1
2
-r
]

PIRING SQUAD FOR
'VERION 110 EXTENDED BASIC
'AND DISK USE W/0 MEM EXP
10 ON BREAK NEXT ::

ON WARNING NEXT z: ON ERROR 8000 :: BOTO 10000

1077 REM

11
120
130
150
173
1920
200
225
230
240
250
252
259
260
265
270

273

280
28%
290

291

292

293
294
295 BANANA$="0000000000080703 " %ALL _0$8" 00000000001 0EOCO"&ALL_0%

29

b

b
i

t
I

f

297
298

| 299
P00

301
02
303

| 304

b

'OR(B8

0]

307

310
320
L3330

340

350
355
357

360

3465

370
3735
380

383
399 TRETURN

4,
410

100)

420
430
500
S17

AN Bt l o ee EHE fed TR A

cALL CLEAR 51 DISPLAY AT(12,9):"0ONE MOMENT"

ALL _0%="0000000000000000"

HNSL.$=" 01 030000000000000C 1 0000000000000380C00000000GOO00CO00000000000060 "
FNHUL $=""00080%01 000000"

FNHL$=FNHUL $&ALL _0$%"0000008080001010"

SET_TORSOL$="00000000F0DOLOCO"

TORSOUL $="000000080F010101"

TORSOL $=TORSOUL $&ALL_O%&SET_TORSOLS&ALL _O%
FANTSLS=ALL_0%$3"0001010101010100"ALL _O%2"00COC040404040"
APEADS="010303010F1F1F 1B1B1B1B1 BOJI06060E80C0OC0OBOFOFBF8DBDECBCALBCOL06070"
APEAUS="39131B19191F 1F0303030303030&6040E80COCO80FOFBFADADEDADBNBCOL0L070Y
APEBAUS$="X%131B19171F1F0303030303030460640E78DBD87898F 8FB8COCOCOCOCOC0&06070"
RUNORS="0Q000000F 132747 0FOF ODOCFBE0000000COE080C0OCOAR10000080C04040202030"
RUNOL $="0303010323150800000103020204040C000000FQUBE4E2FOFOBOZOLIFQL"
RUNMRS$="000000070B17170F OF OBOB0409122233C0OCO80C0OCODNA0O0000808080"

RUNML #* " 030301 030J0B0A000001010100000000000000EODOESESFOF OBOBOZ20704844CC "
RUNCR#="'000000070BOF 07070703030303030303C0CO80COC0OB040000000000000000080"
RUNCL $="03030103030102000000000000000001000000EODOF OEOEOEOCOCOCOCOCOCOCO"
RUNUPS="01030301070BOBOBORBOBOI020202070290DODOY0OF OR0B0808080808080G808080"
RUNDOWNS$="01030301070BOBOBOEBOB0O3020202070280C0C080F 02090909080808080808080"
SLLANT 1%="8080808040404040"

SLANT2#="2020202010101010" -
SLANT33="0808080804040404"

SLANT44$="0202020201010101"

FIE®="70FBFEBF870"MRFT® (ALL._0%,3)

FILLERS=ALL_O$

FIELD FILL$=RPT$(CHR$ (91)&%CHRS (92) ,8)

RETURN

REM

CALL MABNIFY (3)

CALL CHAR(40,PIE®,34, BANANAS):: CALL COLOR(2,12,4)

CALL CHAR (48, "FEFEFEOOFEFEFEOO"): 1 CALL COLOR(3,10,16)

CALL CHAR(88,SLANT1%,B89,8LANT2%,50, SLANT3%, 91, SLANTA%,92, FILLER$)1: CALL COL
26, 6)
cAaLL
CALL
CALL
cALL
CALL
CALL
CALL
CALL
CALL
CALL
CALL
CALL

CALL
CALL

CAaLL

CHAK (44, RUNUF$ , 56 , RUNDOWNS )
CHAR (49, "FFB18181818181FF")
CHAR (&0, APEBAUS) : 1 CALL CHAR (&4, "FF")
CHAR (9&, HNELS)

CHAR (100, TORSOL %)

CHAR (104, PANTSLS)

CHAR (108, FNHL %)

CHAR (112, APEAUS)

CHAR (116, APEADS)

CHAR (120, RUNORS)

CHAR (124, RUNMRS)

CHAR (128, RUNCRS)

CHAR (132, RUNOL.%)
CHAR (136, RUNML.%)

CHAR (140, RUNCL %)

AEM
CALL SPRITE (#&6,108,11,104,100,#5,104,5,104,100,#4,100,7,104,100,#3,94,2,104,

CALL SPRITE(#7,120,2,1468, 100}
RETURN

REM

FOR R=13 T0O 15 NEXT R

CALL HCHAR(R,1,48,32)1:

QT



542 CALL VCHAR(R,C,88):: CALL VCHAR(R+1,C,89) :: CALL VCHAR(R+2,C,90):: CALL VCHA
R{R+3,C,?1)

544 CALL VCHAR(R,C+1,92.4):: NEXT C

546 R=20 33 FOR C=2 TO 32 STEP 2

547 CALL VCHAR(R,C—1,92,4)

%548 CALL VCHAR(R,C,88)1: CALL VCHAR(R+1,C,89):: CALL VCHAR(R+2,(,90)1: CALL VCHA
RP3,C,91)

54, NEXT C

550 CALL HMCHAR(24,1,44,32)

560 CALL COLOR(B, 14,3) 'FLASH ON FIELD

599 RETURN

700 REM

701 CALL CLEAR :1: CALL SCREEN (&)

703 MSG$="PIES LEFT" :: FOR R=1 TO 10 11 DISPLAY AT(R,1):SEGS$ (MSG$,R,1)r: NEXT
R

707 FOR R=1 TO 12 :: IF R=6 THEN 720

710 READ C 13 IF C=999 THEN 720

715 CALL VCHAR(R,C,4%9):: GOTO 710

720 NEXT R .

725 DATA T,4,7,8,7,10,11,12,17, 18, 19,20, 21,22, 23, 24, 25, 28, 29, 30, 31, 52, 999
730 DATA %,8,10,11,17,20,22,25,264,28, 29,999

735 DATA 5,6,7,8,10,11,14,15,17,18, 19, 20, 22,25, 27, 28,29, 31, 32, 999

740 DATA 5,10,11,17, 19,22, 25, 28, 29, 32, 999

745 DATA %,9,10,11,12,17,19,21,22, 23,25, 28, 27, 30,31,32, 999

750 DATA 9,10,11,12,13,14,15,164,17,20, 21,22, 23,24, 25, 26,27, 999
755 DATA 9,13,16,17,20,21,24,25, 28,999

760 DATA 9,10,11,12,13,16,17,20,21,22,23, 24,25, 28, 999

765 DATA 12,13,15,16,17,20,21, 24,25, 28,999

770 DATA 9,10,11,12,13,14,15,16,17,18,1%9, 20, 21,24, 25, 24, 27,999
775 DATA 16,999

780 RETURN

1000 REM

107 CALL CLEAR .

100% CALL CHAR{37,"003C4299A199423C")

1010 DISPLAY AT(12,1):"NEED INSTRCTIONS? (Y/N) "

1013 DISPLAY AT(1.3):CHR#(37)%"1982 TEXAS INSTRUMENTS"

1015 DISPLAY AT(24,B):"PRESS ENTER'"

1020 ACCEPT AT(12,25)SIZE(1)VALIDATE("YN")BEEP: A%

1030 IF A$="N" THEN RETURN

103535 CALL CLEAR

1040 Mé="THE OBJECT OF THE GAME IS TOHIT THE MAN AGAINST THE BRICK WALL WITH
A PIE. SOUNDS SIMFLE, DDESN'T IT?" :: GOSUB 2000

1050 ME="YOU MAY CHOOSE A SKILL LEVEL: °*EXPERT®, *50-830°, OrR *ROOKIE™" ::
GOsUBR 2000

1060 M$="4 *ROOKIE® GETS 10 PIES A *50-80 * GBETS 8 FIES AN TEXPERT” GE
TS S FIEE" r: GOSUB 2000
1070 M$="1IF YOU RUN QUT OF PIES, YOU LOSE!!!™ 2: GOSUB 2000
1080 M$="YDL CONTROL YOUR MAN LSING THE °8°, "D?, AND "Y* KEYS LOCATED ON KEYB
O0ARD" :1: GOSUB 2000
1090 M$=""8" MOVES HIM TO THE L.EFT *DT MOVES HIM TO THE RIGHMT *Y" MAKES HIM T
HROW A PIE" r: GOSUB 2000 :
1100 ME="WATCH OUT FOR THE NASTY GORILLA... HELL THROW BANANAS AT YOU.
IF YOU BET HIT, YOU LOSE 80 MOVE QUICKLY! ! "
1105 GOSUB 2000
1110 CALL CLEAR :s PRINT "PRESS THE SPACE BAR TO STARTTHE GAME
FRESS THE *I" KEY TO SEE THEINSTRUCTIONS AGAIN"
1120 FOR I=1 TO B8 :¢ PRINT =2: NEXT I 2: DISPLAY AT(20,4):"G 0 O D LuycKg i
1177 CALL KEY(O,K,S5):z2 IF 85=0 THEN 1130
11~ IF K<>32 AND K<>73 THEN 1130
1150 IF K=73 THEN 1035
11460 RETURN
2000 REM .
2020 CALL CLEAR 1: PRINT M$
2030 FOR I=1 TO 10 s PRINT :2 NEXT I

2040 DISPLAY AT{(24,2):"PRESS ANY KEY TD GO ON!"
BOEO CALL WENIO K Qyves TR Qo TUEK 0D
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2040 RETURN
8000 REM

‘8010 ON ERROKR 8000
-B0O20 RETURN NEXT

FOO0 REM
020 CALL CLEAR :: DISPLAY AT (6,8):"SKILL LEVEL" s DISPLAY AT(7,8) 1" =wa—u ———

.

0. . DISPLAY AT(10,3):"1. EXPERT ( 5 PIES)"
9040 DISPLAY AT(12,X):"2. 80-80 ( 7 PIES"
050 DIGPLAY AT(14,3):"3. ROOKIE (10 PIES)"
2060 DISPLAY AT (24,8):"PRESS ENTER!"

-F045 DISPLAY AT(19,1)3"YOUR CHOICE?"

070 ACCEPT AT (19, 13)BEEFP VALIDATE(DIGIT)SIZE(1):8L
9080 IF 8L<1 OR 8L>3 THEN 9070

"9120 RETURN

10000 REM
100035 GOSUB 1000 :: GOSUB 9000 3: GOBUB 100 13 GOSUB 30C 11 GOSUBR 700 g: GOBUB 5

00

10060 RANDOMIZE

10070 GOSUB 400

10075 CALL VCHAR(1,4,40,10)

110080 IF S5L=1 THEN PIE_COUNT=S ELSE IF SL=2 THEN PIE_COUNT=7 ELSE PIE_COUNT=10
10085 HB_FLAGS,PIE_FLAGS="0OFF"

. 10090 GOSUB 11010 ¢ GOSUB 12010 1: GOSUB 13010 :: IF B_FLAGH="ON" THEN GOSUB 15

010

10155 IF B_FLAG#="0ON" THEN GOSUB 15010
110180 IF DIR_IND®$="R" THEN CALL PATTERN(#7,124)ELSE IF DIR_IND$="|_" THEN CALL PA
. TTERN (#7, 13&)

10195 IF B_FLAG#="ON" THEN GOBUB 15010 -

10210 IF PIE_FLAGS="ON" THEN GUSUB 14010

10220 IF PIE_COUNT=0 THEN GDSUB 19010 ELSE CALL VCHAR(1,4,32, 10-PIE_COUNT)
10230 IF B_FLAGS$="0ON" THEN GOSUB 13010
10 3 IF DIR_IND$="R" THEN CALL PATTERN (#7,120)ELSE IF DIR_INDS="L" THEN CALL PA

' TTERN (#7, 132)
10270 IF B_FLAG$="ON" THEN GOSUB 15010

10300 BGOTO 10090

10330 STOP

11010 CALL KEY(Q,K,S)z: IF S=0 THEN 11020 ELSE 11040

11020 CALL MOTION(#7,0,0)11 CALL PATTERN(#7,44):: DIR_IND$="U"

11030 IF FIE_FLAGS$="0FF" THEN CALL POSITIDN(#7,Y,.X)s: IF X>244 THEN RETURN ELSE
CALL SPRITE(#1,40,10,Y—-4,X+10)

11038 RETURN

111040 IF K=83 THEN GO0TO 11080 ELBE IF K=40 THEN G0TO 11050 ELSE 1F K=8% THEN GOT
0 11100 ELSE 11020

1104% ON K GOTO 11080,11100,11050

'11050 IF DIR_IND#="U" AND PIE_FLABS="OFF" THEN COolLL DELSPRITE (#1)

11060 CALL PATTERN(#7,120)1: CALL MOTION(#7,0,3)1: DIR_IND$="R" :1: RETURN

11080 IF DIR_IND#="U" AND PIE_FLAGS$="0OFF" THEN CALL DELSPRITE(#1}

11090 CALL PATTERN(#7,132):: CALL MOTION(#7,0,~3):: DIR_IND®="L." 31:; RETURN

11100 IF DIR_IND$<>"U" THEN CAlL MOTION(#7,0,0):: CALL PATTERN(#7,44)
11110 IF PIE_FLAGH="0ON" THEN RETURN

11120 CALL POSITION(#7,Y,X):z IF X>2350 THEN RETURN ELSE CALL SPRITE(#1,40,10,Y-8
s R+LO)
11125 CALL SOUND (106, 1000,0)

11130 CALL MOTION(#1,-4,-1):: CALL PATTERN(#7,56&):: PIE_FLAGS="0ON" 3: RETURN

12010 IF DIR_INDS="R" THEN CALL PATTERN(#7,124)ELSE IF DIR_IND#&="L" THEN CALL PA
TTERN (#7, 13&)

12770 RDIR=INT(RNDX1+.5):: IF RDIR=0 THEN DIR=-2 EL SE DIR=2

12, .0 CALL POSITION (#3,Y,X)

12040 IF X<32 THEN CALL MOTION(#3,0,2,#4,0,2,#5,0,2,856,0,2):: GOTO 12070

12050 IF X>212 THEN CALL MOTION(#3,0,-2,#4,0,-2,#5,0,-2,#56,0,-2)1: BOTD 12070
12060 CALL MOTION(#3,0,DIR,#4,0,DIR,#5,0,DIR, #5,0,D1IR)

12070 RETURN

13010 IF DIR_INDS$="R" THEN CALL PATTERN(#7,128)ELSE IF DIR_IND$="L" THEN CALL PA
TTERN(#7, 140)

ATOW AR=TRT (RNDY A pa LB _Abc? AND B S AEREMOERY THER $TAT0 KL QE _SETUON
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13030 CALL POSITION(#7,Y,X)t: IF X<3 THEN RETURN ELSE CALL SPRITE (#8,112,2,81,X)
13040 CALL SPRITE (#2,36,10,73,X~3)1: CALL MOTION(#2,14,0)

13045 CALL SOUND(100, 120, 0)

13050 CALL PATTERN(#8,114&):: B_FLAGS="0ON"

13060 RETURN :

14010 CALL POSITION(#1,Y,X)2: IF Y<94 THEN CALL DELSPRITE(#1):: PIE_FLAG#="QFF"
2 ~1E_COUNT=PIE_COUNT-1 :: RETURN

14, ) CALL COINC(#1,%#3,8,HIT):: IF HIT=-1 THEN GOSUB 14010 ELSE RETURN

15010 CALL POSITION(#2,Y,X)1: IF Y>175 OR Y<40 THEN CALL DELSPRITE(#2,#8)1: B_FL

AGH="0FF" :; RETURN

15020 CALL COINC(#2,#7,8,HIT):s IF HIT=—1 THEN GOSUB 17010 ELSE RETURN

16010 CALL MOTION(#1,0,0,#3,0,0,#4,0,0,#5,0,0,#6,0,0)

14015 CALL DELSPRITE (#1)

16020 CALL SOUND(-9%,-5,0)11 CALL MOTION(#7,0,0):: CALL PATTERN(#7,56)

16030 IF B_FLAB$="0ON" THEN CALL DELSPRITE (#2,#8)

16040 DISPLAY AT(19,7)SIZE(-14)BEEP: "WOW!! A WINNER!!'"

16045 CALL MOTION{#3,-10,0, #4,-10,0,#5,-10,0, #4,~10,0)

16050 SN=262 t: INC=S50 :: FOR I=1 TO 200 :: SN=SN+INC :z: CALL SOUND(~S00,SN,0)::
CALL POSITION (#6,Y,X)

16060 IF Y<8 THEN CALL DELSPRITE (#3,#4,#5,#6):: GOTO 16190

16070 NEXT I ,

16190 GOSUB 18000 ! PLAY AGAIN

16200 RETURN

17000 REM

17010 CALL MOTION(#2,0,0,8#7,0,0,%3,0,0,%#4,0,0,#5,0,0,#&,0,0)

17020 CALL SOUND(-99,-5,0):: CALL PATTERN(#7,44)

17025 CALL DELSPRITE (#2,#1)

17030 IF FIE_FLAG$="ON" THEN CALL DELSPRITE (#1)

17040 DISPLAY AT(19,7)SIZE(~14)BEEP:"OH NO! A LOSER!!" .

17050 CALL MOTION(#7,2,0) .

17060 FOR I=260 TO 110 STEP -8 1: CALL SOUND(-500,1,0)z: CALL POSITION(#7,Y,X)::
IF_Y>194 OR Y<8 THEN 17080

17 » NEXT X

17080 CALL DELSFRITE (#7)

17090 CALL POSITION(#8,Y,X)

17100 FOR I=1 TO 7

17110 CALL LOCATE (#8,Y-4,X):: CALL PATTERN(#8,60):: CALL SOUND(-100,200,10)

17120 CALL LOCATE(#B,Y,X):: CALL PATTERN(#8,114):1 CALL SOUND(-100,150,10)

17130 NEXT I

17200 GOSUB 18000 'PLAY AGAIN

17210 RETURN

18000 REM

16010 FOR I=1 TO 750 a3 NEXT I

18020 CALL DELSPRITE (ALL)

18030 DISPLAY AT(46,4)SIZE(-21):"'A° ABGAIN *G° QUIT *

18050 CALL KEY(0,K,8):1: IF S=0 THEN 18050

18060 IF K<>&5 AND K<>81 THEN 18050

18065 IF K=b65 THEN 18070 ELSE 18080

18070 DISPLAY AT(&,&)SIZE(24):" " 33 DISPLAY AT(19,7)SIZE(-1&):FIELD FILLS t: GO

TO 10060

18080 CALL CLEAR :: CALL CHARSET :: DISPLAY AT(12,12):"BYE'!" 1: STOP

18090 RETURN

19000 REM

19010 CALL MOTION(#7,0,0)1: CALL PATTERN(#7,56)1: DIR_IND#="U"

19015 CALL VCHAR(1,4,32,10)

192020 GOSUR 13030 'SEND THE KILLER BANANA

19030 FOR I=1 TO 50 1: GOSUB 15010 'CHECK FOR THE HIT

1979 NEXT I

19v..0 RETURN




