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A SELECT SPRITE COLORZ

SPRITE SHARED COLRZSYELLOW
 BPRITE SHARED COLRISRED
JKINBX1 COLOR 1 =BLUE
~JKIMBZ COLOR 1 =BLUE
SPRITE3 COLOR 1 =BLUE
SPRITE4 COLOR 1 =BLUE
CAMDLES COLOR 1 =BLUE
CANDLES COLOR 1 ®BLUE
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SET B = 192
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SET H =SPRITE3 ¥ POSITION
IF A < 116 THENW

SET B = B + 128

SFRITE 3 I8 TOYSLZ

" BPRITE &4 IB ~TOYSL

SPRITEZ COLOR 1 =BLUE
SFRITE4 COLOR 1 =BLUE
BPRITES X FOSITION =116
EMD IF

CIF A 2 138 THEM

SET B = B + 128

EPRITE 3 IS TOYEBLD

SPRITE 4 IS ~-TOYEL

SPRITE3 COLOR 1 =BLUE
SPRITE4 COLOR 1 =BLUE
SPRITES X FOSITION =143
END IF

SPRITE3 DIR =(B)

SFRITEZ MOVEMEMT SPEED=@16

7 COMTIMUE WITH S0LDIER

JUMF TO LABEL LB&1
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' SET_UP_BACKOROUND
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SPRITE 1 IS BTHAR

CBTAR 1 ANIMATION SPD =@Z8

CETAR 1 ¥ POSITION =113
STAR 1 Y FOBITION =@63

#‘mewn o P T S s i e ]
¢/ KEEF PLAYIMG SILENT MWIGHT
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CBOMG IS SILENT

JUMP TR LABEL LB@A1
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BTART BOUND EFFECTS
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SOUWD CHAMMEL 1 = MUSIC
EOUMD CHANMEL 2 = MUSIC
SOUND CHAWMEL 3 = MUEIC

¢/ SET UP BRCKGROUND

CLEAR SCENE 1

SCEME 1 BRCKGROUMD=BLACK
SCENE 1 COLDR 1 = LT BLU
SCEME 1 COLOR 2 = GREEM
SCENE 1 COLOR 3 = BLACK

& INIT SPRITE$

) R e
SPRITE 1% 3PRRKS
SPRITE 18 BPARKS
SPRITE 18 SPRAEKE
SFRITE 15 BPARKS
TPRITE 18 SPARKS
SFRITE 1% EBPARKE
SFRITE 1% BPARKS
SPRITE 15 SFARKS
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BPARKS 1

SPARKSE

SPARKS3

SPARKSS

BPARKED

SPARKSE

EPARKST?
SPARK3S
SPARKS ]

BFARKEBZ

SPAREE3
BPARKS4
BFARKED
SFARKSE
BPARKBY
EFARKSE
GPARE.S]
- GPARKSZ
SPARKI33

SPARKES4

SFARKSS

SPARKSE

SPARKST
BFARKSE
SPARKE ]

ANIMATION
AMIMATION
RMIMATION
ANTMAT ICN
ANTMAT IO
FAMIMATION
FANIMATIOM
HNINRTIDH

ZPD
SPI

BFD

SPD
SPD
SFU
SPD
BFD
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=@31
=031
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POETITION
POSITION
POSITION
POSITION
FOSITION
FPOSITION
FOSITIDN
FOSITION
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FOSITION
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=@PPe
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=QR58
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Lee1

SFPHARRESZ
BPARKSS
SPARESG
SPARKES
SPHRKSE
SPARKS?
SPARKSER
SPARKSL
SPARKSZ
SFARKEZ
SPRRKEY
SPARKSZS
SPARKSE
SPARKST
SPARKSE

DIE =832
DIE =088

- DIR =B3&

DIR =144
DIR =16@
DI =2@8
DIR =224
MOYVEMENT
MOYEMEMT
MOVEMENT
MOVEMENT
MOVEMENT
MOVEMENT
MOVEMENT
MOVEMENT

R45D
1130
135D
203D
225]
2930
315D

SFEED=@32

SFEED®A3Z
SFEED=BZZ
BPEED=R3ZZ
SFEED=AZZ
SFEED=032
SPEED=R32
SPEED=R32
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/ PLOT DOTS DM BRCKGROUMD
/ WHERE SPRITES RRE

/

SET A =SPARKS1 ¥ PDSITION
SET B =SPARKS1 ¥ PUSITION
SET A = A + GBS

SET B = B + @10

FLOT COLOR 1 TO SCEME 1
PLOT A DOT AT X=(A) 'Y=(B)
/

SET A =8PARKSZ % POSITION
SET B ~SPARKSZ ¥ PDSITION
SET A = F + BgS

SET B = F + @18

PLOT COLOR 2 TO SCEME 1
PLOT A DOT AT K=(A) Y=(B)
/

SET A “SPARKS3 ¥ POSITION

SET B =SPARKS3 Y POSITION

SET A = A + PBY

SET B = B + 018

FLOT COLOR 1 TO SCEME 1
FLOT A DOT AT X=(A) Y«(B)

BET A =BFARKEZ4 «X POBITION
SET B =GFRARKE4 % POBITION
BET R = A + D@5

SET B # B + @18

FPLOT COLOR 2 TO SCEME 1
PLOT A DOT AT H=(A) Y=(B)

SET A =SPARKSS ¥ FOBITION

SET B =ZPARKES Y POSITION

BET A = A + 0BT

SET B = B + 018

PLOT COLOR 1 TO SCEME 1
FLOT A DOT AT XedcR) Ye(p)
/

SET A =3PARKSE ¥ FOBITION
SET B =SPARKSE Y FOSITION
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SET A = A + 809
BET E = B + @1 '
FLOT COLORE & TO SCEME 1
FLOT B DOT AT W=(H) YW=CE)
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SET A =8PARKEY X POBITION 0

SET B #SPARKS? Y POSITION I G 2ACT
LR b S

SET B = B + @19 T

FLOT COLOR 1 TO BCEHE 1

FLOT A DOT AT K=CF) Y&E(E)T

i
BET A =EPARKES X POSITIOM
BET B =BPARKES ¥ POSITION
SET AR = A + P@3
SET F = B + 218
FLOT COLOR 2 TO SCEME 1
PLOT A DOT HAT H=(AY Y&(BD -
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JUMP TO LABEL LB@l
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FILE:
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MUSIC BY FALEX DEMED
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SET UP BRCKGROUMD
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CLERR BCEME 1
EPEHE 1 COLOR 1 = BLUE
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f FLOT EAMDOM STRARS
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SET C = 20

SET A =FEMD MUMBER @ TO 2535
SET B #FND MUMBER & TO 259
FLOT A DOT AT H=(R) Y=(B)
BET T = [ + 23]

IF C < 253 THEN

JUMP TO LABEL LB&Z

END IF
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SPRITE 1 185 GORES

SFRITE 2 1% GORES

SPRITE 3 18 GORES

EFRITE 4 19 GDRES

SPRITE 5 IS BALL

IPRITE & 1% BALL

SFEITE 7 IS BRLL

SPFRITE @ 1% PBALL

BALL 3 COLOE 1 =FURFLE
BALL & COLOR 1 =FURFLE
‘BALL. 7 COLORE 1 =PURFLE
BALL 8 COLOR 1 =PLURPLE
GORET 1 AMIMATION SFD =31
BORES & ANIMATION SPD =@31
QOREE 3 ANIMATION SPD =031
GORES 4 AMIMATION SPD =831
BALL T AMIMATION SPD =031
BALL & ANIMATION SPD =@31
FALL 7 AMIMATION SFPD =31
BALL & AMIMATION SFD =231
GOFES 1 DIR =@le BA230
GDRES 2 DIR =R4Z @esD
GORE® @ DIR =Q@@ 1130
DORES 4 DIR =112 158D

CBALL 0 DIR =144 2@30
& DIE =178 248D

BALL 7 DIR =ZB8 233D
B DIR =248 Z38D
1 ¥ POSITION =R8%
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GORES 2 ¥ POSITION =289 ;
GORES 3 # POBITION =289 A
GORES 4 ¥ POSITION =@89 :
BALL S ¥ PFOBITION =@83 |
CPBALL & X FOBITIOM =@8% :
BALL 7 ¥ POSITION =@83 ;
BALL 8 X POSITION =@53 =
GORES 1 ¥ POSITION =124
GORES 2 ¥ PUSITION =124 :
GORES 3 % FOBITION =124 s
GORES 4 ¥ POSITION =124 5
BALL 5 ¥ PDSITION =154 ' ﬁ
“BRLL & ¥ POBITION =154 :
BALL 7 Y FODSITION =154 .
"BALL 8 ¥ POSITION =154
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EOMG 1S SPHERE j

FAUSE FOR 1@.8 SECOMDS 1

SET A = Q98 J
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/ BTART THE BALLEZ MOVING

L.BBZ

< IF BALL HIT BALL CHANGE

 IT & DIRECTIOM

4
BET R = (BJ
SET R = R + 132
IF BORES 1 HIT AMYONE THEM
SET B = (A)
GORES 1 DIR =CM)
JUMFTO LABEL LBS31
EMD IF
<

SET R =

L

GORES 1 MOVEMENT SPEED=(RA)
GORES 2 MOVEMEMT BFEED=(H) Av”" -J
BORES 3 MOVEMEMT SPEED=(F) U
GORES 4 MOVEMENT SPEED=(A) 1
'BALL 5 MOVEMENT SPEED=(R) on P :
EALL & MOVEMENT SPEED=(H) ) k
BALL 7 MOVEMENT SPEEDSCA)
BALL B MOVEMENT SPEED=CR>
/ B=1 = CURRENT DIRECTION
‘.f s bt S———— e
SET B & 016
SET [ = 948
SET D = PBE
SET E = 112
SET F = 144
CBET O ® 176 |
SET H = 208
SET 1 = 240
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SET A = A + 132

IF GORES 2 HIT AMYOME
SET C = (A)

BORES 2 DIRE =CA)
JUMP TO LABEL L@l
EMD IF :

s
SET A = (I

BET A = A + 132

IF GORES 2 MIT AMYOME
SET D = (R

GORES 3 DIR =(FA)
JUMP TO LABEL L@@}
EMD IF

’

- BET R = C(E)

SET A = A + 132
IF GOREE 4 HIT ANYOME

SET E = (R)

GORES 4 DIRE =(A)
JUMFP TO LABEL L@@l
END IF
’

BET A = (FJ

SET A = A + 132
IF BALL T MIT ANYOME

BET F = (A

BALL 5 DIR =CA)

SJUMP TR LABEL LBl
- END IF
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EET A # C3)

BET A # A + 132

IF BALL & MIT AMYOME
BET G & (M)

BALL & DIR =¢AY
JUMF T LABEL .28l

~ EWD IF

P

SET A = (HY

SET A = A + 132
IF BALL 7 MIT AMYOME

SET H = (A)

BALL 7 DIR =(A)
JUMP TD LABEL L@l
END IF
4

SET A = (I

SET A = A + 132
IF BALL 3 HIT ANYONE
CSET I = (R)

BALL & TIE =CAJ
JUMP TO LABEL L@@l
EMD IF
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PE1  S0OMG I8 SFHERE
JUMP TO LABEL LBz
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ACTIVISION IMC.

SET UF BACKGROUND

SCEME 1 IS FIRPLOC
FRINT COLDR= 82 0N @81
FRIMT AT ROW 24 COLUMN @8
FRINT HAFFY HWOLIDAYE
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7 BTART JACK IN THE BO¥
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SFRITE 1 1% JKINBX
SPRITE 2 1% ~JKIME

JKIMBAL FWIMATION SPD @2V

JEIMBX1 ¥ POSITION =@353

JEIME¥1 % FOSITION =135

JEIMEXL DIR =084 RIGHT
7
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A BTART T SOLDIER
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SPRITE 3 15 TOYZLD

SFRITE 4 I3 ~TOYSL
SPRITES ¥ POTITION =123
BFRITES ¥ POSITION =193
SFRITEZ ANIMATIOM SPD =@Z3
SFEITEZ DIR =064 RIGHT
¢
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A START BURHMING CAMDLE

o e . e At i ot it ot A o i s i e
SPRITE 9 I5 CAWDLE

CANDLES ¥ POSITION =118
CAMDLES %Y FPOSITION =133
CANDLES AWNIMATIOM SPD =@26
CANDLES DIR =R€4 FIDHT
SPRITE B IS CAMDLE

CAMDLEE ¥ FOSITION =258
CANDLEB Y POSITIDW =133
CANDLESZ AXMIMATION SPD =026
CAMDLER TR =B84 RIGHT
o g & i
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4 ETHRT H FIRE IM FIREPLACE

SPRITE & 1% FIRLOO

SPRITE 7 I8 ~FIRLD

FIRLDGE LIMDER COLDES Z/3
«~FIRLO7 UMDER COLORE &£/73
CFIRLOGE X FOSITION =230
FIELOGE Y POSITION =186
FIRLOGE FHIMATION EFD =028
FIRELDGE DIF =864 FRIGHT
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