TIP: To Open Brackets use SHIFT 8 and to close them SHIFT 9
TIP: If you make a mistake with the code, you can just retype the line number and it will be fine.

Once you have finished the program, typeRUN to make it work.
10 MODE 1

   20 GCOL 0,2

This changes the general colour from black/white to black/yellow

   30 MOVE 100,100

   40 DRAW 1100,100

   50 DRAW 1100,900

   60 DRAW 100,900

   70 DRAW 100,100

This draws a box

   80 PRINT TAB(4,2);"MY GAME"

This puts in a title

   90 X=600

  100 Y=500

  110 XJUMP=4

  120 YJUMP=0

This sets variables – your position and how far to move when you eventually press a button
  130 MOVE X,Y

Puts the cursor into the X, Y positions you told it to earlier.

  140 TIME=200

Sets the time of the game

  150 GCOL 0,1

Changes the colour of the line you’ll draw to red

  160 REPEAT

Does it over and over again.

  170 KEY$=INKEY$(5000/TIME)   

  180 IF KEY$="," THEN XJUMP= -4: YJUMP=0

  190 IF KEY$="." THEN XJUMP= +4: YJUMP=0  

  200 IF KEY$="A" THEN YJUMP= +4: XJUMP=0

  210 IF KEY$="Z" THEN YJUMP= -4: XJUMP=0

Tells the computer what to do if you press , . a or z – where to move.

  220 X=X+XJUMP

  230 Y=Y+YJUMP

Tells the computer to reset the position of the variables X and Y according to what you have pressed.

  240 IF POINT(X,Y)<>0 THEN GOTO 280

Tells the game to go to line 280 if X,Y is not 0

  250 DRAW X,Y

Lays down what to draw – the point at which you are.

  260 PRINT TAB(4,30);INT(TIME/100);" SECS";  

Displays the time

  270 UNTIL FALSE

Tells you to continue to do so until line 240 is 0

  280 PRINT TAB(20,30);"OOOOOOOOPPPS" 

Tells you what to print if you go wrong

  290 SOUND 1,-15,90,7

Tells you what sound to play

  300 END
