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Introduction

Finacbsn

I first came across Sokoban in the later 80s, and owned the Spectrum
Holobyte version for the Apple II. I recall solving all the levels, too.

Since then, I have played it from time to time on other platforms with
more and more levels from all over the place. I had a hankering to
write my own version for the Apple Ilgs. This game is the result.

It uses MouseText characters, and since it stores levels in a
subdirectory, requires ProDOS, though it could be adapted for DOS
3.3.

Technically, a level is loaded in as a string array A$(22), and mirrored
in a numeric array LV(22,32) so that allows a limit of 22 rows and

32 columns - A$(0) is reserved for the level number, and LV(0,0) is
unused.

The numeric array is dynamic, each cell having initial values as
follows: 0-wall, 1-floor, 2-box, 3-target, 4-box on target, 1-player.
There is also provision for an initial position of player on target.



