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WESTERN ADVENTURE
GAME
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Your rough, tough and ready desparado colleagues have
fled into the scrubland, dropping their guns and the loot.

Well we all know that a man, or a Calamity Jane, has got
to do what ever it is. So, you are on your own outside the
bank and you have to make it to the horses, which some
idiot left on the outskirts of the town.

On the way you can collect money and guns with bullets
and then decide, if you run into the Sheriff's posse,
whether to bribe or blast your way to freedom. Obviously
your aim is to reach the horses with some bullets and
some money.
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We are not advocating here that crime pays - that is up to
you.

How to play

Use the ARROW keys to make your moves.

Your footsteps will appear on the screen as you move
toward the horse in the top left hand corner of the
screen.

Your progress will be recorded on the bottom of the
screen, and you will, in your progress, be told that you
have run into the posse, and you will then be asked if you
intend to shoot or bribe your way out.

Key in SHOOT or BRIBE

Should you run out of bullets, I'm afraid that a lynching is
your fate, as the posse were playing poker when you

robbed the bank, and the Sheriff had a Royal Flush.

To exit from the game press the BREAK key.

Programming hints

You can increase the number of events in the adventure
by allowing W on line 450, to be larger.

A procedure describing the event, and the effect of it, on
the money and bullets can be written.

The new procedures can be listed after line 490.

Remember that
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PRINTTAB (X0, YO) "*";

DI=DI+1

W=INT (RND (1) *4+1)

COLOURL1

IFE W=1 THEN PROC_POSSE

IE W=2 THEN PROC_BULLETS

IF W=3 THEN PROC_MONEY
COLOURZ2

GOTO330

REM
DEFPROC_POSSE:PRINTTAB (0, 26)
e of the sheriff's posse. Do
r bribe?"

INPUTTIS

IF IsS<>"sHOOT™"™ AND I$S<>"shoo
BRIBE?" AND IS<>"bribe"™ THEN
(6]

IF IS$S="SHOOT" OR IS="shoot"
IFE IS="BRIBE" OR Is="bribe"

IFE BU<O THEN BU=0

IFE MO <O THEN MO=0

ENDPROC
DEFPROC_BULLETS:PRINTTAB (0, 2
",X;" bullets that vyour gan
an

BU=BU+X

IS=GETS

ENDPROC

DEFPROC_MONEY :PRINTTAB (0, 26)
xX; " bags o £ money that youxzr
hind?"™

MO=MO + X

IS=GETS

ENDPROC
DEFPROC_BLOCK (X, Y, W, H)

MOVE X, Y: MOVE X+W, Y

PLOT 85, X, Y+H

PLOT 85, X+W, Y+ H

ENDPROC

DEFPROC_BLANK
PRINTTAB (1, 24) SPC (140) ;
ENDPROC

END

REM END
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