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Flug your Data Cazzette
Y Ouy SEGA and then
SAVE"program name" and
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INTRODUCTION

This book is the first of a series of
Ultimate Programs Books for the SEGA and the
Programs that are in it were kindly donated
bty two reputable SEGA Progammars. They are
tota]]y original pPrograms and are of

geod quality. We are sure vou

D
=
.
Y
=
D
s
<

will enjoy them as wmuch as we enjoyed them.
There i5 also a section on how to write your
own adventures with a minimal of knowledgse
of computers, This part of the book
2xplains in detail a few of the basic

commands that ybu need to write adventures.,

The Editor
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ESG CLSIPRINT*FRESS (CR) TO FLAY BACK":PR
FEINT"FPRESS ‘-'—Al E TO RETURN":CURSORD
FEINT"NOTE THAT'S PLAYIMNG®

255 FORQ=1TOT:FORI=0TO10:NEXT : SOUND s
151

- m
10—t

[}

TG,
SOUNDZ,T(Q)+1,15:CURSORZZ, 10:PRINTTS(

yOMINEXT I SOUNDGO

260 N&E=INKEY$:IFNE=""THENZED

270 IFN$=" "THENERASE:RESTORE: I=0:GOTO1d
220 IFN$=CHR#(13)THEMZSD

230 GOTOZEeO

200 FORI=0TOT:PRINTTS(I),T(I)

210 IFINKEY$=""THEN31DO

IZ0 MEXT




AUVEITTURE

Aventures are rather easy to write and you
don't need a lot of experiance, all you need
is a little imagination. We will start with
2 small one location adventure and then
progress to something a lTittle more
sophisticated.

For someonea to convert this into a multi
location adventure you could usa this same
format for all your locations. The only
thing you would need to change would ba Jline
30, instead of GOSUBR 100 you could have GOTO
(line number of your naxt locatian).

2 CLS:COLOR 1,5

10 PRINT "You ares 1in a
20 PRINT “"Exits are; N.
30 PRINT. "Visible Objects; Rocl."

i}

cave,
1

£

40 INPUT "WHAT WILL YOU DO ";AS$

50 IF A$ = "N" THEN GOSUB 100

60 IF A$ = "GET ROCK" THEN GOSUEB 200

70 IF A$ = "SIT ROCK" THEN GOSUB 300

20 IF A$ = "MOVE ROCKE" THEN GOSUB 400

30 BEEP:GOTO S

100 PRINT "THERE IS A ROCK IN THE WAY!":GOTO
500

200 PRINT "SORRY IT'S TOO HEAVY!":GOTO 500
200 PRINT "AHHH THATS BETTER!":GOTO SO0
400 PRINT "SORRY IT'S TOO HEAVY!":GOTOSOO
300 FOR A = 0 TO SO0:NEXT:RETURN

creen and 1t does

LIME S: CLS wmeans clear cr
ts blaclk writing an

just that. COLOR 1,5 pu

blue screen. Refer to the Basic Manual for
more color combinations.



LIMNE 10:

This is just an ordinary PRINT

statement and will print anything ins
marls. After going to the end of

quotation
the line
unless

i
t

t then goes to the nex
here was another direct

somewhere else,

LINE 20:

NE 400
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LIME S0:
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5 with 10.
s with 10,
Now "INPUT is similar to

input something (type it

c
g

en press CR) and then it storesz i
til A%

else,

IF, this statement as

svar COoOmeas after THEN.

ine.,

= with 350

5 with 50

s with S0

EEEF makes a EBEEP, GOTO se
o the dezignated line.

ide

t
ing

th

1in
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PRINT

in

lis

pt that. after it has printed it waits
Y

and
t in A%
has been declaread as equaling

the
If it doesn't comply then moves ¢t
line. If it does comply THEN i

. GOSUE

a

t

s the computer to a designated line and
he command RETURN sends it bacl ¢t

0 wherea
So if there wasn't anything after
statement then it would proceed ta




LIME 100: As with line 10 and line 30

LINE

[aN]

00: As with 100

As with 100

(43}
s
o

Line
LIMNE 400: As with 100

LINE ~500: FOR wmakes a varijable equal from
one amount TO another amount. Now a variahle
can only equal one thing at a time so what
happens 1is that the variable will equal (in
this case 0) 0 until it gets to the NEXT
command. Now what the NEXT command does is
it sends it back to the FOR and adds 1 to
the wvalue, It does this unti] it has
reached (in this case 200) 500 then 1t
centinues, The RETURN does as mentionead in
line 50.



GZobbler, this = the =mallest arcade Jame
therea 1= in the boolk but 1= thoroughly
snjoyable thanks to thea quality of the
routines in this program. You must usza the
four cursor keys Tar movament 50 you can
bla up the dots but beware of the poison
25 that will k117 vyou straight away!!
1lent valus for sizeld

10 CLS:PATTERNC#25 2,"3030CCB4B42048CC"

20 COLOR1,2:A=154 3:CURSOR1,0:PRINT"SCORE" -
30 CURSCOR13,0: PRINT"HI-SCORE";HS

20 CURSORZS,0:PRINT"GOBRBLER"

S0 FORZI=1TOZ1:CURSORO,

BO PRINT"B. ¢ v v inv v i nnsnnnsenss, .
70 OMNEXT

[ n]

0 FORZ=0TO2¢ & ICURSORZ

Xe)

FRINT"W" :CURSORZ, 21 : PRINT"E" :MNEXT:GOTO130
120 B$="@" ! IFRND(1)#2>1THENBg=" »

110 CURSORREMND(1)%35+71, RN ND (1) #)

1L
‘.
M

120 PRINTES:A$=INKEYS:IFAg="" THEM 100

29))—(A$:CHE$(Z_))+(1A$“CHR$(BU))
)



I=VPEEE(A+L) I IFI{165THENZ4D
IFI=223THENTOO
IFI=236THENFORZ=1TO100:BEEP]
BEEPO:INEXT:CLS:PRINT"Score";S:GOTO130

A=A+L I VPOKEA-L,232:VPOKEA,253:GOTO100

1}

0

Ux

IFHS{STHENHS=3:
CURSﬁRS 21 :PRINT"PRESS (SPACE TO CONT>"
IFINKEY$=""THENZ210

IFINKEY$=" "THENBEEP:GOTO10
FORI=0TOSO:!BEEP] :BEEPO:INEXTI :GOTCZ10

IFI=22THEMNI SO

EEEP]IBEERO:!S5=5+1 CURSOR7,0:PRINTS :GOTO1 280



a 1ARBASE

In STAREASE vau must daefand your =pacs
station fram attaclking Alien UFD'=i
The game starts =asy and will siowly
increase in difficulty until vou wili
no longer be abie to stop the alians
from destroving your sftat

U=za the Arrow kevs tao POIinT in ins
Jire2CSiion you wish to firse Your lasers
I0 Tire press thes spacs har.,

CREEN 2, 137,11 MAG = 450

20 AZ=INKEYS:IFAS)> ™ "ORAS=""THEMNT OO
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HG0SUET120 P GOTO100

O 50,60,70,20

S0 D=7 Y
80 D=4 30
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D GoTo Fo
120 O GoOTo T20,120,2z20,220
RN TOTINIF Uxi{li=0
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y 19 FOR Z=5 TO OSTEP-1:SPRIT
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IF XX=O0THEN Xx=152
130 BEEFP TILINE(112,36)~(XX+2,97),8,8F

0 LINE(112,96)-(162,97),1,BF :BEEF 0:IF UX(Z)=
THEN 450

(O W]
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SOUND 4,2,
,UT(’)),ZC
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20 XX=UX(4):IF XX=0 THEHN

220 BEEP TILINE(XX+2,96)-(82,97),8,08F
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220 IF END(1)4DL THEW RETURMN

ODAMDRMDCT ) ZDLTHENMUX (Z ) =UA

4

)
SR

N
I
=}

3]

[
o
(

T

360 FOR Z=1 TO 4:IF UX(ZI)=0 THEN NEXT Z:RETURH

370 BEERPTIBEERPOIUX(Z)I=UX(ZI+UT(Z):UY(Z)=UY(Z)+U
ZCZ)ISPRITE I+

2, (UX(ZY,,UY{Z)),20,8

FUY(1)=34 OR UY(2)=108 OR UX(2)=110 OR UX
50 THEM 400

— L)
o
I

Cn o=

320 MEXT Z:RETURHM

SOUND4,2,15:FQR Z=13 TO G
) 1eyRMDOYT )15 S0UNGS, 2
o,{(80,30),16,0
RS =1
' E 51
=
420 CLE:GOTO 10
420 SC=SCc+0
ELIME(TE26,20)-(250,33), ,BF : CURSOR 28,3000
LOF 13PRINT SCIRETURN

450 ZC=SC-10:G0TO 440

460

12

CLSICURSOR 56,10:PRINT CHRE$(17);




420

430 CURSOR 52,1735:COLOR
300 PRINT"PRESS (3> TO BEGIHW FLAYIMNG"

910 IFINKEYS{>"S"THENS1D

1

220 CL
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320 PATTERHN
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340 PATTERN
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620 FPATTERN S#17,"237A2C07020&0201°

E30 PATTERN S#13,"8C406040E034569)
540 PATTERM S5#13,"91SE24E040604020"
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S#23,"AAFCDOS0AO402000"

&30 RETURN

700 D=71:0L=.8:8C=0:CURSCR132,20:COLOR
C‘—' fo N ongil BN 1]

SLUORE S

710 FORZI=1TO4:UX(ZI)=0:UY(Z)=0:NEXTZ
720 UA(11=80:UB(1)=10:U2(1)=4

7320 UA(2)=TSD:UB(2)=SD:U1(2)=-§

740 UA(2)=80:1UB(3)=160:U2(2)=-4

14

760 SFRITEOD,(80,80),16,7:LINE(120,10)-(255,
15,8



LANLY KO

Candy Kid is an arcade

style games where viou
must go around the Sscreen =23ting 311 the
n d

candy without running i

t Dzvil or
without being caught by th
=) =

Candy Mama.

There are several different scrasns and yaou
use the four cursor keys for movemant ERY

ADDICTIVE!!

10 MAGT :GOSUE 65“ HE=0:GOTO 7&0

ra
o
o
=
o
m
m
™
ra
[l
-
0
o

GOSUE

ra
[up}

40 IF A3=CHR3$(285) AND CX<170 THEN CX=CX+]

(ny]

20 IF A$=CHRS$(23) AND CX»10 THEN CX=C¥-1&

60 IF A$=CHR$(30) AND CY>5 THEN CY=CY-16

70 IF AS=CHRZ(321) AND CY<{165 THEN CY=CY+1E
SO0 VY=CY+4 1A= VEFEEK (INT(VY/2) 4256+ IMT(CX/2)
=2+VYMCDE)

30 SFPRITEZ,(CX,CY),0,2

100 IF A=3 THEN BEEP1:EBEEPO:CA=CA+]:
TOIEBLINE(CX CY)=(CX+11,CY+11),,EF

110 IF A=19 THEN CK=CK-1:GOSUBZ20:IFCK=0TH
EM3TO

120 IF EBX>CX THEN BX=BX-3:GOTO 150
20 IF BX{CX THEN BX=BX+2:GOTO 150

140 BX=CX
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160 IF BY{CY THEWN BY=BY+&:

L)
[yl
(]
—|

|
—
oo
]

150 SPRITED, (BX,EBY),&,5

130 IF BXOCX-12AND EX<{CX+1ZAMDEBY>CY-1ZAMDE
YLCY+12 THCNIF‘P}—]'hOSU 220 IFCE=0THENI O

[

Z00 IF CA=CS THEN GOTO 240

220 BLINE (195,50)-(225,58),15,BF :CURS0OR]1 Y
3, 50:COLORISIFRINT SCIRETURHN

220 GOSUR S20:CUR
TCH CQUTI":IFOR I
=5IEBX=170:BY=1¢

U TU ZTOIMEXT I:Cx=10:

SOR195,120:COLORS; PFINT i
J:GOSUE 1000:RETURHN

240 BLINE(195,120)-(255,128),,BF :GOSUE 510
SC=SC+5T#3200: GOSUE ZZOICURSOR200,120:PRIN
T " HICE I®

—
o
3
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(7,2)-0191,185),10,B:FOR X=14 TO
16:FOR ¥Y=3 TO 163 STEP 16

270 C=INT(RND(1Y#121+2:COLORC:CURSORY, Y PR

INT “#“:NEAT YINEXT X

220 IF 55=4 THEMW 55=7

230 IF 25=1 THEM CS=95:G0TO 2720

200 IF 53=2 THEM CS=92:GOTO 3240

210 IF CS=25:G07T0O =270




(=Z& TO 154 STEP E4:FOR Y=21 TO 14
STEP 32:GOSUB 440:MEXT Y:NEXT X

9 S

220 FOR X=38 TO 122 STEF &84:FOR Y=27 TO 1=
X F40 THEXT YIMEXT ¥

(% ]
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m
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260 GOSUB 450:GOSUR ST10:RETURN

370 RESTORE720

4720 GOSUBR 440:G0TO 2390

4320 GOSUE 450:GOSUER S10:RETUERN

ZIMT "en CUR
E FDII [

D

..
+ Eal

COLORE CURES0D
I

|:|:| [ =

460 CUREOR195,40: LORTOIFRINT "SCORE™ I CUR
SORT9S,50:1FRINT SC

4230 CURSOR195,90:COLORS:IFRINT “S

ORT95,100:PRINT =7

]
-
=
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17




430 FOR C=1 TO 13:COLORC:CURSORZ00,150:PR]
NT "#%xx%#%" ICURSORZ00,158:PRINT "#CANDY "
*CURSOR200,1661PRINT"* KID #":CURSORZO0,]7
4IPRINT %55 #%%" i NEXT [

J00 RETURM

320 READ g1

340 IF S1=-1 THEN GOTO 520

n
o
Las

IF S§1=-2 THEN SOUNDO:RETURN

n
(a4}
pesh

SOUND1,81,15:FOR I=0 TO TIINEXT I

370 GOTO 530
320 RESTORE 750

on
I¥u]
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A
m
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S00 READ =2

U SOUNDY,52,15: FOR I=0 TO TZINEXT 1:s50U

QFIPATTERNCH#I, 0% : 1

QF IPATTERMS#I,Q3: 1
\
|
|
|



270 DATA 0O
yCOFOFESFCCT

520 DATA J00GOoOO0OO0QCOl

530 DATA O
yCOEOFOFES

710 DATA

720 DATA 100F4SES43424161,62524A444444040F
yOSFOADACEO408080,444E4424242820F0

730 DATA Z26,21,27,93,285,117,1233,149,-1,
211]4;—1—]15(:172115315‘51]0}1]1/1]—;9)_]174
9‘3175"‘]99”,_'1;

733 DATA 149,-1,106,52,117,-1,122,21,52,85
y 101,117,749, -1,132,21,149,-1,154,21,37.
!:::51]]7,‘133y149,_2

740 DATA 20,523,659,784,659,7284,659,-1,80
7845“"‘"

750 y323,-1,20,523,523,-1 1
)ZD :5871533]523 41"‘[ 16

7e0 2y 2 COLORT 1,11 COLORSICLE

770 FOR C=3 TO 9:COLORC

|
730 CURSORSZ,ZOIPRINT "8 53885588553 % é
FEEY

T P e S e o S, : ) i in btk

d3U CURSORTZZZEIFRINTIOHES(17 ) "CANDY ¥ID




SO0

210 MEXTC

270 CURESORSZ,10

LCAMDY KIDM

2320 CURSORS2

LCAMDY MAMAT

2" CURSORXK

230 CURSORSE
VIL®

0 CURSORSZ

FTS v

-0
[ uy

=9
Fleaze push
00 YE=1]

405 GOSUE
510 CLESIF S
920

4t

y 140 IPRINT

Iyl
0
1

P =

TCURSOR4E, T
MEXT I

]

(]

310:CURSO

HEEYELDIF
OTOS00

CHEZ(T.

T010:G050UE

1
o
[}

)

[

COLORZVFRINT "o,
y 124 COLORSIPRINT "o oo

37:COLORTO:CURSORX, Y IFPRINT "z
"EYICURSORX+E,, Y I PRINT

I

S W T b e g HITHEGD

SPRITES,
TERRITED
SIMEXT X

(o]
.
T
T
o
m
m
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0:E0TOz20

FRINT "GAME OVER"

RIMTPHI-SCORE" JHE




!UELURSH,lii COLORZ:IPRINT

CCOLORTOIPRINT "YOUR SCORE®

(@]
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ey

CURSORS0,740:COLORS:PRINT "No thank
Fush CE1]

ltay®

(W}

F NOT Y$=CHR$(13) THEH

3ITHENGOSUR 1010:GOSUE

HEM SCREENT,1:COLORT,1:

(%] |’1"|

5 COLORZIPRINT “KIO":
)aer'l”FEJE195,?-"
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m
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IMNFUT ROUTIME: t

_ u=ze routfins
GOSUE 950 On pre

ins the (CR) ks
ui]T contain what was yeped 1n.

[w]
<
3;.
it

1T
[h}
(]

~+

DE key backspaces.
to px:nsi'tion X=x axis, Y=y axis

J
.
1,
=
-t
-
=
Y

Program using nput rout
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30 X=0:Y=2:G05UE 930

40 PRINT:PRINT:PRINT"HELLO ";As

wn

0 FOR Z=1 TO 300:EEEF 1:BEEFP UO:MEXT Z
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337 CURSOR X, Y:PRINT CHR3(143);
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354 IF A=12 THEM EEEP:CUR Xy YIFRINT )
I RETURM

L
in
n
[
-

-
pal
=
ot
—
P
8]
._.[
2L
m
[Nu]
n
RN

RSOR X,YIPRINT










