99 REM control
variables
title screen
instructions?
instructions
draw fruit machine graphics
decide if holds to be given
input credits or end game
start
* roll reels
check for win
153 GDSUB B0@0: ° if win available then displ
it, returning to line 150
nva GOSUB 5500: ° decide if nidges to be give

2e0 coto 150
210 REM

499 REM silly sound routine

700 cnt=0:count=B:RESTORE 7S@:ENT —1,1,1,4,2.
-1,4,1,1,5:ENV 1,5,3,1,4,-1,5,1,0,50,11,~1,18
710 SOUND 1,snd,15,15,1,1,0:SO0UND 2,snd+10@,2
5,15,1,1,0:S0UND 3,snd+20@,35,15,1,1,8

7=ainaTa os.nas 200,550, o Sneleit e
int=0: Rss ORE 75 -1,1,1,4,2,
NV 1350300585155, 1, m 50,11,-1,10
Sta S0ND 1,snd, 1m.as 1,1,1:S0UND 2, Sna+ 100, 1
5,15,1,1,0: SOUND 3,snd+200,25,15,1,1,0
828 cnt=cnt+l:IF cnt=7 THEN READ sid:icnts=
unt=count+1:IF count=8 THEN 900
830 GOTO 810
900 CALL %BB@O:-nt=@:count=0:RESTORE 75@:ENT
1,1,1,8,2,-1,8,1,1,5:ENV 1,5,3,1,4,-1,5,1,0,
o

50,11,~1, 1

910 SOUND 1,snd,3,15,1,1,1:S0UND 2,snd+100,9,

15,1,1,@:SOUND 3,snd+20@,15,15,1,1,8

920 cnt=cnt+1:IF cnt=7 THEN READ snd:cnt=

unt=count+1: IF count=8 THEN RETURN

938 GOTO 910

950 IF flga=1 THEN LOCATE 17,13:PRINT CHRS (23

@) :LOCATE 17,12:PRINT CHRS (231 U

PRINT CHRS(232) ELSE LOCATE 17,1

230) : LOCATE 16,1 s

955 IF INKEY$<>"* THEN

960 IF flga=1 THEN (Iga—ﬂ ELSE IF flga=@ THEN

1ga=1

978 RETURN

999 REM decide which reel to roll

1000 credits=credits—
" AND reel2$="H" AND reel3s=

THEN 1010 ELSE GOSUB 1500
THEN 1020 ELSE GOSUB 2000
THEN 1830 ELSE GOSUB 2500

1499 REM roll reel one
1500 FOR outloop=1 TO INT(RND3)+2@

1505 real#(1)sRIGHTE (rael s (1) LEN (raal$ (1) =1
)HLEFTS (reel #(1),

1510 FOR 1o0f :LOCATE #1,2,100
P:PRINT #1 HID{(PEE!SLI).I+(IQ09~I) 1

1512 NEXT loop

1520 NEXT outloop.

1525 SOUND 1,50@,3,7:SOUND 2,5@3,3,7:SOUND 3,




,7:° reel stop sound
153u aTiRn

9 REM roll reel two
1 TO INT (RND*3)+20
2005 reel$(2 !BHTS(reelS(Z),LEN(rEE]i(Z)) 1
VHLEFTS (reel$(2),
2010 FOR loop=1 70 3:PEN #2,0:L0CATE #2,2,100
p:PRINT #2,MID$(reel$(2),1+(loop-1),1)

=1 T0 #3,0:LOCATE #3,2,100

p:PRINT #3, HlDS(rEeli(Sl,lb(lucp—l) n

2538 NEXT loop

2558 NEXT outlo

=l 360,3,7: SOUND 2,463, 3,71 SOUND 3,
6,3,7: " reel stop sound

3560 SETURN

2999 REM check for win

3000 value$=MID$ (reel(1),2,1):values=values+

MIDS (reel$(2),2,1) : values=value$+MID$ (reel$ (3

value$=win1$ THEN win=win(1):RETURN
LEFT$ (value$,2) =win2¢ THEN win=win(2)

value$=win3s$ THEN 3) :RETURN
UEFTS (valuat,2)=wind$ THEN winwin (4)

values:
values:
LEFT$ (value$,2)=win7# THEN win=win(7)

inS$ THEN wi URN

value$=winB$ THEN win=win (8):RETURN

values$=wini@% THEN
valuef=wini1$ THEN
value$=win12$ THEN
value$=win13$ THEN
value$=win14$ THEN
value$=wini5$ THEN
LEFT$ (value$,2) =win1é% THEN win=win (1

THEN win=win (17) :RETURN
THEN win=win (18) :RETURN
AT e win=(19) : RETURN

value$=win2@$ THEN win=win (20) :RETURN

3590 15 INKEY (1910 THEN INK 8,1 D 1,100
43,7:SOUND 2,182,5,7:SOUND 3,104,7,7:RETURN
3520 GOTO 3510

3999 REM nudge routine

4000 PEN 2:PAPER 1:SPEED INK 10,10

4005 GOSUB 4300:nudges=INT (RND*B) +1:LOCATE 13
412 PRINT nuﬂges~1F INKEY (47)<>@ THEN 4005
4007 nudg

4915 _IF nusgesce THEN 4100 ELSE LOCATE 13,12;
PRINT nudg

17 tmptdoree1s(1): tap2s=reel# (2):

mpIt=reel

4020 IF INKEY (10:
£(1),15) rreel$ (1

THEN reel$(1)=RIGHTS (reel
eel$ (1) +LEFT$ (tmp1#,1) ELS

4825 FOR lop=1 TO 3:PEN #1,0:LOCATE #1,2,lop:
FRINT #1 nlDS(reelS(}),l‘{lup 1), 1) NEXT 1op:
nudges=nudges-1:60T0 4815

4030 IF INKEY(11)=0 THEN reels(2)=RIGHTS (reel
$(2),15) :reel$ (2) =reel $ (2) +LEFTS (tmp2$,1) ELS
£ 4040

4835 FOR lop=1 TO 3:PEN #2,@:LOCATE #2,2,lop:
PRINT #2,MID$ (reel$(2),1+(lop-1) ,1) :NEXT 1op!




4045 FOR lop=1 TO 3:FEN #3,@:LOCATE #3,2,lop:
PRINT #3,MID$ (reel$(3),1+(lop-1) ,1) :NEXT lop
nudges=nudges-1:60T0 4015

4050 IF INKEY(20)=0 THEN t GHTS (reel (1
),1): temp=temp$+LEFTS (tmp1$,15) sreel# (1) =tem

ps: temps:

4855 FOR lop=1 TO 3:PEN #1,0:LOCATE #1,2,lop:

PRINT #1 nzns(reexs<1:,xo<1aa 1), 1) sNEXT: nudg
S

=RIGHTS (reel $ (2

1)1 tanpsstennssLEFTS (tap2k, 15) irenl #2

p$:temps="" ELSE 4070

48465 FOR lop=1 TO 3:PEN #2,0:LOCATE #2,2,l0p

PRINT #2,MID$ (reel$(2),1+(1op-1),1) :NEXT lops
15

=tem

RIGHTS (reel  (3)
4 1) s temps=temp$+LEFTS (tmp3$, 15) :reel $ (3) =temp
+: temps:

4875 FOR lop=1 TO 3:PEN #3,0:LOCATE #3,2,lop:
PRU Bios Char o650 1 (op ), DalekTEic

4199 REM gamble or collect sound routine
4200 SOUND 1,¢19,7,7:80UND 2,§1942,7,7: SOLND
3,f1g+4,7,7

A fannwzm THEN $1g~g ELSE, IF #1=90a

THEN £1g=100 te value

4220 RETURN

4299 REM nudge sound routine

4380 SOUND 1,flag,1@,7:SOUND 2,flag+2,18,

0

g=108 THEN f1ag=20@ ELSE IF flag=2
100

s = E
TE 6,2

| THEN resiog=rii*:PAPER aip
€ 10,22:PRIN
+Lbeate 18,24: PRI

EN B

T gt sLOEATE 10, 3L PRINT
aps

R o S s Tl reatseash U PACER OUPE

CATE 14,21:PRINT "H":LOCATE 14,22:PRINT

LOCATE 14,23:PRINT "L":LOCATE 14,24:PRIN

&
OLD" s inw=21: F
OR mnloop-1 TO 4:LOCATE &, inws PRINT MIDS (OUTP
#,mn100p; 1) :LOCATE 10, inw:PRINT MIDS(OUTp$,mn
LEcey13 SLOCATE 1451na: GRINT HID# (U Tok, anloon
41z inw=in EXT_mnloop

3545 SOUND. 1,20,3,7150UND 2,48, 6

2550 17 INKEY (1820’ THEN. TNK 11 361 RETURN

4560 GOTO 4518

4999 REM draw fruit machine graphics in mode

@ on screen

500@ DI:SPEED INK 30,30

5005 FOVE 1,13:0000, 70,208, 2 HOVE. 639, 10106A
MOVE

awer
5010 MOVE 7@, coatORAM 78,598, iAW 578,378, 3
:DRAW 570,200,3: ' upper half outline

5020 1F prog-d THEN HOVE 48,120:DRAW 590,120

1
5030 IF prog=@ THEN WINDOW #1,5,7,17,19:WINDO



W #2,9,11,17, 19:WINDOW 83, 13,15, 17,19:PAPER #
e #3,81CL8 #i:Cls #2:CLS #

s e

Sasa 1 Prog=a THEN WINDOW #4,13,17,8,1@: PAPE

R #4,8:CLS #4:PEN #4,0:LOCATE #4,1,2:PRINT #4

,"START"

5850 IF prog=@ THEN WINDOW #5,4,8,8,10: PAPER
,9:PEN #5,@:CLS #S5:LOCATE #5,1,2:FRINT #5,

NUDGE™

5848 PAPER 11:PEN 1:0UTp$="HOLD"

5065 inw=21

5070 FOR mnloop=1 TO 4

S@80 LOCATE 6,inw: PRINT MID$ (DUTpS$,mnloop,1):

LOCATE 1@, inw:PRINT MID$(OUTpS,mnlaop,1):L0CA

TE 14,inw:PRINT MID$(OUTp$,mnloop, 1

5898 inw=inw+1:NEXT mnloop

5100 PAPER @:PEN @:LOCATE 8,6:PRINT

E 9,6:FRINT USING "##.##";win

5110 PAPER 2:LOCATE 5,2:PEN @:PRINT "DOUGH: #"

5:PRINT USING "##.##";dough

120 insn 13LOCATE 6,12:PEN 2:PRINT "NUDGES:

3 nud

5130 PAPER 10:LOCATE 5,18:PEN 3:PRINT “CREDIT

3 LOCAT

OCATE 9,6:PRINT * *
=1 TO 3:PEN #1,0:LOCATE #1,2,l00
PPRINT #1,MID# (reel$ (1) ,1+(1oop=1) ,1) :NEXT 1
©op:FOR loop=1 TO SiPEN #2, E #2,2,l00p
PRINT #2,MIDS (reel#(2) ,1+(loop~1) ,1) :NEXT lo
Op:FOR loop=1 TO 3:PEN #3,0:LOCATE #3,2,100p
5150 PRINT #3,MIDS$ (reel#(3),1+(loop-1),1) :NEX

T loop

5198 PAPER @
5480 prog=1:IF credits=0 AND dough<=0.05 THEN
10500

5498 INK 9,1@:RETURN

5499 REM decide whether to give nudges

5500 IF RND>@.87 THEN INK 9,8,26:G0SUB 4000:1
NK 9,12:RETURN

5518 RETURN

5999 REM decide whether to give holds

4000 IF credits<=@ THEN RETURN ELSE reells=

ireel2s="":ree

s
7502 IF dough>@.85 THEN INK 10,2,17

7581 IF INKEY(68)<>@ THEN 7504

7582 IF INKEY(68)=@ AND ddough>@.S THEN credi

J2:PEN 1:PRINT USING "#i. ##"; dou
7510 IF INKEY(18)=@ AND credits=d THEN 10000
ELSE IF INKEY(18)=@ THEN INK 10,14:INK B,10:R
ETURN
7515 WHILE INKEY$<>"":WEND
7520 GOTO 7500
7999 REM display win if available then return
to line 158 else return
8000 IF win=@ THEN RETURN

8085 INK 9,10:SPEED INK 15,15:PAPER
8010 TE 7,4:PEN 11:PRINT
€020 10 STEF -10

*: USING

8050 GOSUS 420 INKEY (47)=0 THEN B100 ELSE
IF INKEY(18)=8 THEN 8200 ELSE B05@
8099 REM gamble win
8.5 THEN wnflg=1 ELSE wnflg=0
N 8120
8110 IF wnflg=1 THEN LOCATE 7,4:PEN 14:PRINT
LIMIN! ' ":FOR £=100 TO 1@ STEF -10:SOUND 1,,




TN 2 faza oD S e

8112 win=wins:

8115 LOCATE 8,6:FEN 1:PRINT USING “##.##";win

G0TO 6040

8120 LOCATE 7,4:PEN 15:PRINT " LOSE

8125 FOR §=10'T0 100 STEP 10:SOUND 1,#,5,7:50
£42,6,7:SOUND 3,4+4,7,7:NEXT

8130 IF win’®.1 THEN win=d ELSE win=win/2

THEN LOCATE 7,4:FRINT * L

10:L
PEN AIFACER 01 PRINT. USING *o0. MH

OCATE 3

8199 REM take win

200 10:L
OCATE 12,2:PE! RINT USING “##.##";

8499 REM title screen
8500 BORDER 1:CLS:fl=1: INK 12,@,26: INK 13,26,
A e R G T

8510 For loop=1 TO

G570 10 103 THEN PEN 12 ELSE PEN 13

8538 LOCATE loop,1:PRINT CHR$(164):LOCATE lao

£,24:PRINT CHR$ (164)

8540 IF f1=1 THEN £1=0 ELSE IF 1=0 THEN f1=1

8550 NEXT

8560 FOR loop=2 TO

8570 1F #197 THEN PEN 12 ELSE PEN 13

8580 LOCATE 1,100p:PRINT CHRS (164) :LOCATE 20,
RINT CHRS (164)

8598 IF f1=1 THEN £1=0 ELSE IF £1=0 THEN f1=1

B60@ NEXT

8618 PEN 8:d$="FRUIT MACHINE!":FOR loop=12 TO

S STEP —1:LOCATE 4,l00p:PRINT d$:NEXT:FOR lo

op=12 T0 & STEP -1:LOCATE 4,lcop:PRINT SPACES

NEXT

8620 PEN 9:LOCATE 2,1@:PRINT "(C) Richard Kem
ley"

8630 PEN 10:LOCATE 3,13:PRINT "DECEMBER 1784.

8640 PEN 12:LOCATE 4,20:PRINT “PRESS!
14,20:PRINT "KEY":PEN 13:LOCATE .10, o PRINT -
ANy

8647 PEN 10:E1

8650 GOSUB 700

8499 REM winning combinations

8700 snd=200:CLS:PEN 3:LOCATE 1,1:PRINT
ING COMBINATIONS"

8718 PEN 2:FOR loop=1 TO 28:SOUND 1,snd,S,7:5
OUND 2,5nd+2,5,7:SOUND 3,snd+4,5,7:LOCATE 1,1
©00p+2: PRINT demos (100p) : snd=snd—10: NEXT

8715 PEN 1:FOR loop=3 TO 22:SOUND 7,RND1000,
5,7:LOCATE 7,100p: PRINT "#":NEXT
8720 PEN 12:LOCATE 4,25:PRINT "PRESS ANY KEY'

INN

8799 REM characters
8800 DI:snd=100:CLS:PEN 4:LOCATE 3,1:PRINT "6
AME_CHARACTERS"

8810 FOR loop=1 TO 16:SOUND 1,5nd,5,7:SOUND 2
,5nd+2,5,7: SOUND 3,5nd+4,5,7: PEN (RND¥2)+1:L0
CATE 1,100p+2:PRINT CHt {259+ 00p) 1LOCATE 5,1
00p+2:PRINT descs (10op) : snd=snd-t

8820 PEN 12:LOCATE 4,25:PRINT "PRESS ANY KEY'

THODE @:CLS:RANDOMIZE TIME:SP

e128="":reel3$="": ' if these
e e e



98@5 DIM win(21):RESTORE F807:FOR f=1 TO 20:R
EAD value:win (f)=value:NEXT

007 TATA 1,1812,1.5,-574:57:5,1, 73,5155y
% 2:75,1,1
Sata FoR loop=240 T0 25

sreel$ (1)=reel$ (1)+CH

eel$(2)+CH
eel$(2)=re

R (1oop) :NEXT:FOR 100p=240 TO 24:

©1%(2) +CHRS (100p) : NEXT

9838 FOR 1oop=25@ TO 255:reels (3)=reel$ (3)+CH
e

R$(1oop) :NEXT:FOR 100p=248 TO 249:reel$(3)
©1%(3) +CHRS (100p) : NEXT
eel# (nnloop,

9035 op
9837 DEFREAL d-d

@ : £1ag=100: p:
ddough/10: nudges=a

9890 RESTORE 9108:PAPER @:FOR 100p=@ TO 13:RE
AD col:INK loop,col:NEXT:INK 18,1,24: INK 15,1

11
9100 DATA 1,24,20,6,26,0,2,8,10,12,14,16,18,2

10
9115 win2$=CHRS (24@) +CHRS (248)
9120 )+CHRS (241 )
9125 wind$=CHR$ (241) +CHRS (241)

38

9135 winb$=CHRS (243) +CHRS (243) +CHRS (243)

9165 wini2

9185 win1b$=C)
919 win17$=CHRS (252) +CHRS (252) 4CHRS (252)
9195 win1B$=CHRS (253) +CHRE (253) 4CHRS (253)
9200 win19$=CHRS (254) +CHRS (254) +CHRE (254)
9205 win20$=CHRS (255) +CHRS (255) +CHRE (255)
9210 DIM demof (21)
n1$:demos (1) =demos (1) +SPACES (
3) :demo (1) =demos (1) +STRE (win (1))

n2%:denos (2) =demos (2) +SFACES (
4) : demo$ (2) =demos$ (2) +STRS (win (2))

9 win3$: demos (3) =demot (3) +SPACES (
=) (HmACH(E edseeses AT SIS
nAs1fienct (4) sdencs (4) +EPACERC
a): uemnsw-aemusmosrksmmm

9235 demo$ (5) =winS$: uamnstsy-uemosxsnspacsu
3 s demos (3) odemos (3 +STRE (win (5)
9240 =

«

3) : demo# (6) =demo# (6) +STRE (win (6))
9245 demo$ (7) =win7%:denot (7) =demot (7) +SPACES (
4) : demo$ (7) =demos (7) +STR$ (win (7)

9250 demot (@) =winB$: demos (B) =demos (8) +SPACES (
3) : demo$ (8) =demo$ (8) +STRE (win (8)

9255 demo$ (9) =win9$: demos (9) =demos (7) +SPACES (
3) : demo$ () =demo$ (9) +STRE (win (9))

9260 demo$ (12) =win1@$:demos (18) =demot (10) +SPA
CE$ (3) : demo$ (18) =demo$ (10) +STR (win (18) )

9265 demo$ (11)=win11$:demos (11)=demo$ (11)+SPA
CE$(3) :demos$ (11) =demo$ (11) +STRE (win (1))

L e R e
CE$(3) : demos (12) =demo (12) +STRE (win (

9275 demo$ (13)=win13$: uemnsu:)saemuuxzx +SPA
CE$(3) :demos (13) = (win (1
Sl el L
CE#$(3) :demos$ (14 (win(14))

9285 demo$ (15)=win15$: demot (15) =demo$ (15) +SPA
CE$(3) : demos$ (15 (win(15))

9290 demo$ (16)=win16$:demas (16)=demo$ (16)+SPA
CE$ (4) : demo$ (16) =demos$ (16) +STR$ (win (16))

9275 denot (17) =wini7é:denct (17) =denct (17) 45PA
s R T

350, domos (10) i iBes dmmt (107 sdmacs (18) 5P
CE$ (3 damos (18) ~demo$ (18) $STRS (win (18))




9305 demo$ (19) =win19%: demas (19) =demos (19) +SPA
CE$ (3) : demo$ (19) =demo$ (19) +STRS (win (19)

9318 demo$ (20) =win2@s: demo$ (20) =demo$ (2@) +SPA
CE$ (3) : demos (20) =demo$ (28) +STRS (win (20) )

9320 RESTORE 9350

9330 DIM desc$(17)

9340 FOR loop=1 TO 16:READ values:descs (1oop)
=value$:NEXT

9350 DATA The bells!,BAR symbol,Silly shape,P
ac-Man,3d box?,Arthur Scargill,Ultimate initi
als,A Resistor,Thane of Cawdor,A medal,A Game
JFloppy Disk,1989777,ha Knows. . ,Sensible Arr
ows,Silly Arrows

9480 GOSUB 9500

9490 RETURN

7435 REN usar detinad grapnice

oo e onTeniose can define all char
s from 230 to 255

5510 SYMBOL 240,018,624, 442, L5A, 442, LB1 , LFF &

9520 SYMBOL 241,4FF 8@, 4FF 4B, &FE, 4B ,&F 6,40
9530 SYMBOL 242,%0,%1C,%22,449,45D, 849,422, %1

om— 243,840,430, 468, 4FC, LEQ, LFO, 87C, &3
9550 SYMBOL 244,88, 4FC,LC6,4BF , LAS, 4FD, k63, &3
Ss6 syEoL 245,818,424, 442, LAS, 481, L5A, 124 , &
égvm SYMBOL 246,%E7 , %A, LED LA, XAC, LAC, XA , LE

9580 SYMBOL 247,%@,%0,%3C,4FF ,4BD, 481,481 ,%0
959@ SYMBOL 248,L7E,4C3,&BD,4BS, &AD, 4BD, &C3, &

9600 SYMBOL 249,&FF,&10,%28,454,%AA, 454,428, &
10

9610 SYMBOL 250,LE6, 454,449,456, 4ED, L8, 4C0, &
9628 SYMBOL 251,%FF,499,8A5,899,%81,499,%99,%
9638 SYMBOL 238,4BC,6C, 4F4 ,4F8,L7E, 3D, 524, %
9640 SYMBOL 231,&3C,%3C,%7E,42C,&7C,&3C, 418, &
9650 SYMBOL 232,&1,82,%4,438,48,530,430, 40
9668 SYMBOL 233,83F ,48,530,430, 40, 40,40, 40
9990 RETURN

9999 REM take the money and run
10000 amount=dough-5:IF amount<® THEN amount=

)
fBae woDEimicsieeN it OeaTE ST ERTIG IR
Ou won #";USING “##.##"; doug!

10010 tt=TIME: INK 12,0, Sort 13,26
i s PEN 1 T “TRY
sPRINT "AGA:

10050 15 (1 IME-£4>5000 R TNKEYSC>=) THEN RU
N

tPEN 13

10042 GOTO 10830

IR

10508 as="!!GAME OVER!'":FOR loop=1 TO 25:PEN
RND 15 LOCATE 4,100p:PRINT a$:SOUND 1,100p#1
90,10,7:SO0UND 2,100p*1@1,1@,7:SOUND 4,100p*99



+1@,7:NEXT
10505 ERASE win:ERASE reel$:ERASE demo$:ERASE
descs

19510 RUN
11999 REM instructions
12000 IF a$<>"y" AND a$<>"Y" THEN

RE’
12005 MODE 11CLS: inas=rPRESS ANY KEV™
1:PEN 3:PRINT "#**FRUIT MACHIN
PEN 1

he aim of the gam
as possible by b
oth lu:k andskill. The game is very easy to

pla

15040 (GEATE 1,8:PRINT *  The 1large ENTER
key is the STARTbutton and the COLLECT
button. The SPACE-BAR is the gamble key an

d is usadto’ stop the nudge  spinner. On

13245 PRINT “numeric keypad, the top row of
numbersare used, when appropriate, to NUD
=

12050 PRINT "UP. The next row are used to NUD
EEN N TheRoa) Livon aaditined o HOED ErnidE
reels respectively. The sm
o kEV acts an o CANCEL bubeon.®
12060 FRINT "The TAB key is used to add cre
dits, atthe expense: of your capital. When
theCREDITS window flashes, you can entercr
edits.”

12065 ct=1:PEN

12067 WHILE INKEY$=""
LaalcaTE kLN RRINI et ioms ot ic
tectr1:1F ct>Lsuunsn THEN LOcATE 13, N
T

c
12080 FOR wa=1 TO 77:NEXT:WENDICLS
12100 LOCATE 5,1:PEN 3:PRINT “*»#FRUIT MACHIN
£ INSTRUCTIONS#*a":PEN
12120 LOCATE 1,3:PRINT " At random points
you will be able tohold reels. When this is d
one, the reelswhich were held will not spin n
ext time.Also at random points, you will rec
eivenudges which will allow you to move the"
12138 PRINT "reels up and down in an attempt
finda winning position. "
LR R I e S B
he START button whenyou no credits, yo
i fhe mclkaser oy i e e game, and it

12160 WHILE INKEY$=""
C b B R D
t=ct+1:IF CEXLEN(L THEN LOCATE 13,25:PRIN
= ]
12180 FOR wa=1 TO 77:NEXT:WEND
RETURN

13820 CLS:RETURN



