
Hello everyone!


As some of you already know, The Apple II Software Enthusiasts Facebook group hosted a 
friendly, game-themed two-liner programming exhibition in the first quarter of 2020. The 
exhibition concluded yesterday with a number of amazing, compact, and fun little gems!


A .zip collection of the entries along with information (where provided) about how each game is 
played and/or created have also been included in a README where available.


The top three entries as rated by our wonderful volunteer panel of judges were:


========================================================

1. Mind The Gap by Lee Fastenau

========================================================


"Easy to learn, difficult to master" perfectly describes Mind The Gap. The game is a perfect 
example how a simple and elegant game can lead to hours (and hours, and hours) of 
entertainment. The blending of text and hi-res graphics produces a unique type of gameplay 
most of us have not seen (or considered) before on an Apple II and is well done.


Your only goal in life is to use your joystick to advance a simply adorable bouncing ball over a 
series of "platforms" without falling into a gap! Sounds easy, right? It's not. Trust me.  Give it a 
try and see for yourself!


*** Congratulations to Lee Fastenau for his well-earned victory! ***


========================================================

2. Descent Into The Dark and Gloomy Depths of Uranus. 

Episode 4: A New Probe by Francois Vander Linden 
========================================================


Using a joystick, maneuver your ship through a dynamically generated collection of cavern 
passageways! Get to the end before the timer runs out and go to the next level! See how far 
you can make it before the timer runs out!


I love the graphics of this game, from the tiny spacecraft, all the way to the excellent caverns 
generated programmatically for each level which absolutely contain the extreme smattering of 
stalactites and stalagmites that one would hope to encounter while exploring a real cave… 

in a spaceship… 

on a distant planet… 

while being forced to race against a timer… :D


*** Congratulations to Francois Vander Linder for taking second place with his wonderful 
creation! ***


========================================================

3. Slither by Sellam Abraham 
========================================================


This excellent lo-res game is truly an example of the amazingly robust things that can be 
created on an Apple II in so few lines of code, and takes me right back to the good old days of 
playing Snake Byte on my Franklin Ace 1000!  



 
Using the arrow keys, you must move your very hungry snake around the screen, avoiding red 
"folly" which will cause part of your snake to pop off and shrink (and eventually die), while 
consuming green "sustenance" to grow ever larger, all while avoiding the borders of the screen 
and your ever-growing snake body, of course. 


Be sure to check out the full disk version included in the archive to see the game's excellent lo-
res logo and story-teller-style introduction. :D


*** Congratulations to Sellam Abraham for taking the third place spot with his excellent game! 
***


========================================================


THE NEXT two-liners programming exhibition STARTS TODAY and runs through July 31st, 
2020. The theme for this next round will be "Fancy Screen Stuff"


Write and submit your most impressive and inspired code that showcases the Apple II and 
your abilities as it relates to the theme above (and your own personal interpretation of course). 
You can make something animated, lo-res, hi-res, text, it's completely up to you! Just bring 
your A-Game!


The winner selected will receive a $100 USD gift card and all the bragging rights that can fit 
into 17 nibbles. The second prize winner will receive a $25 USD gift card.


Some brief rules:


* Your submission must be of your own creation and must fit into two lines of Applesoft or 
Integer BASIC code


* Extra points will be awarded for providing an overview of how the code works (and any 
necessary documentation on how to use it)


* All decisions by the our volunteer judges are final


* All entries must be received by July 31st, 2020 at 10:00PM Mountain


* Submissions may be sent in PM, posted in the Apple II Software Enthusiasts group on 
Facebook, or e-mailed to spork300 at gmail.com with the subject "TWO-LINER"


* Although you will retain all rights to your code, you hereby give me permission to place your 
submissions on a compilation disk to be given away as a FREE download in the future


Based on the last exhibition, I expect we'll be seeing some more jaw-dropping creations, so 
GOOD LUCK, EVERYONE!



