hoping to avoid the deadly lake. Quickly calculat
ing, you realize you' re going to hit it. ·rhe only safe way to 
cross it is by unihoat. You push hard and dive into the boat 
just as you con1c to the shore of the lake. The uniboat 
protects you fro1n the lake's deadly liquid as you sail across. 
You reach the other shore and exit safelv . • 

/ 

• 
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Segment 5 

Chaice Sa: Add Minutes fram Electraracks 

You exa1nine the scoreboard and see there arc onlv a fe\v , 
binary minutes left until the end of the ga1ne! You look back 
just in time to sec that an electrorock is blocking your path. 
You dodge a\vay from it but another deadly rock is hiding 
right behind it. You crashing into the electrorock1 lvfore 1nin
utes are added to the total an1ount needed, making the garne 
longer. You speed your vibrovan away and keep going through 
the obstacle course. 

Chaice Sb: Lase Turn fram Electraracks 

Glancing at the scoreboard, you see that you're doing \veil. 
Suddenly you realize that your vehicle is going to hit an 
electrorock� You serve out of the way and keep going. (;roups 
of electrorocks cover the screen, and you S\Verve right and 
lefi:. You hit one! The screen goes blank and you have lost a 
tuni. You have several turns left, but you 1nust he 1nore 
careful, because more dangers lie ahead on the obstacle 
course. 
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5egment 6 

Choice 6a: Stronger Negabeasts 

You have been playing a long time. J\;o n•atter \vhat you do, 
the negaheasts keep on coming. You dodge around an 
electrorock, trying to confuse the beasts follo\ving you. They 
s1nash right through the rock! 1'hc ncgabcasts arc so strong 
that nothing stops them. You manage to destroy one but 
as soon as you do, another is created on the screen. You 
get l\vo others and have a few moments to rest. Then you 
1nust dodge and dart around the screen, avoiding more 
negabeasts. 

Choice 6b: Fewer Turns 

Two negabeasts pursue you through the dangerous laud
sc·ape. You dodge around an electrorock \vithout touching it. 
Since· the ncgaheasts follo\v you in a straight line, they hit 
the electrorock and arc killed. Yon check your score and 
turn hack only to see that new negabeasts have surrounded 
you! You try to escape, but the negaheasts close in fast. 
The screen goes blank and yon lose a turn. You've got to 
he more careful, because you've only got a fe"v more turns 
left. 

.. 
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Segment 7 

Choice 7a: Power Station Adds Fuel 

l'hc game is ahnost overl If you can stay alive for a few rnore 
binary 1ninutes, you'll \Vin the garnet A cluster of electrorocks 
suddenly appears in your way and you use all your fuel to 
steer around them. You drift he]p]ess1y as the negabeasts 
close in. Suddenly you see a power station directly ahead. 
Your vehicle drifts into it and you're able to get more f\1el. 
You speed away, avoiding the beasts. "fhe clock ticks ofl" the 
last binary minute anu you have won! 

Choice 7b: Power Station Subtracts Minutes 

You have only a few more binary n1inutes to go before the 
game is over! You jerk your joystick but nothing happens. 
You've run out of fuel! Chasing behind you are 1nore 
negabeasts. You can't kill them and you're out of extra turns! 
All of a sudden you spot a power station 1noving toward you. 
Just hefore the negabeasts attack you, the vibrovan hits the 
po\ver station and enough binary niinutes are subtracted 
from your total playing thne for you to win the ga1ne! 

Turn to page 110 to end the story. 



chapter 9 

"Romiden is the \Vinner!'' shouts the referee. "lie will re
rnain the Venturian leader." 

1'he spectators rejoice. 111ey whistle and stiunp their feet. 
C:olored !lags fly into the air and shower across the playing 
field. 

Max throws his hat up high and cheers, "\:Ve did it!" 
llex jumps to his feet. lie scowls at you and runs out of 

the arena. 
Now that the ga1ne is over, the Z-ring Vault is activated. 

Its htige golden door opens. A beautiful gold ring lies in the 
middle, magically suspended in 1nidair. It sparkles with a 
blinding shimmer of white light. A red glow fills the inner 
cha1nber. The crowd n1arvels at the 1nagnificent sight. 

The robot referee instructs you to reach inside. You place 
your hand into the vault. A tingling sensation encircles your 
arm. You slide your nli<ldlc finger through the ring. A flash 
of sparkling white light flares up around it. You hold the 
glowing ring out to the crowd. 'fhey grow silent and bow 
their heads. 

Suddenly a dynabus flies onto the playing field. It spins to 
a stop before the platfor1n. Ranula and Vidi jump out. 1'he 
crowd looks up and buzzes with confusion. 

110 
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Four Snidar patrol officers carry Romiden from the bus. 

Pixer and Poke run up and help thern. The spectators jump 
to their feet as he's carried up the steps. 

TI1e Snidars place him on the floor. You kneel at his side. 
Ron1iden is pale. Ramda lifts his liinp ann. "Put the Z-ring 
on his finger," she urges. 

You slide the magic ring onto Ron1iden's hand. He doesn't 
move. Ra1nda looks worried as she squeezes his fist against 
her chest. Vidi sits siJentlv on her shoulder. Ron1i<len re-
1nains still and lifeless. 

The spectators grow more confused when slo\vly Ro1nidcn 
lifts his arm. He opens his eyes and tries to sit up. Ramda 
gently pushes him back and strokes his head. Calling for silence, 
she explains to the crovvd ,,.hat has happened. They gasp. 

Romiden turns to you. "Thank you," he murn1urs. "You 
are no\v the rightful ruler of Vcnturia." 

"No, sir!" you tell him. "I want. to give the Z-ring to you. 
You are the true leader." 

".!\gain I must thank you," Ro1niden insists. "All of Ven turia 
thanks you. vVill you stay and join our victory celebration?" 

"I'd really like to," you tell hin1, "but I'd better get home 
before somebody discovers l'rn missing." 

"I understand," he agrees. "Place both hands upon the 
Z-ring. Close your eyes and repeat the password phrase . ., 

"\Vait!" says Ra1nda. "Before you go I inust thank you for 
all you've done. I can never repay you." 

"Nor I," adds Vidi. 
Pixcr and Poke grab both your arms. "Good-bye!" they 

tell vou. ' 
Max slaps you on the back as you place your hands over 

the inagic ring. You close your eyes and slowly repeat the 
password phrase: 

"Riders of the light, 
From the land of the night, 
Wiii pass through the glass 
Of llghtnlng's window." 
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A. cool hreeze sweeps you off the ground. A wet tnist 
tingles against your skin. You float and roll through the air 
until you land on the ground. The c)inging fog disappears 
and you open your eyes. 

"1'111 in mv roo1n!" vou cxclaitn. . ' 
You g)ance at your computer's monitor. A message 1s 

printed on the screen. It says, "COME AGAIN SOON!" 

THE END 



- - - - - -RPPENDIXES _ _ _ _ _  _ 



What You Need to 
Know to Type in the 

Programs 

\\!hen typing in the co1nputer garne listings of this book, you 
must he extremely careh1l. There are several things you can 
do to 1nake sure that your program \vii] run propei·ly. 

The Computers 
Compatible with This 
Book _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

The prograrns \vill ruu on these cornputers: the Comrnodore 
64, the .i\pplc II fltn1ily; and the Radio Shack C:olor Con1-
putcr (CoCo). 

The Co1nmodore 64 listings \Vill run only on a c:onuno
dore 64; they \viii not run on any other (:01nn1odore 1nachines. 

The Apple II listings arc written for the Apple II farnily of 
computers that run Applcsoft Basic, such as the Apple II + ,  
llc, and lie computers. 'fhc prograrns in this book \vill not 
run on any tnodel using A.pple Integer BASIC. 

The Hadio Shack (�olor (�omputer Jistings are \vritten for 
all (;o{�o 1no<lels with at least I liK of 1ne1nory. You do not 

115 
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need Extended (:olor Basic. The progra1ns \vill not run on 
the Radio Shack TRS-80 tv1odels I, Il, III, or ,._ l'Vote: If yon 
have a 16K machine, type: 

POKE 25.6:NEW 

and press l�ETt:H!\ hefrire typing any listings. This will giv� 
vou 1nore nie1norv. ' . 

Haw ta Type in the Listings __ 

As you read the story and niake your video garne progra1n 
choices, carefully rnark these on the Option Sheet on page 
128. Type in the programs as you go along or read tl1e story 
straight through and type them in later. In either case, be 
sure to type in only one of t\vo choices for each of the seven 
pieces of the prograrn. 

There are seven 111ajor parts lo the prograrn, each of \Vhich 
has an A, B and C seg1ncnt to type in. You al\\•ays choose 
between the i\. or B seg1nent listings and you ahvays add the 
C segment listing to A or B. 

For exa1nple, if yon \Vant your Terminal Test screen to have 
:\of etal l'v1onntains (but no llydrolake:s) then you \vi1l \Vant to 
type in the segment 7 A listing. You will not type in the 
segment 7B listing. \"ou \Vill still type in the scg1ncnt 7C 
listing. 

l: se the correct Ji sting for your brand of cornputer. The 
program segments for the Co1nn1odore 64 (C64), �<\pp)e I I  
family (.<\pple), and Radio Shack Culor Con1puter are given 
on separate pages; be sure to follow the directions that will 
take you to the correct pages to type. 

If you aren't using a con1pnter, n1ark your choices on. the 
Option Sheet on page 128. See the result of your choices by 
reading the video game shnulation on page 102. 
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lf you have any trouble getting your prograrn to run, 
proofread your listings carefully. If there is one inistake, 
your program \Vill not run. The best way to do this is to have 
a friend read what is in the book a]oud \vhi1e you compare it 
to a printout or a screen listing of what you have typed. ()r 
read the printed listing into a tape recorder and p1ay it back 
'vhile you exa1nine your own typing. 

Whether you have a tape recorder or disk drive, save your 
work every few minutes and keep track of what progra1n 
Jines are saved where. One po\vcr fitilurc that lasts a nlicro
second can wipe out an evening's work� 

'fhe longer you type \Vithout resting, the more likely you 
are to rnake a mistake. Try not to type for rnore than an hour 
at a tirne. One of the reasons that Arcade Explorers is 
broken up into segrnents is so that you can type in each part 
separately and easily. 

1\s you type in each line, check to sec that it isn't coutin
ued on the next Jiue hefure you press HETl!tt'.\ (;et in the 
habit of looking at the next line number. ff the next Hne is 
indented, it is part of the line before. 

You will need to use a joystick to p1ay the �arne. Plug 
in your joystick (read the specific instructions for your 
co1nputer's joystick in "Hov1 to Play the (;a1ne" on page 
123). 

Once you have typed in the program correctly and it runs, 
feel free to experiinent! Each part of the progra1n is identi
fied \Vith a REl\1 statement. For example: 

1500 REM MAIN LOOP 

tells you that the 1nain loop of the progran1 starts at line 
1500. By looking at all the REl\.-1 staten1ents, you can analyze 
ho�' the progra1n works. 

However, the authors of this book take no responsibility 
for any progra1n 1nodiflcations you may make. Rc1nember, 
you can't hurt your co1nputer hy changing a program, so go 
ahead and experiment� By studying the \vay that the pro-



118 SETH �fCEVOY AND LAURE S�UTH 

gram chan�es as you type in different segments, you can 
learn ho\v programs can he 1nodified. 

In Case of Errors __________ _ 

If you get an error message after you type in your prograrn 
and then n1n it, consult your computer's manual to see what 
the error n1ight be and where it may occur in the listing. Be 
sure that you are typing in exactly \vhat is on the printed 
page! Double check the ntnneral 0 (zero) and the letter o 
(oh) and the numeral 1 (one) and the letter I (el). l'hcy are 
easy to confuse. 

If all else fails, save everything to tape or disk and turn 
your computer off. Get a good night's sleep and con1c back 
the next day \Vith fresh eyes. l"here are approximately 8000 

keystrokes in the program, and it is easy to make a typo! 
Take it slo\v and easy and you will have a game that you can 
inodify again and again. 



Index of Listing 
Conventions 

For the Apple and (�o(�u listings, you can type in exactly 
what you see. Some of the progra1n lines are too long to fit 
on the page--they are continued on the line immediately 
below and are indented whenever possible. Ignore any spaces 
that are not in hel\.veen quotes. 

Fur the Cu111modore 64, certain listing conventions are 
used. 1'he follov<ing chart sho,vs you 'vhat cursor and color 
keys to press: 

LISTING 
{BLK} 
{WHT} 
{RED} 
{CYAN} 
{PURP} 
{GAN} 
{BLUE} 
(VELO} 
{AVON} 
{RVOF} 
{ORNG} 
{BAN} 
{LRED} 
{GRYl} 

(C:ontinued on the next oaite.) 

You Type 
CTRL-1 
CTRL-2 
CTRL-3 
CTRL-4 
CTRL-5 
CTRL-6 
CTRL-7 
CTRL-8 
CTRL-9 
CTRL-0 (zero) 
CMM0-1 
CMMD-2 
CMMD-3 
CMMD-4 
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LISTING 
{GAY2} 
{LGAN} 
{LBLU} 
{GAY3} 
{C/ON} 
{C/UP} 
{C/Rn 
{C/LF} 
{HOME} 
{CLR} 
{RHF8} 

You Type 
CMM0-5 
CMMD-6 
CMMD-7 
CMMD-8 
Cursor/down 
Cursor/up 
Cursor/right 
Cursor/left 
Home 
Cir 
Function Keys 

CTRL = control key 
CMMO = Commodore key 



Program 

Options 

. ..\.fter you have created your game once, you 1nay want to go 
back again and try different options . . Follo\v this chart to see 
what game options are on which page: 

Option 
lA AC Rivers 
18 OC Tunnels 

Program 
Lines 
1000-1100 
1000--1300 

Page Numbers 
C64 Apple CoCo 
130 146 162 

2R Leap Over Electrorocks 2000-2100 132 · 148 164 
28 Blast Electrorocks 2000-2300 

3A Drop Bombs on 
Negabeasts 

38 Shoat Negabeasts 

4A Metal Mountains 
48 Hydrolakes 

SA Add Minutes from 
Electra rocks 

58 Lose Turn from 
Electrorocks 

3000-3100 134 ISO 166 
3000-3300 

4000-4100 136 152 168 
4000-4300 

5000-5100 138 154 170 

5000-5300 
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Option 
6R Stranger Negabeasts 
68 Fewer Turns 

7R Power Station Rdds 
Fuel 

78 Power Station 
Subtracts Minut�s 

Program Page Numbers 
Lines C64 Apple CaCo 
6000-6100 11.lO 157 172 
6000-6300 

700ll-7300 142 159 174 

7000-7300 

The c; seg1nf'lllS follow direetly afi:er\-vard Oll the sanie page. 
All (; Ii 11 e 11u1 n hers start at an ev<"n 500; ti:>r exa 1n pi f.', the 
lines for segn1ent .5C start at 5500 an<l .. vilJ go 110 higher than 
5999. 



How to Play the Game 

Introduction _______________ _ 

You must \Vin the diflicult Terminal Test, the final game of 
the CPU tournaments. If you lose, Ro1niden will die and the 
evil Hex Raster and his gang \viii destroy Venturia and all 
computers here on Earth! 

To save Venturia, you must pilot your speedy vibrovan 
safely through a deadly obstacle course. Along the \vay, you 
will encounter n1oving objects. Some objects are dangerous 
and others can help you. You must move your vehicle suc
cessfully through the course until the allotted number of 
binary minutes are up. 

When the game starts, your vibrovan will be in the center 
of the screen. It will stay there unless you move it with a 
joystick, but the other objects on the screen will be rolling 
from top to bottom. You must decide where to move and 
when. Sometimes your best move will be to let objects go 
past you and other times. you must get out of the way 
quickly! 

The Tern1inal Test obstacle course is filled with many 
different kinds of objects. During the earlier parts of the 
CPU tournament, vou made choices that determined what 

' 

kinds of objects will be on the course and how they will 
affect vou. ' 

123 



124 

Choice I 

SETH �1CEVOY AND LAURE S�HTH 

\Vhcn you arrived at Vcnturia, you chose between .i\C: 
rivers or DC tunnels. If vou selected the AC rivers and vour ' , 
van touches one during the game, it \viii plunge right in. 
You \Von't know which direction the river flows, hut it \vill 
carry you safely to one end of the hori,,.ontal river or the 
other. 

If you selected the l)C tunnels,  your vehicle will disap
pear fi-0111 the screen \vhen you enter a tunnel entrance. ·rhe 
van \vill reappear at a unknown location no more than ten 
spaces a\vay fronl where you entered. 

Choice 2 

Scattered throughout the screen arc deadly electrorocks, 
\vhich you must avoid. \.Yhen you chose betwet'.'n Hyte Ball 
and l)ata ·rennis, you also were choosing the 1nethud of 
dealing with electroroeks. l)epending on your choice, you 
either have the ability to leap over clcctrorocks or blast them 
out of the \Vay. 

Choice 5 

\Vhen you chose between Crystal Sailing and Silicon Skiing, 
you also chose what happens when ynu hit an eleetrorock. 
J)epen<ling on your choice, you will either add binary min
utes to the total nu1nbcr needed to win the ga111e, or you 'viii 
lose one of vour turns. ' 

You start out the ga1ne with a certain number of turns. If 
you lose a turn, the screen will go blank and you'll start over 
again in the center. lf you Jose all your turns, the gan1e is 
over and you \vill have lost the entire ga111e. 

Choice 3 

.Four hungry negabcasts will chase your van. l'hey are 
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your enemies and will follo\.V you no matter \Vhere you try to 
1nove. Tf a negabeast touches you, you \vi11 lose a turn. 
"\;egabeasts start out in the four corners of the screen. 

After v1rinning giant Hohot Hacing, you received the method 
of dealing with negabcasts. You chose to drop homhs in their 
path or shoot thc1n. Negaheasts follo\v you in a straight line, 
so if you dnip a homh in their way, they'll sn1ash right into it 
and die. 

Shooting negabeasts will also kill the1n. Any time a 
negaheast dies, another is created in one of the corners of 
the screen. There will ahvays be four negabeasts to follow 
you. 

Choice 4 

At the .\faze of �fath, you chose \vhethcr to have l\1ctal 
\1011ntains or Hyflrolakes in your ohstaC'IP co11rse. \.-f etal 
�1ountains can he crossed, hut you will use up extra fuel for 
doing so. 

Hydrolakes are full of an acid that will destroy your van. If 
you hit a lake you will lose your turn. Luckily, each lake has 
a uniboat on its shore. If vou enter the uniboat, vou can 
cross the llydrolakc safely. 

Choice 7 

• • 

You \vill encounter power stations on the course. Depend
ing on your Laser Joust choice, these stations will either add 
fuel to your van or subtract hinary 1ninutes fro1n the total left 
hefore the game can end. 

Choice 6 

\Vhen Ra1nda played Thennal Polo, she obtained the 
1nicromedal that gave you a choice petvveen stronger nega
bcasts and fewer turns. Stronger negabeasts have the power 
to smash their way across rivers, turincls, lakes, inountains, • 
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power stations, and electrorocks. To compensate, you will 
have more turns 'vith this choice. 

\Veaker negabeasts cannot cross any obstacles and will die 
upon hitting any object (except you). Choosing weaker nega
beasts also means you have fe,ver turns to play the game. 

Scoring 

You start the game with a certain amount of fuel. Each 
time you move your vehicle with the joystick, you burn up 
one unit of fuel. If you don't move your joystick, your 
vehicle drifts automatically through the course and does not 
use up fuel. If you run out of fuel, you cannot move your van 
from its automatic course, and you will drift helplessly until 
you hit an obstacle or the ga1ne is  over. 

The binary minutes remaining and the amount of fuel left 
'vill be displayed at the bottom of the screen. Eaeh time you 
lose a turn, you will be told how many turns are remaining. 

If you lose all your turns, the game is  over and you have 
lost. The remaining fuel and binary minutes will be dis
played and you can try again. 

You can win the Terminal Test only by completing the 
obstacle course in the allotted nu1nber of binary minutes. If 
you \vin, you will he shown the amount of fuel you had left, 
and you can play again. 

Drive your vibrovan carefully, keeping a sharp lookout for 
any obstacles in your path! Homiden's life and the fate of all 
computers depends on your skill and daring. Only you can 
save Venturia! 

5{Jecific Instructions for 
Each Comf]uter _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ - - - - - - - - - - - - - - - - - - - - - - - - - - - - -
Commodore 64: Use joystick port 2 for your joystick. Use 
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the [FI] button to kill negabeasts. Use the [F7] button to 
deal with clectrorocks. 

Apple: ,.\djust your joystick so that it will move the vehicle 
smoothly. Use either joystick button to kill ncgabeasts. Use 
the spacehar to deal \Vith electrorocks. 

Radio Shack CoCo: Adjust your joystick so that it will 
1nove the vehicle smoothly. l1se the right joystick port. Use 
the joystick fire hutton to kill negaheasts. Use the spacehar 
lo deal \Vith eleclrorocks. If you have a 16K 1nachine, type: 

POKE 25.6:NEW 

and press RETtRN before you do any typing. This \viii give 
you the 1naximu1n ainount of 1nc1nory available. 

Hen1en1her, Rotniclen's life and the fate of all computers 
depends on your actions! 



• 
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Option Sheet 

�1ark vour choices as vou lnake then1: , , 
Segment I 
Choice IA: AC Rivers __________ _ 
Choice 18: DC Tunnels __________ _ 
5egment2 
Choice 2R: Leap Over Electrarocks _____ _ 

Choice 2B: Blast Electraracks _______ _ 
5egment 3 
Choice 3A: Droi:i Bombs an Negabeasts ____ _ 

Choice 38: Shoot Negabeasts _______ _ 

Segment l./ 
Choice LIA: Metal Mountains ________ _ 
Choice 48: Hydrolakes _________ _ 
Segment 5 
Choice SA: Add Minutes from Electrarocks ___ _ 
Choice SB: Lose Turn tram Electrarocks ____ _ 

5egment 6 
Choice 6A: Stronger Negabeasts ______ _ 

Choice 68: Fewer Turns _________ _ 
Segment 7 
Choice 7A: Power Station Adds Fuel _____ _ 
Choice 78: Power Station Subtracts Minutes __ _ 



- - - -COMMODORE 5£/ 
GRME PROGRR/vl _ _ _  _ 
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TYPE SEG�IENT A OR B, THEN TYPE SEGMENT C. 

__ 1-a _ _  �---------------------

1 00 REM ARCADE E X PLORERS SAHE 2 
200 REH REVENGE OF THE RASTER GANG 
300 REM COPYR I GH T  SETH HCEVOV & LAURE S H I TH 
400 REH P U B L I SHED BY DELL BOOKS, I N C .  
500 S O T O  8600 
1 0 00 REM RI VERS O R  TUNNELS 
1 1 00 GOSUB 4 5 0 0 : RETURN 

1-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

1 0 0  REH ARCADE EXPLORERS BAHE 2 
280 REH REVENGE O F  THE RASTER GANG 
3BB REH COPYRIGHT S E T H  MCEVOY & LAURE S M I T H  
400 REH PUBLISHED B Y  DELL BOOKS, I N C .  
5BB GOTO 8 6 1110 
1 0 80 REH R I VERS OR TUNNELS 
1 3 0 0  GOSUB 47001 RETURN 

_ _  l-c ______________ ;.... _ _ _ _ _ _ _ _  _ 

1 5 0 0  REH M A I N  LOOP 
1 5 0 5  EF=0 
1 5 1 0  GOSUB 25BB : REH SCROLL SCREEN 
1528 GOSUB J BBB: REH T I C K 
1530 GOSUB 2 7 B 0 s REM MOVE HERO 
1S35 I F  E R < > 3 2  THEN GOSUB 2910 
1540 GOSUB 55BB: REH MOVE ENEM I E S  
1 S 70 SET Gt 1 I F G$< > " "  THEN GOSUB 6800 
1S80 I F  E F < > I  THEN GOTO 6 6 0 0  
1 590 GOTO 1 50 0  
1600 REH RANDOH Y I N  
1 6 05 VN•B 1 I F  RND C 0 ) >RN THEN YN•l 
1 6 1 0  RETURN 
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__ l-c_Continued ___________ _ 

1 7 1 5  C L s l N T < RND ! I J t3 9 J + J  
1 7 1 0  RETURN 
1 � 10 REH T l CI< 
1 81� POKE V+3 , 9 1 POKE V+ 5 1 1 1 POKE V+6 , 2 49 
1 8 1 0  POKE V , 4 5 : POKE V + 1 , 5 1: POKE V+4 , 6 5 
1 820 POKE V+4 , 6 4 : RETURN 
1 900 REH BLAST SOUND 
1915 POKE V+ 1 1 9t POKE V+5 1 4 1 POKE V+b , 7 2  
1 9 1 0  POKE V+4 , 1 2 9 t POKE V+4 , 1 28: RETURN 

\.\'HEN YOU HAV.E FINISllED TYPING, 
<:C)NT!�UE RE:Al)ING ON PAGE 20. 
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TYPE SEG:Vtf<:NT A OR B, THEN TYPE SEC:\ofENT C. 

2-a -- - - - - - - - - - - - - - - - - - - - - - - -

2000 REM JUMP OR BLAST ELECTROROCKS 
2 1 0 0  GOSUB 750 0 �  RETURN 

2-b - - - - - - - - - - - - - - - - - - - - - - - - - -

2 0 0 0  REM JUMP OR BLAST E L ECTROROCKS 
2300 GOSUB 760 0 : RETURN 

_ _  2-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

2500 REM UPDATE S T R I NG 
2515 FDR l = 1 T D 4 1 : AS C I ) = 3 2 : AC < I J = l 5 1 N e x r  
2 5 1 111 GOSUB 1 111 111 II 
2520 GOSUB 3701 
260111 REH �AKE ELECTROROCKS 
2 6 1 0  FOR J = 1 T 0 2 1 GOSUB l 710 1 A S < C L 1 = 35 : A C ( C L ) • l  
264111 N E X T : RN= . 1 1 GDSU8 161 0 : J F  -VN THEN 2660 
265 111 60SUB 1 7 lillz AS < CL l z 1 6 : A C < C L ) : 4 
266 111 GOSUB J5881 RETURN 
2700 REH V I BROYAN HOYE 
2785 C=PEEK < J S I AND F T 1 H X • 0 1 M V •lll 
2 71118 I F  F U < J  THEN 2730 
2 7 1 111 IF C• 1 4  THEN HYm-1 
2 7 1 5  IF C=7 THEN H X = l  
2720 I F  C • 1 3  THEN M Y• 1 1 GOSUB 2760 
2725 J F  C = l l  THEN H X = - 1  
2727 I F  C< >FT THEN GOSUB 77001FU=FU·l  
273 111 POKE VP-4 0 , E R  
2735 CaVP•HX+40t H Y 1 I F  C<SC+40 OR C > ( 2*SC-69> 

THEN 2700 
2737 V X = V X + K X 1 VY=VY+H Y 1 I F  V X < 1  OR Y X > 3 9  T H E N  

V X = V X - M X : VY=VY-MY1 GOTD2700 
2738 IF VY< 1 OR V V > 2 2  THEN V X = V X - H X 1 VV•VV·MY 

.. 
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_ _  2-c_Continued ___________ _ 

2739 ER•PEEK ( V P+MX+40•MV ) 1 J F ER•32 THEN SP•I 
2 7 4 0  VP�csPOkE VP , 1 60 1 POKE VP+DF , l 1 RETURN 
2 7 6 1  REM FORWARD JUMP 
2 7 6 5  TT=ER: ER=PEEK < V P ) 1 J F E R = 1 1 2  DR ER=219 T 

H E N  ER• T T 1 RETURN 
2 7 7 8  BDSUB 2 9 18 1 E R = T T r POKE YP+DF , I  
2781 RETURN 
2900 REM COLL I S I O N S  
2985 I F  ER•J5 THEN GOSU8 5181 
2 9 1 0  IF E R = 1 0 2  THEN GOSUB 4600 
2 9 1 5  IF ER=219 THEN 6DSUB 4 7 5 1  
2920 I F  E R = 1 4 1  THEN FU=FU-2 
2925 IF ER= 1 5 1  AND SP=I THEN EF•3 
2930 IF E R = 1 6  THEN SA=20: GOSUB 78001 GOSU8 7 1  

08 
2935 IF ER=43 THEN 60SUB 781B : SP = 1  
2940 I F  ER=88 THEN EF=2 
2950 I F  ER=32 THEN SP=0 
2990 RETURN 

\VIIEN YOU HAVE Fll\ISHEl) "IYPJ \"(;, 
CO:'.\l'l:'.\lJE HEADJ:'.\(; O"J PAGE 36. 
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TYPE SEGMENT A OR B. THEN TYPE SEGMENT C. 

__ 3-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

3111 REM DROP BOMBS OR SHOOT NEGABEASTS 
3 1 11 GOSU8 S7111 RETURN 

_ _  3-b. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

3000 REM DROP BOMBS OR SHOOT NEGABEASTS 
3311 FOR I • l TO B 1 KE < I l •KE < I + B l 1 NE X T 1 GOSUB 5800 

1 RETURN 

_ _  3-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

3580 REM PRINT L I NE 
3SIS D I = D I - 1 1 IF D l < l  T�EN 6711 
3S1 111 FOR I • 1 T041 
3S21 POKE BL + l , A S < I > 1 POKE BL+l+DF 1AC < I > 1 NE X T  
3S41 At=•<RYON> CGRY2> FUEL "+STRt CFUl + "  T I M  

E "+STRt C D l l + "  TURNS "+STRt C L Y ) + M  CRYOF> 
3SSS PRINT A t 1 FORI•IT061 POKE S L + I , 1 6 1 1 POKE S 

L+l+DF 1 1 2 1 NEXT1 RETURN 
3610 REM I N I T  B I G  08 
361S LB•INT CRND C l l •S > + J 1 GOSUB 1 711 
3 6 1 S  IF CL<S OR CL>31 THEN 361S 
3621 " 8 • 1 1 CB•CL1 RETURN 
36SI RE" CREATE 8 1 9  0 8  SES"ENT 
3655 NB•INT CRND C l > •J ) +J 
3668 FORI•CB-NB T O  CB+WB 
366S AS C I > •B81A C < l > •B C 1 N E X T 1 MB•"8+1 
367S I F  88• 1 4 1  OR "B>2 THEN RETURN 
3681 A S C C8 l • 4 3 1 A C C C8 ) • 4 1 RETURN 
3711 REM B I G  OBJECTS 
371S IF "8>1 THEN 3721 
3 7 1 1  RN•.21 GOSU8 1610 
371S IF -YN THEN RETURN 

' 
J 

t. 



REVK'.'lG.E OF THI': RASTER GANG 135 

_ _  3-c_Continued _ _ _ _ _ _ _ _ _ _ _  _ 

3721 l F  L8-�Bs<8 THEN M B = 8 1 RETURN 
3725 GOSUB 36501 RETURN 
3Sl0 REM SPRING SOUND 
3 8 1 0  PO�E V 1 30 t POKE V + l , 25 
3820 POKE V+2 , 22 4 1 POKE V+ 3 , 124 
3830 POKE V+ 5 1 5 1 t P OKE V+61 214 
3840 POKE V+24 , 1 4 1 PDKE V+4 , 6 5  
3850 POKE V+4 1 6 4 1 RETURN 
3910 RE� R I VER SOUND 
l90S POKE V , 2 4 6 : POKE V + l , 84 
3 9 1 0  POKE V+7 , 9 1 POKE V+ S , 70 
3 9 1 5  POKE V+ 5 , 1 B 0 t POKE V+ 6 , 1 3 8  
3920 POKE V+ 1 2 1 1 0 8 1 POKE V+1 3 1 1 3 8  
3925 POKE V+24 1 1 4 
3930 POKE V+4 , 3 3 1 POKE V + 1 1 1 1 29 
3932 F O R J = l T0200 1 N E X T  
3935 POKE V +4 , 32 t P OKE V+1 1 1 1 28 
3940 RETURN 

\.VlIEi\ YOU HL.\ VE Fli\ISHEI) "JYP INC, 
(�01\TINUE READI�G O� P1\GE 51. 
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TYPE SEGMEN1' A OH H, THEN TYPE SEG!'v1ENT C .  

--'-1-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

4111 REM MOUNTAINS OR LAKES 
4 1 10 B B• 1 4 1 1 BC•91 RETURN 

4-b � - --- - - - -------------- ----

4110 RE" HOUNTAIN6 OR LAKES 
4301 B8 = 1 , 1 : 8C=6: RETURN 

_ _  4-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

45lillil REl'I R I VERS 
4505 I F  RND ( B ) > , 3  THEN RETURN 
4 5 1 0  GOSUB 1 70 0 1 R L = I N T (RND ( 0 l t 1 0 l + 5 
4 5 1 5  CL=CL+ 2 : I F  R L + C L > 3 8  THEN 45 l 0  
4520 FORI=CL TO CL+RL 
4525 AS l 1 ) = 1 0 2 : A C ( l l = 6 : NE X T : RETURN 
4600 REH RI VER l'IOVE 
4 6 1 0  GOSUB 39001POKE V P , E R : POKE VP+DF , 6  
4 6 1 5  R N = . S 1 GOSUB 1600 
4620 F L = l : I F  Y N = l  THEN F L = - 1  
4625 I F  PEE K ( VP+FL 1 < > 1 0 2  THEN FL=-FL 
4 6 3 0  VP=VP+ F L : V X = V X + F L  
4 6 3 5  I F  PEEK I V P+FL l = 1 02 T H E N  4630 
4640 VP=VP+F L : V X = V X + F L : ER=32 
4645 POKE VP 1 1 68 1 POKE VP+DF , 0 1 RETURN 
4700 REH TUNNELS 
4 7 1 0  I F  RND C 0 l > . 3  THEN RETURN 
4720 60SUB 1 7 0 0 1 I F  CL>39 THEN CL=39 
4730 A S ( C L l =209 1 A C ( C L l = 9 : R E T U R N  
4750 REH TUNNEL MOVE 
4 7 5 2  GOSUB :saee 
4755 POKE V P , 2191 POKE VP+OF , 9 t R N=6 
4760 GOSUB 47901 K X = J P 1 GOSU8 4 7 9 0 1 M V = J P  
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_ _  
ll-c _ Cantinued. _ _ _ _ _ _ _ _ _ _  _ 

4766 IF PEEK ( C ) < >32 THEN 4 1 6 0  
4 7 6 7  I F  V X + H X >36 T H E N  4 7 6 0  
4768 I F  VX< 1 DR V X > 3 9  THEN 4 7 6 1  
4769 I F  C < S C + 4 0  OR C > 2 • S C - 6 9  THEN 4760 
4770 V X = Y X + H X 1 VY=VY+MY 
4 7 7 2  VP:C1ER=321 POKE VP , 1 6 0 t P OKE VP+DF , 0  
4780 RETURN 
4 7 9 0  J P = I N T ( ( RND ( 0 ) * RN+ 6 ) • ( I N T <RND l 8 ) t 3 ) - 1 ) )  

1 RETURN 
4800 REH GET ELECTROROCKS SOUND 
4 8 1 0  FOR I = 1 T0 2 0 1 POKE V + 1 , I t3 + 5 8 1 POKE V+6 1 I  
4840 POKE V+4 , 6S : POKE V+4 , 64 1 NE X T : RETURN 
4900 REH G E T  NEGABEASTS SOUND 
4 9 1 0  F OR r = 1 T028s POKE V+ 1 , 1 0 0- J • 5 1 POkE V +6 , I  
4 9 4 0  POKE Vt4 1 6 5 : POKE V+4 1 6 4 1 NE X T 1 RETURN 

\VHEK YOV HAVE FINISHED l''YPING, 
COl\TINtrE READil\G 01\ PA(;E 64. 
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TYPE SEG1"1EN1' A OR B, THEN TYPE SEC;�1ENT C. 

_ _  5-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

5000 REM E-ROCKS ADD M I NU T E S  OR L O S E  TURN 
5 1 0 0 DI=D I + 1 0 : RETURN 

_ _  5-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

5090 REM E-ROCKS ADD M I NUTES OR LOSE TURN 
5300 E F= l : RETURN 

_ _  5-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

5500 R E M  H O V E  NEGABEASTS 
5505 FO R I = 1 T 0 4 : T F = 0 1 PF=8 
5507 I F  TP ( I l < S C+40 OR TP < I l > ( 2 t SC-69l THEN 

R E T U R N  
5 5 1 0  I F  PEEK ( TP < I > -4 0 ) •88 THEN SOTO 5 5 1 5  
5 5 1 2  TP ( l l = TE < I > t G OSUB 5610 
5 5 1 5  POKE T P ( I / - 4 0 , 32 1 C= TP < I > -SC 
5520 T Y = INT ( C / 4 0 l + l t TX•C-TYt40+41 
5525 A X = ABS ( V X - T X > 1 AY•ABS<VY-TY > 1 X D = 0 1 YD•I 
5527 IF A X > A Y  THEN 5550 
5528 P F = l  
5530 I F  T Y > V Y  THEN YD= - l 1 60TO 5561 
5540 Y D = + l : GOTO 5561 
5550 I F  T X < V X  THEN X D• l t SOTO 5561 
5555 X D = - 1  
5560 C = T P ( l l +XD+41 • Y D t T F = T F + 1  
5562 I F  PEEK ( C l = l 6 0  THEN EF•21 GOTO 5571 
5563 I F  PEEK ( C l • 1 7 1  THEN C•T E < I l 1 60TO 5579 
5564 IF S E = l  THEN 5570 
5565 I F  PEEK < C l < > 3 2  THEN 5590 
5570 TP ( I l =C 1 POKE C , B B 1 POKE C+OF , 0  
5580 N E X T : RETURN 
5590 I F  T F > l  THEN SOTO 5581 



, 
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_ _  5-c _Continued L- - - - - - - - -

5595 SOTO 5 5 5 0  
5 6 0 0  RE� CREATE NEGABEASTS 
5605 I F  P£EK < T P C I > > � 1 6 1  THEN EF•2 
5 6 1 0  POK£ T P C J > -4 0 , 88 1 POKE TP C J > +DF·40 , 1 1 RET 

URN 
5700 RE� DROP BO"BS 
5 7 0 5  GOSUS 4900 1 FOR I = 1 T08 
5720 C=PEEK C VP+KE C I > >  
5 7 3 0  I F  C< > 3 2  AND C< >BB THEN 5750 
5 7 4 0  POKE VP+KE I I ) , 1 7 1 1 POKE YP+KE < I > + D F , 2  
5 7 5 0  NEX T : FU=FU-3t RETURN 
5800 REM SHOOT NEGABEASTS 
5805 GOSUB 4 9 0 0 1 F O R I = 1 TOS 
5 8 1 5  C=PEEK CYP+KE < I > >  
5 8 2 0  I F  C< >32 AND C< >BB THEN 5 8 3 0  
5825 POKE VP+KE C l > , 8 7a PDKE VP+K E C J > +D F , 2  
5835 N E X T : F O R I = S  TO 1 STEP - I  
5840 C=PE E K C VP+KE C l > >  
5845 I F  c�e1 THEN POKE VP+KE C i l , 32 
5850 N E X l 1 FU•FU·J1 RETURN 

\VHEN YOU HAVE FINISHED TYPING, 
{�()NTINUE RE.i\DING ON PAGE 77. 
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TYPE SEGMENT A OR B, THEN TYPE SEGMENT C. 

_ _  6-a ______________________ _ 

6190 REM STRONGER BEASTS OR LESS TURNS 
6 1 88 SE = 1 : L V = 5 : RETURN 

_ _  6-b ______________________ _ 

6001 REH STRONGER BEASTS OR LESS TURNS 
6300 SE= B : L V = 1 0 : RETURN 

_ _  6�c ___________________ _ _ _  _ 

6500 REH OPENING 
6513 POKE 5328 1 , 1 5 1 PO K E  532 8 1 , 1 2  

6505 P R I N T t P R I N T " <CLR > < C I D NJREAD THE BOOK FO 
R IN6TRUCT10NS ! M  

6 5 1 0  P R I N T t P R I N T N OBJECTS ON THE COURSE : " 
6 5 1 5  P R I N T "  < C I D N > Y I BROVAN » : C L GRN> " < C I DN J  

ELECTROROCK• 
6528 P R I N T N  C C I D N > NEGABEAS T " 1 < L GR N J P  ( C /DN 

> R I VER II 

6525 P R I N T H  C C I D N > TUNNEL " 1 CLGRN > "  < C I D N > HO 
U N T A I N  II 

6530 P R l N T n  C C I D N > LAk£" 1 C LGR N > � C C / D N > BOAT 
6535 P R I N T "  C C / D N > POWER S T A T I O N "  
6541 DATA 1 6 1 , l , 3 5 , 1 , ee , e , 1 02 , 6 , 2 09 , 9 , 1 4 1 , 9 ,  

1 5 1 , 6 , 43 , 4 , 1 6 , 4  
6545 K • 1 2 24 1 F OR I •IT08 
6550 READ K l , K2 : POKE K + I f 80 , K 1 1 POKE K + I *80+5 

4272 , K 2 t NE X T  
6590 P R I N T " ( C / D N > <RVON> PRESS ANY KEY CRVOF> 
6592 GET G$ r I F G$= " "  THEN 6592 
6595 RETURN 
6600 REM LOSE TURN 
6695 GOSUB 1988 

• 



' 
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_ _  6-c _ Continued _ _ _ _ _ _ _ _ _ _  _ 

6 6 1 0  P R I N T " C C L R > CC/DN) CC/DN> <NHT> VOU LOSE A 
TURN ! "  

6 6 1 2  I F  E F s l  THEN P R l N T t PR I N T " YOU H I T  AN ELE 
CTROROCI< ! II 

6 6 1 4  I F  EF=2 THEN P R I N T t P R I N T " A  NEGABEAST GO 
T YOU ! ! • 

6 6 1 6  I F  EF=3 THEN P R I N T t P R I NT " BLUB ! YOU DROW 
NED ! "  

6648 LV=LV - 1 1 I F  L V < l  THEN 6761 
6645 P R I NT 1 PR I N T " YDU HAVE " J L V J " TURNS L E F T "  
6650 P R I N T s P R I NT " P RESS ANY KEY T O  CO N T I N U E "  
6695 G E T  8f1 I F  8f= N "  THEN 6695 
6697 SOTO 8500 
6708 REM YOU W I N  
6715 FORK= l T0 3 1 BDSUB 4Bll 1 NE X T  
6 7 1 0  P R I NT " C C L R > < C I DN > VOU N I N  THE GAME 
6720 P R I N T 1 P R I N T "YDUR F I N AL SCDR E 1 "  
6730 P R I N T 1 SDSUB 3540 
6740 P R I N T s P R I NTNPRESS ANY KEY TD PLAY A G A I N  
6745 0 E T  8 $ 1 J F  Gf= N N  THEN 6745 
6751 RUN 
6760 P R I N T 1 P R I N T N V O U  LOST THE GAME ! "  
6765 GOTO 6720 
6888 REH KEYBOARD INPUTS 
6 8 1 0  POl<E 1 9 8 1 8  
6820 I F  G•: H ( f 7 ) � THEN { F 2 }  2011 
6830 I F  6t= " < F 1 J "  THEN C F 2 J  3080 
6898 RETURN 

\VllEN YCJU H . ..\ VE FINISHED TYPIN(;, 
(�()l\TINUE REA.Dll\G ()!\ P,.\GE 84. 
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TYPE SEG�E�T A OR B, ·rtt.EN TYPE SEG1\1E!'JT C. 

_ _  7-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

7091 RE" CHANGE FUEL OR " I NUTES 
7 1 00 FU=FU+SA1RETURN 

_ _  7-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

7999 REH CHANGE FUEL OR H I N UTES 
7300 D I = DI ·SA1 RETURN 

_ _  7-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

7511 REH JUMP OVER ROCKS 
7505 BDSUB 4B09t C=PEEk ( VP + 1 2 0 1  
7521 I F  C < >32 THEN RETURN 
7525 I F  VP>2•SC-69-120 THEN RETURN 
7531 POKE V P 1 3 2 s VP=VP + 1 2 1 1 VYsVV+3 
7555 POKE V P , B 3 r POKE VP+DF , 2  
7561 FU=FU-l1RETURN 
7611 REH SHOOT ROCkS 
7615 I F  VP>2•SC-69-121 THEN RETURN 
7 6 1 0  FOR J : 1 T0 3 1 C = PEEK < VP+40• 1 1  
7625 I F  C=35 THEN C=32 
7631 DP I J > = C 
7635 POKE VP+41• 1 , 22 1 POKE VP+41t I+DF , 2  
7641 N E X T z GOSUB 4 8 0 0 1 FORJ • I T O S l : N E X T  
7650 FOR I = 3  T O  l S T E P  - 1  
7652 FDRJ = 1 T0200 1 N E X T  
7655 POKE VP+41 t l , DP ( I )  
7660 N E X T 1 FU=FU-l1RETURN 
7710 REH HOVER SOUND 
7 7 1 1  FOR 1 = 1 T0 5 1 POKE V + l , 51 · 1 t 4 : POKE V + 6 , I  
7740 POKE V +4 , 65 r POKE V+4 , 64 1 N E X T 1 RETURN 
7800 REH BONUS SOUND 
7815 FOR J = l T O l l r GOSUB 1 80 1 1 N E X T : RETURN 
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__ 7-c_Cantinued __________ _ 

8500 REK EVERV I N I T  
8585 POKE 53288 , 1 2 : REH BORDER 
8 5 1 8  POKE 5328 1 , 1 5 1 REH BACKSROUND 
8 5 1 5  P R I N T U < C L R > " 
8528 FORI = 1 T0 22 1 PR I N T • c c t D N > " •  
8522 N E X T 1 P R I N T  
8525 V X • 1 8 1 v v� 1 1 1 VP=SC+ V X + (48•V Y > - 4 1  
8531 FORI = 1 T 04 1 T P C J > = T E C I ! 1 NE X T  
8565 HB•l 1 ER•l21 GOTO 1 5 01 
8688 REH F I R S T  I N I T  
861115 BOSUB 651 111 
8 6 1 0  JS=S6321 1 F T = 1 5 1 FU=280: D I =501 
8620 D I M  AS < 4111 ) 1 T E C 4 > , TP C 4 > , D P C 1 0 ) , A C C 40> 
8625 D I M  KE C 1 6 l : FD R I = 1 T D 1 6 1 READ K E < I > 1 NE X T  
&626 DATA - 4 1 1 - 4 9 , - 3 9 , - 1 , 1 1 3 9 , 4 8 1 4 1  
8627 DATA -40 , -ee , - 1 , - 2 , 1 , 2 , 40 , 80 
8638 S C = 1 8 2 4 1 CS=55296:DF=CS-SC 
8635 BL=SC+23•4 1- l : SL=BL+34 
8641 DATA 3 1 3 1 3 5 1 3 1 3 1 2 2 1 3 5 1 22 
8645 FORI = 1 T 0 4 1 READ H X : READ HY 
8647 TE C I > = SC+ H X + C 40*M Y > - 4 1  
8648 TP C i l = TE C i l : NE X T  
8658 605UB 48001GDSU8 6180 
8668 V=542 7 2 : F D R I = 1 T024: PDKE V + J , 0 1 NE K T 1 POKE 

V + 24 1 1 5  
8690 GOTO 8�110 

\VHEN YOU H:\ VE Fil\ISJ-IED "fYPil\G, 
CONl1NVE READING ()� PAGE 97. 
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TYPE SEG�fENT A OR B, TJIEN TYPE SEG�IENT C. 

_ _  1-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

1 0 0  REH ARCADE EXPLORERS GAME 2 
1 1 �  REM REVENGE OF THE RASTER GANG 

1 20 REM COPYRIGHT SETH MCEVOY & LAURE SMITH 

1 30 REM PUBLISHED BY DELL BOOKS , INC . 
1 50 GOTO 8600 
1 8 60 REM Rl'JERS OR T�ELS 
1 1 08 GOSUB 450 0 :  RETURN 

_ _  l-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

1 0 8  REH ARCADE EXPLORERS GAME 2 
1 1 0  REM REVENGE OF THE RASTER GANG 
1 20 REH COPYRIGHT SETH MCEVOY & LAURE SMITH 
1 30 REM PUBLISHED BY DELL BOOKS, INC. 
1 50 GOTO 8600 
1 0 0 8 REM RIVERS OR T�ELS 
1 300 GOSUB 4700 : RETURN 

_ _  1-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

1500 REH MAIN LOOP 
1 505 EF = 0 : BUZZ = PEEK < 49280) 
1 5 1 0  GOSUB 250 8 :  REH SCROLL 

1 530 GOSUB 270 0 :  REM HERO MOVE 
1 535 I F  ER < > 160 THEN GOSUB 2980 
1546 GOSUB 5566 : REM H�JE BEASTS 
1550 I F  PEEK < 49249) ) 1 27 THEN GOSUB 2090 

: REM FB10 ELECTROROCKS 
1 560 I F  PEEK < 49250) > 1 27 THEN GOSUB 3000 

: REM FBl1 NEGABEASTS 
1588 I F  EF < > 0 THEN 6600 
1 590 GOTO 1 500 
1 600 RB1 �Dll'I YIN 
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_ _  
1-c_ Continued _ _ _ _ _ _ _ _ _ _ _  _ 

t 605 YN = 0 :  I F  RND < 1 )  > � THEN YN = 1 : RE 
TURN 

1 790 REM RPiNDctl COL 
1 705 CL = INT < RND < 1 >  � 39> + 1 

1 7 1 0  RETURN ' 

1900 REM BLAST SOlJ'.ID 

1 90 5  FOR YY � 1 TO 3 : DU = 30 : F R  = 200 : GOSUB 
6850: NEXT : RETURN 

\VI IEN Y<lV H,.\ VE l'lNISHED TI PING, 
CONTli\UE R.E,i\UING ()N PAGJ<� 20. 

·, 
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TYPE SE(;t1'1E�·r 1\ OH B, THEN TYPJ•: SEG\fENT C. 

_ _  2-a. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

2000 REM JUMP O R  B L A S T  ELECTRDROCKS 
2 1 0 0  GOSUB 7 5 0 0 : R E T U RN 

_ _  2-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

2800 REM JltlP OR BLAST ELECTROROCKS 

2300 : GOSUB 760 8 �  RETURN 

_ _  2-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

2588 REM UPDATE STRING 
2585 FOR I = 1 TO 49 :AS< I >  = 1 6 8 :  NEXT 
2 5 1 8  GOSUB 1088 
2520 GOSUB 3798 
2680 REM HAKE E-ROCKS 
2610 FOR 1 = 1 TO 2 
2615 GOSUB 1788 :AS<CL> = 163: NEXT 
2640 RN =  . 1 :  GOSUB 1 68 9 :  I F  - YN THEN 2669 
2650 GOSUB 1788 :AS<CL> = 280 
2668 60SUB 3508 
2699 RETURN 

2700 REM VlBRCPv'AN HCNE 
2705 11X = 0 d1Y = 0 
2707 I F FU < 1 THEN 2735 
2710 PH = PDL ( 0 ) : PV  = PDL ( l l  
2715 I F  PV < 55 THEN HY = - 1 
2720 I F  PV > 288 THEN HY = 1 :  GOSUB 2799 
2725 I F  PH < 55 THEN MX = - 1 
2736 I F  PH > 286 THEN MX = 1 
2732 I F  ABS <MX> + ABS (MY) < > 8 THEN G 

OSUB 778 8 :F U = FU - 1 
2735 V = VY  - 1 : H = VX: GOSUB 699 9 :  POKE P,ER 
2740 V = VY + MY:H = VX. + HX :  GOSUB 6908 
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_ _  2-c_ Continued _ _ _ _ _ _ _ _ _ _  _ 

2745 VX = 'IX + MX:VY = VY + tfl' :  I F  'IX < 1 OR 
VX } 39 THEN 2768 

2750 I F  VY < 2 OR VY > 22 THEN 2768 
2755 ER = PEEK < P > : GOTO 2765 
2760 VX = VX - HX :VY = VY - HY :  GOTO 2789 
2765 I F  ER = 1 66 THEN SP = 6 
2778 VP = P :  POKE VP,32: RETURN 
2790 TT = ER : ER = PEEK < VP > : I F  ER = 1 89 OR 

ER = 207 THEN ER = TT: RETURN 
2795 GOSUB 2980 :ER = TT :  RETURN 
2900 R81 COLLISict.IS 
2905 I F  ER = 1 63 THEN GOSUB 5908 
2910 IF ER = 189 THEN GOSUB 4690 
2 9 1 5  I F  ER = 297 THEN GOSUB 4758 
2920 I F  ER = 205 THEN FU = FU - 2 
2925 I F  ER = 2 1 5  AND SP = 0 THEN EF = 3 
2930 I F  ER = 208 THEN SA =  29 : GOSUB 7898 : G 

OSUB 7898 
2935 I F  ER = 1 71 THEN GOSUB 788 0 : SP = 1 

2940 I F  ER = 24 THEN EF = 2 
2958 I F  ER = 168 THEN SP = 8 
2998 RETURN 

\:VlIEN Yt)U IIA VE Fil\I ISlIE IJ 'fYPINf;, 
(�():!\JTl:\IUE REAI)JNG ()N PAGE 36. 
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TYPE SEGMEJ\'T A ()R B, THE!\' TYPE SEGJvfEl.\"T C. 

_ _  3-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

3909 REM DROP BOMBS OR SHOOT NEGABEASTS 
3189 GOSUB 5788 : RETURN 

_ _  3-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

3998 REM DROP BOHBS OR SHOOT NEGABEASTS 
3398 GOSUB 508 9 :  RETURN 

_ _  3-c -----------------------
3598 REH PRINT LINE 
3585 DI = DI - l :  IF DI < l THEN 6786 
3587 HTAB 1 :  VTAB 23 
3510 FOR I = 1 TO 48 
3528 PRINT CHRS <AS< l > > ;  
3525 NEXT 
3530 INVERSE : PRINT • FUEL � ; F U ; •  TIME • ; DI 

; • TURNS • ;LV: NORMAL 
3548 .RETURN 
3688 RB1 INIT BIG OBJECT 
3685 LB = INT < RND ( 1 )  * 5) + 3 
3619 GOSUB 1798 
3615 lF CL < 8 OR Cl > 31 THEN 3619 
3628 HB = 1 : CB = CL: RETURN 
3658 REM CREATE BIG 08 SEGMENT 
3655 we = INT ( RND ( 1 )  * 3) + 3 
3668 FOR I = CB - we TO CB + WB 
3665 AS< I >  = BB: NEXT :MB = MB + 1 
3675 IF 88 = 285 OR HB > 2 THEN RETURN 
3688 AS<CB> = 1 7 1 : RETURN 
3788 REH BIG OBJECTS 
3795 I F  HB > e TH8't 3728 
�? t Q &:It.I = ? • �nc-110 t .ta Ill 
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__ 3-c_ Continued _ _ _ _ _ _ _ _ _ _  _ 

3715 I F  - YN THEN RETURN 
371 7 GOSUB 3680 
3728 I F  LB - HB = < 8 THEN MB = 9 :  RETURN 
3725 GOSUB 3659 : RETURN 
3888 RB1 SPRING SOUND 
3885 FOR 2 Z  = 1 TO 1 8 :  FOR Y = 1 TO S:YY = 

PEEK (4928 8 > :  FOR YZ = l TO Z Z :  NEXT : NEX 
T : NEXT : RETURN 

3989 REM RIVER NOISE 
3985 FOR YY = 20 TO 1 STEP - 1 : FR = YY * 1 8  

+ S8 : DU = '5 :  GOSUB 60511 : NEXT : RETURN 

\VHEN Y()lT HAVE FI:!'JIS HED ITPING, 
C:()l\ITI�l'E READING ()N PAGE 51. 
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TYPE SEG�fENT A OR B, TlIEN l'YPE SEG�ENT C. 

_ _  l.1-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

4899 REH MO�AINS OR LAKES 
4199 BB = 205: RETURN 

_ _  l.1-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

4888 REH MOtl{l'AlNS OR LAKES 
4388 BB = 2 1 5 :  RETURN 

_ _  Ll-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

4586 REM RI VERS 
4505 I F  �D ( 1 )  > . 3  THEN RETURN 
4519 GOSUB 1789 : RL = INT < RND < 1 >  * 1 8 >  + 

5 

4515 CL = CL + 2 :  I F  RL + CL ) 38 THEN 4518 
4528 FOR I = CL TO CL + RL 
4525 AS< I >  = 61 : NEXT : RETURN 
4601 REH RIVER MOVE 
4695 GOSUB 3988 
4618 POKE VP,ER 
4615 RN = . 5 :  GOSUB 1600 
4628 FL = 1 :  I F  YN = 1 THB'<& FL = - 1 

4625 I F  PEEK <VP + FL> < ) 189 THEN FL = 
- FL 

4630 VP = VP + FL :VX = VX t FL 
4635 I F  PEEK <VP + FL> = 189 THEN 4638 
4646 VP = VP + FL:VX = VX + FL:ER = 1 60 
4645 POKE VP,32: RETURN 
4789 REH T�ELS 
4719 I F  RND < 1 >  > . 3  TH8'1 RETURN 
4720 GOSUB 1708 : I F  CL > 39 THEN CL = 39 
4738 AS<CL> = 79: RETURN 
4758 REM T�EL MOVE 
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__ 4-c _ Cantinued __________ _ 

4755 POKE VP ,Z87 : RN  = 6 
4769 GOSUB 4798:11X = JP: GOSUB 4798 :HY = JP 
4765 V = VY + HY:H = VX t HX :  GOSUB 6999 
4767 I F  PEEK <P> < > 168 THEN 4769 
4768 I F  VX + HX > 39 OR VX + HX < 2 THEN 476 

8 
4769 I F  VY t HY > 28 OP. VY + MY < 2 THEN 476 

8 
4778 VX = VX + MX : VY = VY t MY 
4772 VP = P : ER = 1 69 :  POKE VP,32: RETURN 
4798 JP = INT < <  RND < t )  * RN + 6> * < JNT < 

RND ( I )  * 3 )  - 1 > > :  RETURN 
4888 RB1 GET ELECTROROCKS SOltlO 
4805 FOR Y = 5 TO 1 STEP - t : DU = 5 : FR = Y 

* 30 : GOSUB 6856 : NEXT : FOR Y = I TO 5 : FR 
= Y * 30 : GOSUB 6859 : NEXT : RETURN 

4980 RB1 GET NEGABEAST SOltlD 
4905 DU = 1 9 :  FOR y = I T O  S:FR = se : GOSUB 6 

858 :FR = 20 0 :  GOSUB 6858 : NEXT : RETURN 

\\THEN YC)l'. H:\ VE FINISIIEI) 'fYPIN(;, 
C{)N1'1:.'\llJE REAl>lN(; ()\\ PAGE 64. 
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TYPE SF.G\f ENT A OR B, 1"HEN TYPE SEG:\-1El\"T C. 

_ _  5-a - - - - - - - - - - - - - - - - - - - - - - -

5089 REH EROCKS ADD MIN OR LOSE TURN 
5 1 6 0  D I  = DI + 1 9 :  RETURN 

__ 5-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

5988 REH EROCKS ADO MIN OR LOSE TURN 
5388 EF = 1 :  RETURN 

5-c - - - - - - - - - - - - - - - - - - - - - - - - -

5598 REM HOVE NEGABEASTS 
5595 FOR I = 1 TO 4 :TF = 0 : PF = 8 
5510 H = TH< l > :V = lV< l )  - 1 :  GOSUB 698 8 :  I F  

PEEK < P >  = 24 THEN 5512 
551 1 TP< I >  = TE< I > :TV< l >  = EV< I > :TH< I >  = EH<I 

> :  GOSUB '5609 
5 5 1 2  H = TH< l > :V = TV< I >  - 1 :  GOSUB 6900 : POK 

E f' 1 1 69 
5520 XD = 9 :YD = 9 
5525 AX = ABS <VX - THC I > > �AY = ABS <VY - T 

V< I > >  
5527 IF AX > AY THEN 5558 
5528 PF = 1 
5539 I F  TV< I >  > VY THEN YD = - 1 :  GOTO 5568 
5548 YD = l :  GOTO 5568 
5550 lf TH< I >  < VX THEN XO = 1 :  GOTO 5560 
5555 XD = - 1 
5560 H = TH< I >  + XD :V = TV< l >  + YD: GOSUB 698 

9 :TF = TF + 1 
5562 I F  PEEK < P >  = 32 THEN EF = 2 :  GOTO 557 

8 
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5-c Continued -- - - - - - - - - - - - -

5563 l F  PEEK < P >  = 58 THEN TV< I >  = EV< I > :TH 
< I > = EH< I > : P = TE< I > :  GOSUB 380 9 :  GOTO 55 
78 

5564 I F  SE = 1 THEN 5578 

5565 I F  PEEK < P >  < > 1 68 THEN 5590 

5578 TP< I >  = P :  POKE P , 24 

5575 lV< l >  = TV< l >  + YD:TH( l )  = TH< l >  + XD 
5588 NEXT : RETURN 
5590 I F  TF > 1 THEN 5588 
5592 I F  PF = 0 THEN 5528 
5595 GOTO 5556 
5698 REH CREATE BEAST 
5695 I F  PEEK <TP< I > >  = 32 THBll EF = 2 
�618 H = TH < I > :V = lV< I >  - 1 :  GOSUB 6999 : POK 

E P , 24 :  RETURN 
5788 REH DROP 80HBS 
5705 GOSUB 4989 
5718 FOR l = 1 TO 3 :  FOR J = 1 TO 3 
5728 V = VY + I - 2 : H  = VX + J - 2 :  GOSUB 699 

8 
5722 I F  I = 2 AND J = 2 THEN 5738 

5723 I F  PEEK < P > < > 168 THEN 5739 

5725 POKE P 1 58 
5738 NEXT : NEXT :FU = FU - 3: RETURN 
saee REM SHOOT NEGABEATS 
5885 GOSUB 4908 
5816 FOR I = l TO 5 
5828 V = VY + . I  - 3 : H  = VX: GOSUB 6988 :DP< I >  

= p 

5825 V = VY:H = VX + I - 3: GOSUB 698 8 : D P < I  + 
5) = p 

5827 NEXT 
5838 FOR I = 1 TO 1 9  

5835 I F  PEEK < DP < J > >  = 24 THBll POKE <OP< I >  
> , 1 69 :  GOSUB 3898 

.,. 
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_ _  
5-c _

Continued _ _ _ _ _ _ _ _ _ _  _ 

5840 l F  PEEK <OP( J ) )  = 160 THEN POKE DP( I )  
, 162 

5845 NEXT 
5850 FOR I = 10 TO 1 STEP - l 
5855 lF PEEK <DP( J ) )  = 162 THEN POKE DP< l >  

' 1 60 
5960 NEXT : F U  = FU - 3 :  RETURN 

\VHE:'\ YC)l' HA\'E Fit\ISHEI) TYPJt\(;. 

c:cr\'[11\'l!E HEAI)[\(; ():'\ PA(;E 77. 
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TYPE S.EG�1 .E l\'f . .\ OR B, THEl\ TYPE SEG�1Ei\T C. 

6-a - - - - - - - - - - - - - - - - - - - - - - - - - -
6088 REM STRONGER BEASTS OR LESS TURNS 
6100 SE = 1 : LU = S :  RETURN 

__ 6-b - - - - - - - - - - - - - - - - - - - - - - -
6088 RB1 STRONGER BEASTS OR LESS TURNS 
6380 SE = 8 : LV = 1 9 :  RETURN 

_ _  6-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  ...,. _ 

6588 RB1 OPENING 
6585 HtJ1E : PRINT • READ THE BOOK FOR lNSlRUC 

T I CNS ' "  
6519 PRINT : PRlNT " OBJECTS ON THE COURSE : "  
6515 PRINT : PRINT • · • ; :  lflPJERSE : PRlNT • • 

; :  NORMAL : PRINT • VIBROVAN" : PRINT • I E 
LECTROROCK" 

6528 PRINT • " ; :  IN.JERSE : PRINT "X" ; :  NORMA 
L : PRINT • NEGABEAST" :  PRINT • =  RIVER" 

6525 PRINT • 0 Tll'll\IEL" : PRINT • M HOLIITAIN" 
6538 PRINT • W LAKE " : PRINT • + BOAT " 
6535 PRINT • P PWER STAT I CH" 
6598 PRINT : INv'ERSE : PRINT • PRESS ;::t.fY KEY 

• ; :  NORMAL 
6595 GET GS :  RETURN 
6688 REM LOSE TURN 

6685 60SUB 1900 
6610 HCl1E ; PRINT : PRINT "YOU LOSE A TURN! " 

6612 IF EF = l THEN X$ = •you HIT PtN ELECTRO 

ROCK ! I 

6614 IF EF = 2 iHEN X$ = "A NEGABEAST GOT YO 
u ! • 

6616 IF EF = 3 THEN X$ = •BLUB! YOU DR(l.HED! 
• 
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__ 6-c _ Continued _ _ _ _ _ _ _ _ _ _  _ 

6629 PRINT : PRINT X• 
6648 LV = LV - 1 :  I F  LV < I THEN 6759 
6645 PRINT : PRINT •you HAVE • ; LV ; •  TURNS LE 

FT• 
6659 PR INT : l�ERSE : PRINT • PRESS � KEY 

• ; : NO!liAL : GET A$ :  GOTO 8509 
6788 REM YOU WIN 
6785 FOR K = 1 TO 3: GOSUB 488 0 :  NEXT 
6716 HCl'IE : PRJNT : PRINT •you WIN THE GAHE! 

• 

6729 PRINT ; PRINT •youR FINAL SCORE : •  
6725 PRJNT : GOSUB 3539 

6736 PRINT ; l�ERSE : PRINT • PRESS � KEY 
• ; : NORMAL : GET A$ :  Rlt4 

6758 REM YOU LOSE 
6755 PRJNT : JNJERSE : PRJNT " YOU LOST THE 

�E ! • : NORMAL 
6769 GOTO 6729 
6888 REM MUSIC ROUTINE ML 
6885 REM TYPE VERY CAREFULLY ! 
6819 DATA 8 , 8 1 1 72 1 8 , 3 1 1 74 1 1 1 3 
6815 DATA 1 69 , 4 , 3 2 , 1 68 , 252 , 1 73 , 48 , 192 
6828 DATA 2321208,253 , 1 36 , 20 8 1 239 1 296 
6825 DATA e , 3 , 2e s , 2a1 , 9 6 , e , e , e , - 1  
6830 Z = 9 :  FOR 1 = 1 TO 31 : READ 8 :  POKE 767 

+ I , B : Z  = Z + B: NEXT 
6835 READ B :  I F  8 = - I AND Z = 34 1 1  THEN 

RETURN 

6840 PRINT •MUSIC DATA WR(J\.IG! " :  STOP 
6858 REM PLAY MUSIC 
6055 POKE 768 , DU :  POKE 769 ,FR 
6868 CALL 778 : RETURN 
6980 REM COt-NERT H,V TO ADDRESS 
698 5 P = 895 + H + V * . 128 - < lNT < < V - 1 > I 

8) * 984 > : RETURN 
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TYPE SEG�fENT A OR B, THEN TYPE SEG1\.1EN'f C. 

_ _  7-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

7808 REM HORE FUEL OR LESS MINUTES 
7188 FU = FU + SA :  RETURN 

_ _  7-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

7088 REH HORE FUEL OR LESS MINUTES 
7380 DI = DI - SA :  RETURN 

7-c -- ------------- - - - - - - - - - -

7588 RB1 Jlt1P cr.JER ELECTROROCKS 
7585 GOSUB 4888 
7519 H = VX:V = VY + 3 :  GOSUB 6980 : I F  PEEK 

<P> < > 160 THEN RETURN 
7515 I F  V > 21 TH8'1 RETURN 
7538 POKE VP, I 68 
7558 VP = P : VX = H:VY = V 
7555 POKE VP , 3 2 : FU = FU - 3 :  RETURN 
7688 REH SHOOT ROCKS 
7618 FOR I = 1 TO 3 
7628 H = VX:V = VY +  I :  GOSUB 6909 : C  = PEEK 

( P )  
7625 I F  C = 163 THEN C = 1 69 :  GOSUB 3888 
7638 DP< I >  = C 
7635 POKE P ,  174 
7648 NEXT : GOSUB 4898 
7645 FOR J = t TO 58 : NEXT 
7658 FOR I = 3 T O  I STEP - 1 
7655 H = VX:V = VY +  1 :  GOSUB 6988 : C  = PEEK 

< P >  
7657 POKE P , DP< I >  
7668 NEXT :FU = FU - 3 :  RETURN 
7788 RB1 Mcr.JER SOLtiD 
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_ _  7-c _ Continued ___________ _ 

7785 FR • 1 ; 0U • 5 :  GOSUB 6858 ; RETURN 
7889 REt1 BONUS SO�D 
7885 FOR I = 1 TO 12:DU = 1 8 :FR = 298: GDSUB · 

6850 : NEXT : RETURN 

8588 REH EVERY INIT 
8525 VX = 1 8 :VY = 1 1 : H = VX:V = VY; GOSUB 699 

8 :VP = P 
8539 FOR I =  1 TO 4:TP< I >  = TE < I > :  NEXT 
8565 HB = e : ER = 168 

8585 HCl1E 
8598 GOTO 1599 

8668 REt1 F I RST INIT 
8685 GOSUB 659 8 :  GOSUB 6899 
0616 FU = 281 : 0 1  = 588 
8628 DIM AS<49 ) 1TE<4> ,TP< 4 > , DP < 1 9 > , 1VC4> ,TH< 

4 > , EH<4> , EV C 4) 
8648 DATA 3 , 3 , 35 1 3 � 3 ,28135,28 

8645 FOR 1 = 1 TO 4: READ TH< I > :  READ TV< I >  
8646 EH< I >  = TH< I > : EV< I >  = TV< I >  

8647 H = TH< l > :V = TV< l > :  GOSUB 698 0 : TE< I >  = 

P :  NEXT 
8650 GOSUB 4888: GOSUB 6988 
8699 GOTO 8599 

\VllEN YOU H . ..\ VE FINISHED TYPl1\(;, 
(�()NTlr\�E READJ:'-JG ():'-J PAGE 97. 
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TYPE SEG�IENT A OR B, THEK TYPE SEG"tvlE!'JT C. 

_ _  1-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

1 00 REH ARCADE EXPLORERS G A H E  2 
1 1 0  REH REVEN0E OF THE RASTER BANG 
1 2 0  REH < C >  1 98 �  SETH MCEVOY & LAURE S M I T H  
1 3 0  REH PUBLISHED B Y  DELL B O O k S ,  I N C .  
1 4 0  CLEAR 1 e e 0 1 GOTO 8600 
158 REH TYPE ' POkE 2 5 1 6 : N E W '  F I R ST ! 
1899 REM RIVERS O R  TUNNELS 
1 1 00 GOSUB 450 8 1 R ETURN 

_ _  l-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

1 00 REN ARCADE E X P L O RERS 6AHE 2 
1 1 0 REM REVENGE OF THE RASTER GANG 
1 2 0  REH ( C l  1 9 9 5 SETH MCEVOY & LAURE S M I T H  
1 3 0  REM PUBLISHED BY DELL BOOKS , I N C .  
1 4 0  CLEAR 1 a e e 1 GOTO 8600 
1 50 REM TYPE ' POKE 25 1 b 1 NE W '  F l RST ! 
1 000 REH R I VE R S  OR TUNNELS 
1 300 GOSUB 4700: RETURN 

1-c . - - - - - - - - - - - - - - - - - - - - - - - - - -
1 500 R E M  H A I N  LOOP 
• � e s  E F = lil  
1 587 Qt•tNKEVt 1 I F Q S < > " h  T H E N  SOSUB 2000 
1 5 1 B  eosue 25001REH SCROLL 
1 53 0  GDSUB 2 7 1 1i1 1 REH HERO HOVE 
1 540 GOSUB �5001 REH NEGABEASTS 
1 550 Q=PEEK ( 65288> 1 I F Q - 1 2 7  AND Q•255 THEN G 

OSUB 3000 
1 57 0  I F  ER<>96 THEN GOSUB 2900 
1 580 J F  E F < > 0  THEN 6600 
1 590 GOTO 1 5 00 
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_ _  1-c _ Continued _ _ _ _ _ _ _ _ _ _ _  _ 

J b0 5  YN=01 I F  R ND I J 0 > > R N  THEN YN = J J RETURN 
1 7 00 REH RANDOM COL 
1 705 CL=RND ( 3 1 ) 1 R ETURN 
1900 REH CHANGE SCREEN 
1905 FOR Y = 1 T0 3 1 SOUND2 0 0 , 3 1 SOUND2 5 5 , 3 : N E K T : RE 

TURN 

\Vil.EN Y()U ll1\ VE .Fl:'.'J ISllEl> TYPING, 
<:ON1'JNUE HEADll\G ()!\ PAGE 20. 

• 
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TI'PE SEf;-:VtENT A C)R B. THEN ITPE SE(;:VtENT C. 

_ _  2-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

2000 R E M  J U M P  O R  & L A S T  ROCKS 
2 1 00 GOSUB 7 5 0 0 : RETURN 

_ _  2-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

2000 R E M  JUMP OR BLAST ROCKS 

2300 GOSU8 7600 : RETURN 

_ _  2-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

2510 REM UPDATE STRING 
258� F O R I = l T032 t AS < I > =32 t NE X T  

2 5 1 0  GOSUB 1110 
2520 GDBUB 3708 
� 6 1 1  R E H  MAKE EROCKS 
2 6 1 11  F O R I :s. 1 TD2 
2 6 1 5  SOSUB 1 7 11 1 AS C CL > =6 4 1 N E X T  
2641 RN= l 1 GOSUB 1 6 11 1 I F  -YN THEN 2660 
2650 GOSUB 1 7 1 1 s AS f C L > • 8 1  
2661 GDSUB 35BB:RETURN 
2700 REM V I BRDVAN HOVE 
2705 11X=01 1'1Y=0 
2717 JF FU< l THEN 2735 
2 7 1 1  PH=JOYSTK < B l : PVmJOVSTK < l l  
2 7 1 5  J F  PV< 1 6  THEN HY=-1 
2720 IF PV>45 THEN HY= 1 1 GOSUB 2790 
2725 I F  PH< 1 6  THEN H X = - 1  
2730 I F  PH>45 THEN H X = 1  

2732 I F  ABS < H X l +A8S ( H V > < > 0 THEN GOSUB 7718 1 F  
U=FU-1 

2735 POKE VP-TH , E R  
2741 V X = V X + M X 1 VV:VV+MV 
2745 I F  VX< l OR V X > l 1  THEN 2760 
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_ _  2-c _ Continued _ _ _ _ _ _ _ _ _ _  _ 

2752 VP•SC+V X + Y V • T H 1 ER•PEEK ( VP > 1 GOTO 276Z 
2760 V X = Y X - M X 1 VV=V Y - M Y 1 GOTO 2700 
2765 I F  ER•96 THEN SP=0 
2770 POKE VP , 1 5 9 1 RETURN 
2790 T T • E R 1 ER•PEEK I YP > 1 J F  ER3 1 2 5  OR ER=79 TH 

EN ER=TTt RETURN 
2795 GDSUB 2900 1 ER • T T 1 RETURN 
2900 REM COLL I S I O N S  
2905 I F  ER=64 THEN SOSUB 5000 
2 9 1 0  IF E R = 1 2 5  THEN GOSUB 4600 
2 9 1 5  I F  ER•79 THEN GOSUB 4750 
2920 IF E R= 1 3  THEN FU=FU-2 
2925 I F  ER•23 AND SP•0 THEN E F • 3  
2930 I F  ER=80 THEN SA=201 BOSUB 78001GOSUB 78 

00 
2935 l F  ER=94 THEN SP• 1 t GOSU9 7800 
2940 I F  ER= 1 75 THEN EF•2 
2945 IF ER=96 THEN SP=I 
2990 RETURN 

\VI-IE:'.'J YOlJ H1\ VE FI:'.'JIS HED TYPJN(;, 
(�(>::-.JTl !\UE Hl<�1\l)IN(; ON PAl;E 36. 
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TYPE SEG�fENT A OR R, THEN TYPE SEG:\fENT C. 

_ _  3-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

3010 REM DROP BOMBS OR SHOOT N E 6 A B E A S T S  
3 l 00 GOSUB 5709 : RETURN 

_ _  3-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

3080 REM DROP BOMBS OR SHOOT NEGABEASTS 
3300 aosue seeesRETURN 

_ _  3-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

3500 REM P R I N T  l l N£ 
3:505 D I = D I - l : I F D I < l  T H E N  6701 
3:517 P R I NTl448 , w " J  
3 5 1 8  FOR J = 1 T032 1 P R I N T  C HR t < A S C I > l 1 1 NE X T  
3531 P R I N T w  FUE L " ; F U 1 " T I H E " 1 D I 1 "  TURN S " J L V  
3548 RETURN 
3688 REM CREATE 816 OB SEGMENT 
3615 LB::iRN D < :5 l + 2  
3 6 1 1  GOSUB 1 7 11 
36 1 5  I F  CL<B OR CL>23 THEN 3 6 1 1  
3621 �B= l 1 CB•CL 1 RET URN 
36:51 REK CREATE B I B  SEG"ENT 
3655 NB=RND ( 3 ) +2 
3661 FORl=CB-NB TO CB+WB 
366� AS ( J l =B B 1 NE X T 1 HBaHB+1 
3675 IF BB= 1 1� OR MB>2 THEN RETURN 
3681 A S ( C8 ) g 9 4 1 RETURN 
3700 REH B I G  OBJECTS 
3715 J F  "B>I THEN 3728 
3 7 1 1  RN=2:GOSUB 1 6 1 8  
3 7 1 5  I F  - Y N  T H E N  RETURN 
3 7 1 7  GOSUB 3600 
� 7 ?Ill r I=' I A-M'A( =Ill TM!=' M M A :  Ill 1 RI=' TI  UHJ 
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_ _  3-c _Continued _ _ _ _ _ _ _ _ _ _  _ 

3725 GOSU9 3 6 5 0 : RETURN 
3800 REM S T U N  SOUND 
3805 FORZ= 9 T 0 1 STEP - 1 : SOUND Z t 1 0 + 1 0 t l : NE X T : R E T  

U R N  
3900 R E M  R I VER N O J S E  
3905 FORZ= 1 T0 5 s S OUND255-5 • Z , 3 : N E X T 1 RETURN 

\VHEl\ YC)l! HAVE l'll\ISIIEl) "fYPl!\G, 
(�()NTINUE RE1\Dll\(; O.\" PAC;.E 5 1 .  



168 SETH MCEVOY A�O LAl:RE SMITH 

TYPE SEGMENT A OR B, THEN TYPE SEG�1ENT C. 

_ _  l.1-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

4090 REH �OUNTAINS OR LAKES 

4 1 90 B B = 1 1 9 : RETURN 

_ _  l.1-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

4000 REM MOU N T A I N S  OR LAKES 

4300 BB= 1 1 9 : RETURN 

_ _  Ll-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

4500 REH RIVERS 
4303 I F  RN D ( 1 0 1 > 3 THEN RETURN 
4 5 1 0  GOSUB l 7 00J RL•RND < l 0 1 + 4 
4 5 1 5  C L = C L +2 1 IF RL+CL>29 THEN 4 5 1 1  
4�20 FORI=CL T O  CL+RL 
4525 A S I I l •6 l 1 N E X T 1 RETURN 
4600 REH R I VER HOVE 
460� GOSUB 3900 

4 6 1 0  POKE VP , ER 
4 6 1 5  RN=5: GDSUB 1600 

4620 F L • J t l F VN•1 THEN F L = - 1  
4625 I F  PEEK<VP+FL > < > 1 2 5 THEN FL=-FL 
4630 VP=VP+F L 1 V X = V X + F L  
4 6 3 5  I F  PE El< (VP+FL > z 1 2 5 THEN 4630 
4640 vP�vP+FL • V X = V X + F L : ER=96 

4645 POKE VP , 1 59: RETURN 
4700 REH TUNNELS 
4 7 1 0  IF RND < J 0 1 >3 THEN RETURN 
4720 GOSUB 1 7 00 s l F  C L > 2 9  THEN CL=29 
4730 AS < CL l = 7 9 1 RETURN 
4750 REH TUNNEL HOVE 
4752 GDSUB 3910 
4755 POKE V P , 7 9 1 RN•4 
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__ 4-c _Continued _ _ _ _ _ _ _ _ _ _  _ 

476S P•SC+YX+"X+TH* I V V + H Y >  
4767 I F  PEEK < P > < >96 THEN 4761 
4768 I F  V X + " X > 3 1  OR Y X + H V < 1  THEN 4761 
4769 IF VV+"Y > l 3  DR VY+HY<2 THEN 4769 
4771 Y X z V X + H X 1 VY=VY+HY 
4772 VP•P1ER•961 PDKE YP , 1 � 9 1 RETURN 
4799 J P • I N T < < RND < RN > + 2 > • <RND ( 3 > · 2 > > 1 RETURN 
4808 REH ELECTRO SOUND 
4815 FORV=5T 0 1 STEP- 1 t SOUND 30tY , 1 1 N E X T 1 FORY• 

1 T0 � 1 SOUND2BtY , 1 : NE X T 1 RETURN 
4910 REH GET NEGABEAST SOUND 
490� FORY• 1 T 0 1 1 1 SOUND50 , 1 1 SOUND2ee , 1 1 NE X T 1 RE 

TURN 

\VHEN Y()"C II . .\ VE FINISHED 11'PING, 
(�()l'\11NUE REAl)l!\(; O� P1\(;.E 64. 



l 70 St.;'l'H �ICEVOY AND I.A URE S�IITH 

TYPE St�G�1EN'f A OH D, THEN TYPE SEG�1ENT C. 

_ _  5-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

5B00 REH ROCKS ADD H I N  OR LOSE TURN 
5 1 0 0  D l =Dl + 1 0 : RETURN 

__ 5-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

5000 R E H  ROCKS ADD H I N  OR LOSE TURN 
5300 EF = l i RETURN 

_ _  5-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

5500 REH HOVE NEGABEASTS 
3�1� FOR l � 1 TD 4 r TF•ltPF•I 

5 5 1 0  I F  PEEK ( T P ( l ) - T H > • 1 75 THEN 5 5 1 2  
5 5 1 1  T V ( J > •EV ( J ) 1 T H ( I > •EH ( I > 1 T P ( l ) • JE ( J > : G OS 

UB 5600 
5 5 1 2  POKE TP ( I ) - T H , 9 6  
5520 XD•01 VO•I 
5525 AX=ABS ( V X - T H ( J ) ) 1 A V=ABS C V V - T V ( J ) )  
5527 I F  AX>AV THEN 5550 
5528 PF•1 
5530 IF TV C J > >VY THEN YD•- 1 1 GDTO 5560 
5540 Y D • 1 1 GOTO 5560 
5550 IF TH ( l ) < V X  THEN XD•1 1 BD T D  5560 
5555 XDs-1 
5560 c�sc+ T H ( J ) + X D+TH• < TY < I l + Y D > 1 T F=TF+l 
5562 I F  PEEK < C > = l 59 THEN E F • 2 : GOTO 5570 
5563 IF PEEK < C > • 58 THEN T V ( I > =E V C I > 1 TH C l > = E H  

< I > 1 C• TE < I > 1 SOSU8 3 8 0 8 1 B O T O  55 7 0 
5564 I F  SE•1 THEN 5570 
5565 I F  PEEK < C > < >96 THEN 5591 
5571 T P ( J ) •C 1 PDkE C , 1 75 
5575 T V < I > • TV < I > +YD1 TH C I > = T H C I > + XD 
5580 N E X T 1 RETURN - - - - · - _ _  .. "' - � · - .. .  - - - -
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_ _  5-c _ Continued- - - - - - - - - - - -

ss92 I F  P F = m  THEN 5528 
5595 GOTO 3550 
5680 REM CREATE BEAST 
5605 I F  PEE K ( T P ( l > > = 1 5 9  THEN EF=2 
5 6 1 0  POKE TP ( l ) - T H , 1 7 5 1 RETURN 
5708 REH DROP BOMBS 
5715 60SUB 4911UI 
5 7 1 0  F OR I = 1 T0 3 1 FORJ = 1 T03 
5720 l F  I=2 A N D  J=2 THEN 5730 
5723 C•VP+l-2+THt ( J -2 > : I F PEEK I C > < >96 THEN 5 

730 
5725 POKE c , se 
5730 N E X T 1 N E X T 1 FUmFU-31 RETURN 
5880 REH SHOOT NEGABEASTS 
58115 SOSUB 4'18111 
5 8 1 0  F D R J e 1 TD5 
5821 D P ( l ) •YP+TH* ( I - l >  
5825 DP I I +5 > =YP+ l -3 a N E X T  
5830 F OR J • 1 T0 1 1  
5835 I F  PEEK I D P < I > > = 1 75 THEN POKE I DP l l > > , 9 6  

1 GOSU8 3 81111 
5841 I F  PEEK < D P I I > l • 96 THEN POKE DP < I l , 3 4 
5845 N E X T 1 F O R l = I T0211 1 NE X T  
5847 F DR I = 1 1T D I STEP- l 
sese I F  PEEk ( D P < I > l • �4 THEN POKE DP < I > ,96 
585� N E X T : FU•FU-J: RETURN 

\VHEN YOU HAVE FINISHED TYPIKG, 
CONTINUE RE . ..\DING ON PAGE 77. 



172 SETH MCEVOY AND I�.\URE S�UTH 

'l"YPE SE(;\fE�T A. OR B. 'rJ-IE:'.\; TYPE SEG.�·I E:'.\;T (�. 

__ 6-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

6000 R E H  STRONG BEASTS OR LESS T U R N S  
6 1 00 SE = 1 : L V = 5 : RETURN 

_ _  6-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

6000 REM STRONG BEASTS O R  LESS TURNS 
6300 SE=lil: L V= l lil 1 RETURN 

___ 6-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

6 5 0 0  R E M  OPEN I NG 
6505 C L S : P R J N T '' R E A O  THE B O O K  F O R  I N STRUC T I O N  

s � " 
6 5 1 0  P R I N T " O B J E C T S  ON THE C O U R S E : '' 
6 5 1 5  P R I N T 1 P R I N T  CHR$ C 1 5 9 l ; "  V I S R O V A N "  
6 5 1 7  P R I N T : P R I N T  CHR• C 6 4 J ; "  ELECTROROCK '' ; C  

HR$ 1 1 7 5 > ; "  NEBAB E A S T "  
6525 PR I N T : P R l N T " = R I VER 0 T U N N E L '' 
6530 P R I N T : PR I NT " m MOU N T A I N  w L A K E "  
6535 P R I N T 1 P R I N T  " P  POWER S T A T I ON " ; CHRt ( 9 4  

> ; "  UN I B O A T "  
b540 P R I N T : P R I N T " PRESS A N Y  K E Y "  
6550 R N = R N- 1 : t F  I NK E Y $ = '' '' TH E N 6550 
6560 RN=RND C R N J  
6590 C L S : RETURN 
6600 REH LOSE TURN 
661il5 GOSUB 1 900 
6 b 1 0  C L S : P R I N T " YOU LOSE A T U R N "  
6 6 1 2  I F  EF=l T H E N  X S = " YOU H I T  A N  ELECTAOROCK 

I II • 
6 6 1 4  I F  EF=2 THEN X $ = " A  NE6ABEAST GOT YO U ! "  
6 6 1 6  I F  E F = 3  THEN � $ : » 8 L U B �  YOU DROWNED ' »  
��?� � � T N T • P D T N T Y �  
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_ _  6-c 
_Continued _ _ _ _ _ _ _ _ _ _  _ 

6640 L V=LV - l : I F LV< l THEN 6750 
664� P R I N T : PR J N T » YOU HAVE" i L V ; " TURNS L E F T "  
6650 P R I N T : PR I N T "PRESS ANY K E Y "  
6655 I F  INKEYf= " "  T H E N  6655 
6660 SOTO 8500 
6700 REM YO U WIN 
6705 FOR K = 1 T 0 3 : 60SUB 480 1 : N E X T  
6 7 1 0  CLS 1 P R I N T : P R I N T " Y OU NON THE BAHE ! "  
6720 P R I N T : P R I NT " Y OUR F I NAL SCORE : " 
6725 PRJNT: GOSUB 3530 
6730 P R I NT 1 P R I NT " PRESS ANY KEYM 
6735 IF INKEYt= " "  THEN 6 7 3 5  
6740 RUN 
6750 REM YOU LOSE 
675� P R I N T : P R I N T " YOU LOST T H E  GAME ! " : GOTO 67 

20 

\VJ lEl\ Y()U HAVJ;: FINISHED TYPING, 
(;Ol\1'1!\UE REAl)ll\'(; 01\ PACF. 84. 



1 i:i Sl':TH \ICF.VOY AND LAFRE S\IJTH 

TYPE SEG�lE�·r . .\ OR R, THE� TYPI� SE(;\-fENT (:. 

__ 7-a _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

7 0 0 0  REM MORE F U E L  OR L E S S  M I N  
7 1 00 F U = F U + S A : R E T U R N  

_ _  7-b _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

7000 REH MORE FUEL OR LESS M I N  
7300 D I = D I - S A : RETURN 

_ _  7-c _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  _ 

7500 REH JUMP OVER R O C K S  
7505 sosue 4900 
7 5 1 0  P z VP+3•TH t l F P E £ K ( P > < >96 THEN R E T U R N  
7 5 1 5  I F  V V > 1 1 T H E N  R E T U R N  
7 5 3 0  POKE V P , 9 6 
7550 VP=P: VY=VY+3 
7555 POKE V P , 1 5 9 t F U=FU - 3 : R E T U R N  
7600 R E M  SHOOT R O C K S  
7 6 1 0  F O R I = 1 T 0 3  
7620 P = V P + l • T H : C=PEEK ( P )  
7625 I F  C=64 THEN C = 9 6 : G O S U B  3800 
7630 D P ( l l = C : POKE P , 4 6 
7640 N E X T : GOSUB 4800 
7645 FOR J = 1 TOS0 : NE X T  
7650 F O R l • 3 T 0 1 S T E P - 1  
7 6 5 5  P = V P + I • T H : C=PE E K C P I  
7657 POKE P , D P I I >  
7660 N E X T : FU=F U - 3 : RETURN 

7700 REM MOVER SOUND 
7705 S O U N D 1 , 1 i RE T U R N  
7800 R E M  BONUS SOUND 
7805 F O R Y � 1 T 0 7 1 S O U ND 1 5 0 , 1 : NE X T : R E T U R N  
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_ _  7-c_Continued. __________ _ 

8500 REM EVERY I N I T  
8525 V X = 1 4 1 VY=7: VP=SC+VX+VV•TH 
8530 FOR I = t T0 4 : TP < J ) = T E ( J ) s NE X T  
8565 /'IB=lllJ ER=96 
8585 CLS 
8590 60TO 1 5 0111 
8600 R E M  ONE T I H E I N I T  
8615 I F  PEEK < 25 > < > 6 THEN P R I N T nPLEASE TYPE 

POKE 2 5 , 6 1 NEW ' � 1 STOP 
8 6 1 0  FU=20 0 : D I = 5001 GOSUS 6510 
8 6 1 5  SC= 1 0 2 4 1 T H=32 
8620 D l ti  A S ( 4 1!1 ) , TE ( 4 > , T P < 4 )  , D P < 1 0 )  • TV ( 4 ) , T H <  

4 )  , EH ( 4 1 1 E V ( 4 )  
8640 DATA 2 , 2 , 2s , 2 , 2 . 1 2 , 2s , 1 2  
864� F OR I = l T0 4 r R EAD T H < I > t RE A D  T V < I >  
8646 EH I I > = T H C J ) 1 £ V C l > = TV < I >  
8647 TE 1 I > =SC+EH I I > + 32tEV < I > 1 N E X T  
8650 SDSUB 4010 1 GDSUB 6011 
8690 GOTO 85111 

\.'VHE-" YOO IIAVE Fll\ISHED TYPll\G, 
(�01.\TINUE READll\(; O'J PA(;E 97. 



HELP SAVE THE 
VENTURIANS. �"""'

··

� 
WIN A �::: .. :��:--);!:'- :,,. 
COMMODORE ·�� · �· : ) l

. 't, .,;.. � .. � �----(if·
� ; _!.·...-

! 
'· "ll iT• ��t· � 

64 
,., 

·: . ' . ..; .j� ;.J d 1-·
.� ........ -

COMPUTER �· . .1� 
There's a malfunction jamming Venturia's ��-�;- - ;\� 
computer network. The noble Ventunans _ ·; --r-, - � � ,

, 

• 0::. 
will be doomed-unless you can come 

• ' , ·· •• \ 
up wi1h the password that wil I undo the �"' ' 
glitch We challenge you to create a password you think can 
be programmed into the computer to repair the malfunction. 

You can choose frt:>m any word in the universe-or you can 
make one upt The password will be judged on originality and 
inventiveness. 

Be sure to send in your entry blank before December 31 
, 

1985. Please send this original entry blank because no photo
static copies will be accepted. The winner will be notified per
sonally by the judges. Send this coupon to: - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

DELL PUBLISHING CO., INC. -Dept. 8760A 
Dept: BFYR-AE 
245 East 47 Street, New York, NY 10017 

Name ____________ �-------
Address _____ _ 
Cily _________ Stale ___ __ Zip __ _ 
Telept>one "°·--------- Age··--------
Write the password here: __________ _ 

Vnio where p1o!l1b1ted t)'/ law 
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