Continuamos a disposigao dos leitores para publicarmos
os bons programas originais que nos queiram enviar. Se
se julga capaz de desenhar um bom programa original,
tdo bom ou melhor do que aqueles que publicamos neste
numero de «Jogos Sortidos», ndo hesile: escreva-nas e
envie-nos a sua producao. E importante que o programa

venha gravado em cassete com indicacéo do tipo e

capacidade do computador que utilizou. Importante,
também, é que o faga acompanhar de uma discri¢ao geral
do programa, de modo a permitir-nos ensaia-lo. Maos a
obra. .
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ENVIE-NOS OS SEUS PROGRAMAS ORIGINAIS
E GANHE PREMIOS

Colabore connosco, enviando-nos o seu programa original, do seguinte modo:

1. Nome, morada, idade e n.c de telefone.
2. O programa de preferéncia em cassette, indicando o tipo e a capacidade do computador.
3. Uma descricdo geral do jogo com as instrucdes .necessarias.
4. Uma explicacdo detalhada da funcdo das varias partes do programa.

Para: JOGOS SORTIDOS - Rua Duque de Palmela, 3'_1, 2.0-Dto. — 1200 LESBOA
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DOMI

Desta vez, temos um auténtico jogo de domind para’

consumir uma boa parte dos seus tempos livres. Dado
que nao podemos enviar-lhe as pedras do domind,
oferecemos-lhe a reproducdo delas no écran do seu
Spectrum 48 K.

Para comecar teremos apenas que introduzir alguns
dados: o nimero de jogadores e das partidas que que-
remos jogar. Os resultados serao dados no final de
cada partida.

1A
#
S
~J
n

‘DIM a(28,2): FOR n=1 TO 28: -
D ain,1): READ a(n,2): NEXT

FDOR z=1 TO 9: PLOT 16in-7-
: DRAW 2,-18: NEXT z: RETURN

R
2
3
2 PLOT 16#n-7,4u

3 DRAW @,-9: DPRAW -9,@: DRAUW
g' DRAW 9,0: DRAW @,-9: DRAU
=

?

PLOT xX+ain,1) ,9+ain,2): DRA
@: DRAY @,9: DRAW -13,0: DRA
-9: DRAW 9,@: DRRAW @,8: RETU

@ RETLURN
E PLOT r-4,s5+4: GO SUB 85: RE

6@ PLOT r-6,542: GOD SUB 85: PL
OT _r=-2,5+6: GD SUB 85: RETURN
" 65 GO SUB 55: GO SUB B6@: RETUR

78 GD SUB B@: PLOT r-2.5+2: GO
SUB 35: PLOT r-&,:+6: GO 3UB 85
;. RETURHN
75 B0 SUB 7@: GO SUB 55: RETUR
s FGR z=-1 TO -7 STEP -3: PLO
T r+z,5+2: GO SUB 8%5: PLOT r+z,s
46 GD SUB 85: NEXT z: RETURN
81 FOR z=1 TO 7 STEP 3: PLOT r
-2,8+Z: GO SUB 85: PLAT r-6,s5+Z:
GO 5UB 85: NEXT z: RETURN_
51 DRRUN—i,@: DRAY @,1: DRAUW 1

,8: RETUR
S50 FOR n=1 TO I(LEN q$*2+1) FO
m=1 TO (LEN 5%-3) STEP 2 -~

352 IF s%im) + ssim+11>ssim+21+as

(m+3) THEN GO TQ 38

354 IF =%(m)+ ss(m+1)4=$im+21+s$

(m+3) AND m=1 THEN LET s$=s%(m+=2

TO m+3) +s%(m TO m+1) +s%(m+4 TO

1 GO TO 36@

356 IF s$(m)+s$5im+l) <s$(m+2) +5%

(m+3) AND m=LEN £%-3 THEN LET £%
=% TO m-L)+sHim+2 TO m+3) +s%(m

' TO m+1): GO TO 360

358 IF s&(m)+s$(m+1) <s$(m+2) +5 %

(m+5) THEN LET s%=5%( TO m=1) +5 %

(m+2 TO m+3)+s5%(m TO m+1l) +5% (m+4

T )

36@ NEXT m: NEXT n

364 RETURN .

401 IF fFf=1 THEN LET j%$=Jj%(3 TO

: RN

d@E IF ff=(LEN '5]/2 THEN LETL
=i%( TO fF#2-2): RETURN

493 LET J$=J%( TO FF*E 21 +J%(rf

#2+1 TO 1: RETURN

léléEIFRm 1 THEN LET s%=s5%(3 TO
412 IF m=(LEN £%) 2 THEN LET 53§
=s%5( TO m%2-2): RETURN

¢14 LET 55_55( TO m*2- 23+s$[m*2

+1 RET

SBB IF dcha=8 0OR dcha=22 THEN P
LOT Xx+a(dcha,1l) ,y-9: GO 3UB 33:
GO TO 5182 :

E@5 LET n=dcha: GO 3UB 42

510 LET r=xX+af(dcha,l): LET s=y+
al{dcha,2) 5
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3

- 8e, num dado momento, ficarmos sem pedras para

jogar, bastara introduzir o @ e, do monte, virdo todas
as que precisarmos. )
Se ja nao houver mais pedras no monte, tera que ceder
a sua vez a outro jogador.

E facil de comprovar que se trata-de um dominé com
«todos os ingredientes»; mas tem ainda todas as van-

-tagens e a comodidade do seu Spectrum.

Alerta, campedes!

S15 IF dcha<8 OR dcha»22 THEN G
0 S5UB 50@+5x%der: LET r=r+9: GO 35U
B S@+5%izq: LET wvd=izq: RETURN

520 IF dcha=8 THEN GO SUB S0+S5%
der+(1 AND der=6): LET &£==-9: GO

SUB S@45#izq+(1 AND izq=6}): LET

vd=izq: RETURM
. E25 IF dcha>8 AND dcha«<¢22 THEN
GO SUB S@+5#%izq: LET r=r+9: GO
UB 5@+S%den: LET wd=izq: RETURN

539® IF dcha=22 THEN GO HdB S50+5
¥1izq+ (1 AND i Bt LET s -9: G
0 SUB S@+5:xd 1 AMD der=8): LE

om

zq=
r4
URN

S5@ IF izda=8 OR izda=22 THEN F
LOT x+atizda,1l) ,4y~-9: GO SUB 323
G0 TO SE08 A

555 LET n=izda: GO SUB 42

S6@ LET r=x+a(izda,1):- LET ==4+
atizda,2)

S65 IF izda<8 0OR izdapr22 THEN G
0 SUB S@+5#%der: LET r=r+9: GO 3U y

- B S@+5%iz29q: LET vi=der: RETURN

S7@ IF izda=8 THEN GO 3SUB S@+45%
der+(1 AND der=6): LET ==5-9: GO

SUB S2+5%izq+4 (1 AND izq=56): LET

vi=der: RETURN

S7S IF izda»>8 AND izda<22 THEN
GO SUB S@+5%izq: LET r=r+9: GO 3

UB s@+Ss%der: LET viu=der: RETURN
580 IF izda=22 THEN GO 3UB S50+%5
¥izZq+ (1 AND izq=86): LET £=5-9:
0 SUB SP+53der+ (1 AND der=6): LE
T vi=der: RETURN

585 RETURN :

S@2@ POKE Eqﬁag 12@: PRAFPER 4: BO

RDER 1: INK DLS

5@@5 PRINT AT 190,12, INUVERSE 1;
EERSH 1, "PARE LA CINTR®’ AU 1
5203 LET part=@: LET x=128 LET
g:;E%: LET &£==8: LET gas=0@0: LET
ga. =

S22 LET pazs=z@: LET pas. =@

5@24 PRINT AT 1@,2; BRIGHT 1;"ES
TOY REPRRTIEMDQ LA3 FICHAZ"

SP26 LET $="06DB5S646362616055545
g?§§%§@¢443¢2¢14@3332313022212@1
S@23 FOR n=1 TO 20@: LET m=INT (
RND #2831 *2+1. LET f4%=f%tm TO m+1)
+fS 0 TO m-1)+f%(m+2 TO ) : NEXT n
S@3@ LET j%=f%( TO 14): LET s%=f
$(15 TO 28) LET r$=rf%(29 TO }
S@31 IF part=@2 THEN INPUT "A CUR

NTAS PARTIDAS VAMOS? (reco
miendo 51 rtidas

5@4@ RESTORE G0 5UB 12: GO SUB
3s5a: CLS

5100 FOR n=1 TO 7: LET uy=60: GO

SUB 2@: GO 3UB 3@: PRINT AT 16,
2%¥N-=-2;nN
S$11@ LET r=16#n-%:. LET s5=60: GO
S5UB S@+5% (UAL 45[2*n =111 +(1 RND
VAL Jj%(2%¥n-1) =6)
S512@ LET s5=5-2: GO 5UB S0+5% (VAL
Js(E*nJ}+£1 AND WAL j%(2*n} =6):

S13@ NEX n

5148 LET dcha=l: LET izda=28: LE

T vd=0: LET vi=@: IF =ss5=1 THEN G

O TO S22

S22 INPUT "QUE FICHR JUEGAST )
FP: IF fFz21 OR Fi>7 THEN GD TOQ 5

z2ee

5202 POR z=1 TO 9: INK 4: PLOT 1
B%ff-7-2,69: DRAW @,-18: NEXT z:
INK @



n=1: GO SUB 42: LET r=x
+3 (n, 1) LET s=4y+a(n,2): GO SUB
SP+S%* (VAL j$(2%#fFf~-1)): LET vi=(UV
AL J%(2%FF-11) !
5206 LET r=r+9: GO SUB S@+S5#x (VAL
’JSIE*FFIJ: LET vd=(URL j$(2%fF)
5203 GO SUB 4@@: LET dcha=2 '
S212 FOR m=13 TO 16-= FOR q9=0@ TO
3% FPRINT RT m,q;" *: NEXT q: NE
S”ia FOR n=z1 7O ILEN %) - 2: LET
ggﬂﬁg GO SUE 32: FRINT AT 16,2%
n-=;m
5216 LET r=16#%n-7: LET ==6@: GO
SUE S@+S* (WAL j%${n#2-11)+(1 AND
URAL Jj%in*2-11=6): LET s=:£-9: GO
SUB S@+5% (VAL j$inx2))
S2183 NEXT n: GO TDO Q@@
5220 PRINT #@;" JUEGD VYO
;. .PAUSE 5@
%5%2 LET n=7: INK 4: GO 3UB 22
224 LET n=1: GO SUE 42: ET =
+ain,1) LET s-y+a(n;2): GO SUB
S@+S%* (VAL £%$(1)): LET wi=URAL s%(
1): LET r=r+9:
$(2) . ET vd=UAL £$(2
2225 LEF s%=3%(3 TO 1. LET dcha=
5300 INPUT “QUE FICHA JUEGAS? (@
-pasas) ", ff: LET ag="": .IF frf=2

" THEN GO TO S58@
EgggBIF fFF>(LEN j%) /2 THEN &Q TO

531@ LET w URL JS(Ff*2-1): LET w
=UAL JjS$(FFf%2

5315 IF ud<>w AND vi <>w RAND wvd<>»

ww AND vi<>ww THEN FPRINT 8@; "ESA
NO PUEDES JUGARLAR": PRUSE 1l1l@@:

GO TO 5300 y

S32@ IF w=vd RAND wuw=vi,

AND werww
 THEM. INPUT ; "CONDE _A COLOCRAST,
(Bs1Y Y;a8%: I ags="d" OR asg="D"

F
THEN LET der=w: LET izq=ww: GO S5
UB S0@: GO TO S400
5325 IF a%="i" OR ag="I" THEM LE
T der=w: LET izq=uww: S0 5UB §55@:

THEN INPUT * &7
2Ty i aY: IF "d'" OR as="D"
HEM LET der=w GO 3suU

5335 IF as="i“'GR ag="I" THEN LE
i LET der=ww: G2 SUB S5

5340 IF w=vd THEN LET der=w: LET
izq=ww: GO SUB S@@: S0 TO S400
5345 IF ww=vwd THEW LET dersww: L
ET izq=w: GO SUB S@@: GO TO S400
535@ IF w=vi THEN LET izg3=w: LET
der=ww: 50 SUB 55@: GO TO S541@
€355 IF ww=vi THEN LET izgq=uww: L
ET der=w: GO 5UB S5S©: GO TO S41@
54@@ LET dcha=dcha+l: GO TO S420

541@ LET izda=izda-1
422 GO SUB 400
4@ LET pazs=0: IF LEN j%$=0 THE

54

NE%EE gaj=gaj+l: LET === 5 B GO T
S45@ FOR o=@ TO 31: PRINT AT_13,
a;" f: L TRl 24T M THRB

Bl o ”: NEX 0 . )

546@ FOR n=1 TO (LEN J%) 72: LET

yy=60: GO SUE 22: RRINT. AT 16,2%
n-2;n

S463 LET r=16%n-7: LET ==60: GOQ

SUB S@+S*URAL j%(n%2-11+1(1 AND YA
L j%(n*2-1)=6): LET s=s-9: GO 3aU
B S@+S5#VAL j%in#2)+i(1 AND VAL %
(N*¥2)=6): NEXT n

5470 GO TO &6@00

S51@ FOR m=1 TO LEN i%: IF wvd=uUR
L i%(m) OR wi URL JS[mJ THEN, PRI
NT #@; FLARSH 1;° FRSA e

FPRAUSE 1$B GO0 T q?@@

S52@ IF LEN f$=0 THEMW GO TO S&@@
SS3@ PRINT ua,"nnans UNA FICHR"
S535 LET %= J$+f$( TO 2): LET %
=fF$13 TO 1 )
554@ LET gg—sa FOR n=1 TO (LEN
$ 72 GO SUB 32! PRINT AT 16,n#

S545 LET r=16%n-7: LET ==6@: GO
SUE S@+Sx (URA L J$(E*n =111+ (1 AND
VAL Jj%(2#n-1 £=51: GO 5
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SUB =22: INK @&
4@ IF vd UHL S8t
4: GO SUB 22: INK

245 IF viz=UAL s¢$(m*%2) THEN INK
G0 SUB 22: INK @: GO TO s@la@

o

m
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2ee
PRINT #@; FLRASH i, " "v0O... F
THEN GO TO &3S@
NEXT @
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PRUSE 1@0

GD D §h
FOR ao=1 TO Sa
LET contsp :
352 PR 80; &

IRTATATATITITA
nan-on
rRO®

sp=contsp+VAL s%(c)

6354 FOR o LEN

éU=cont' (03:

356 PR L@,

: Y cantsp: RIN

UGRDOR : scontju: P

OR PARTIDAR: “"+("SPECTRUM" AND co
ntsp<contju) + ("EMPATE" AND cantsc
pP= c0nt4u1+('TU' AND contsprcontj
u): PRAUSE 300
B358 IF contsp:cont ju THEMN LET p

art=spact+l: LET 9a4=ga4+1: FARUSE
12@: GO TO 637@

636@ IF contJu}contcp THEN LET p
S EET gaq gas+l: GO TO

6362 LET par?-part+1

&837@ CLS
LT a0 0": FRI (

PROUISIONARL"™ RAND p3r
PRINT ;" CER

)
B
Z
2
i3

=0 HAZ~ 1T

T
Farti
1: C

" s W
I'_.v‘
M=
n e
0O Dw -
FMDZ TDe Zw
Wi e,
M
M e O
o Do
L |
o D~
wZ P -

m..
D Mo

H

RDDP SPECTRUM (
HC: part=par
= THEM FRU
=0 TD =1

_‘

Hmo
w
19 =y

aw~J~ep—H

(] mWﬁmﬂHDImH.
i 0

Z3 M —Wm
Qo
& -
H
- m

e
cARp Iy Ta

palniln’
Z
m?

Fo~-d
Al
)
Nz
.
m

ol

T

m
@
"

.
-1

S@@: LET dcha=dch
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O FORASTEIRO

Nem s6 os terresires se perdem no caminho e sentem
necessidade de telefonar & familia para informar que
tudo vai bem!

Este seu amigo que veio das profundezas do Infinito,
estd em grandes dificuldades e precisa urgentemente
de telefonar a familia d’além-espaco, para que o venham
buscar.

A sua ajuda sera preciosa se conseguir guiar os tele-
fones que, continuamente, descem dos céus (OVNIfo-
nes?), para dentro da cabeca desse extra-terrestre que
lhe caiu em casa. Ndo se trata de lhe introduzir um
cérebro-fone na caixa craniana mas apenas fornecer-lhe

1 REM 3393635303393 5 3 903 969 3 % 9 %%
¥Underlined characters#
¥are entered in : ¥*
*#GRAPHICS mode. *
33K HH I KKK H

"

3 BORDER @: PAPER @: INK &: C
LS
4 GO SUB 7009

24 RANDOMIZE : CLS

25 BORDER ©@: PAPER ©: INK 6

35 PRINT AT 3,133 FLASH 13" AL
IEN " , _

4@ INK &: PRINT '@ PRINT INVER
SE 1;"S"; INVERSE ©;"AVE THE ALI
EN BY LANDING YOUR TELEFHONE O
N H1S HEAD E.G.'EE’ BEWARE YOU
ONLY HAVE 1 GO AMD HE MIGHT NO
T NOTICE THE PHORNE THEMN. PRESS

28

0s meios para que ele possa contactar o seu planeta
(imagina quanto é que a companhia dos telefones lhe
vai cobrar por uma chamada inter-galactica?).

Depois de cada tentativa, seja ela bem sucedida ou
nao, o jogador dispe da opgdo de voltar a jogar ime-
diatamente, (e que impaciente que estd o seu amigo!)
ou ver os graficos do fim do jogo.

Para aqueles que sdo mais lentos ha um “ndo desligue,
por favor” (Hold The phone) que abranda o ritmo do
jogo. As instrugdes, curtas mas completas, sdo dadas
no programa escrito por Nicholas Pearson.

s TOQ PLAY CONTROLS A
RE 8 RIGHT AND S LEFT”

45 PRINT : PRINT 5§ FLASH 1; IN
VERSE 13" ¥YOU CAN HAVE THE ~HOLD

THE LIME FEATURE BY PRESSING "h

*THIS $LOWS THE DECEMT OF TH
E PHONE DOWRH
"i FLASH @; INVERSE &;

5¢ BORDER @: PAPER &:

55 FOR a=¢g TO 29

6@ PRINT AT 21,aj"E"

65 INK 4: PRINT AT @,a;"E"

79 IMK 4: PRINT AT Zi,g;"E"

75 PRINT AT 17,a;"EE";AT 18,a;
"BB"; AT 19,a;"cCD" _

77-IF IMKEY$="5" OR IMKEY&=r"gn
THEN GO TO 82

80 MEXT a

81 G0 TO 25

INK &



8Z CLS : BORDER 6: PAPER S: IN
K @

83 PRINMT ; INVERSE 1;AT 4,8;"
BEWARE THE %' IF ¥OU TOUCH IT
YOU LOOSE. DON’T WORRY IF YOU
RUB THEM OUT. ) X

84 PRINT : PRINT " ¥OU ARE ABO

UT TO START PREPARE!"

39 PAUSE 250

9@ BORDER ©: PAPER @: INK &
191 CLS
165 REM
106 REM #*%% GAME FHF
118 REM ¥%% MOVEMENT ¥¥¥
126 REM _

130 LET »=INT (RND¥Z0)+1

14@ LET a=1: LET b=1

15¢@ FOR w=@ TO &

1600 LET d=INT (RNDX3)+2

17¢ LET c=INT (RND¥29)+1

186 PRINT AT d,cj"*%"

196 NEXT w

2¢8 PAUSE 10@

209 LET s5=0.2

211 FOR g=@ TO 2@

"214 LET a=a+i: LET b=b+1

215 LET x=x-(INKEY$="5" AND x>@
)+ (INKEY$="2" AND x<1%9) =«

225 IF INKEY®="h" THEM LET s=s

+@. 2

236 LET v=b

235 IF b=18 THEMN GO TO  35¢
236 IF SCREENMN$ (v,=x)="%" THEN

GO TO 389
238 IF SCREEN$ (b,x+1)="%" THERN
GO TO 3&8¢&

24¢ BEEP s,b+1: PRINT AT wv,x;"T

"1AT b,x+1§"U"iAT b-1,%xi" ";AT
b-1,x-13" "3AT b-1,x+1;" "

245 LET s=0.03

Z5¢ PRINT AT 16,29;" ";AT 17,2
93" "3;AT 18,29;"

260 PRINT AT 16,a;"EE";AT 16,a-
15" "3AT 17,a3"AB";AT 17,a-1;". "

AT 18,a3"C";AT 18,a+1;"R"jAT 183
,a—l;" "

27@ PRINT AT 20,15; INVERSE 13"
HOME !'!'!! "; INVERSE @

280 PLOT @,20: DRAW 255,0

29@ IF b=1& AMND a=x THEN GO TO
310 , g

300 GO TOo 209 L

31@ IMK S: PRINT #0: INVERSE 1;
YOU HAVE WQMN DO ¥vaU WANT TO
START THE GAME IMMEDIATELY (V/M
"s IMVERSE @

32¢ LET 'Ln=93@@: GO TCQ S00

~—

O FORASTEIRO

356 INK S: PRIMT #@; INVERSE 1;

" YOU HAVE LOST DO YOU WIZH To
IMMEDIATELY START AGAIHN {5

j¥: INVERSE @ '

368 LET Ln=Fs0¢: GO TO =gg

270 PAUSE 1@0: GO TQ 2560

280 INK S: PRINT H#@; INVERSE 1}
YoU BLEW UFP THE FHORME DO woU
WANT TO STARFT THE GAME AGAfN
IMMEDIATELY WITH A MEW FHAMNE

"; INVERSE @

390 LET Ln=9&75

SE@ LET Z$=INKEY$

S1@ IF Z$="y" OR Z%=""" THEN G

/I

O 70 Z4

520 IF Z#<*"n" AND Z$<>"N" THEN
GO TO Sag ' ’
53¢ CLS : GO TO L»n
8997 REM
8998 REM % USER DEFINED GRAFHICS
8999 REM ' -
S@@d RESTORE
P@@2 FOR i=USR "A" TO USR "F"+7
Sg@3 READ v: POKE i,v: NEXT i
9915 DATA RIN @060G111,BIN 00000
©11,BIN @@@11111,BIN ©S1111111,BI
N @1111111,BIN @1160111,RBIN 9118
1111,BIN 1181111
920 DATA BIN 11109669,BIN 11988
@96, BIN 11111660,BIMN 11111118,BI.
N 11111110,BIN ‘11112118, BIN 111}
G119,BIN 11196110
9625 DATA BIN 11191111,BIN 11181

111,BIN ©1191111,BIN 98611111,BI1
N 209911111,BIN 20611090, BIN 0911

196,BIN 00111000

9939 DATA BIN 1111@111,BIN 11119
111,BIN 1111611¢,BIN 11111060,BI
N 111116908,BIN 90011590, BIN @011
99,BIN 9001100

9932 DATA RIN @@@011111,BIN @O111
111,BIN ©1111111,BIN 11162111,BI
N 1116@110,BIN 11111601,BIN @001
11696, RIN g@ga1111 '

9@33 DATA BIN 11110000,BIN 11111
@90, BIN 1111111¢,EIN 111060111,BI.

N #110@111,BIN 186011111 ,BIN 1111

110, BIN 111100600
@34 FOR B=USR "T" TO USR "U"+7:
READ v: POKE B,v: MNEXT B

Fd35 DATA RBIN 00000000, RIMN 00111
111,BIN ©@6111111,RIN @60116611,BI

‘N @09110011,BRIN @0001111,RBIN 0001

1111,RIN @@111111
@40 DATA EBIN 00000000, RIM 11111
106, RIN 11111160, BIN 11661166,BI
N 11661100,BIN 11119000, BIN 1111
1000, BIN 11111100

29



2932 FOR W=g TO 7
@43 READ 3
2@44 POKE USR "N"+W,S
P@EAS MNEXT W
®¢d46 DATA BIN @@@11119,BIN ©@011
19, BIN @1111611,BIM ©11111116,B
IN @1911106,BIN £@111109,BRIN @11
G119, BRIN 1101116@
9¢47 RETURN
2386 REM .
9314 REM *¥% THE WINNIMG ROUTINE
$32¢ REM
®348 PAUSE 100
9355 LET e=g
$354 LET e=e+l
93s4@ INK 4: PLOT @,e: DRAW 255,0
9365 IF e=180 THEN GO TO 9348
2367 GO TO 9358
9368 INK 3: PRINT AT 8,d;"N"
937@ INK S: PRINT AT 7,12i"d &k
"sAT 6,11 "HE & EE" '
®37Z PRINT AT S,11;" DECEaaa ";AT
4,115" S :
944¢g BREEP 1,2: BEEP ©.3,12: BEEP
@.4,12: BEEF @.4,11: BEEP &.4,1
2: BEEP @.8,11: BEEP 1,7
9458 PAUSE 3@

P45 BEEP 1,2: BEEF 9.8,132: BEEPF.

@.4,12: BEEP . @.4,11: BEEP ©.4,1
2: BEEP ©.9,14: BEEP 1,11

247@ PAUSE 39

948@ BEEF 1,2: BEEP @.8,12: BEEP
@.4,12: BEEP ©.4,11: BEEP ©.4,1
2: BEEFP @.8,11: BEEP 1,7

249@ PAUSE 2@ '

'®5¢@ BEEP ©.8,12: BEEP ©.8,7: BE
EP @.8,12: BEEP @.3,11: BEEP 1,1
1

2518 LET a=@

9515 LET a=a+l

9520 IF a=15 THEN GO TO 9559
9522 INK 3! BEEP @.83,a: PRINT A
T 8,a3 "N";AT 8,a-1§"

9523 FOR b=8 TO 3 STEP -1

2524 GO TO 9515

?548 REM

549 REM ¥#% GO HOME %¥%¥

P55 REM

552 PRINT AT 8,14j3" "

9555 LET b=8

9540 LET bsb-1

95465 PRINT AT b, 15§ "N"}AT b+1,15
’Il .1|

572 IF b=6é THEN GO TO 9580

9575 GO TO 9560

9580 INK S: PRINT AT 18,@) "NNNNN

-

30

O FORASTEIRO

11,085 BE GOOD !!!'! S

5585 PRINT AT 12,8} "NNNNNNNNNNNN

NNNNNNNNNNNNNENNNNNN

959¢ PRINT : PRINT

9592 PRINT INVERSE 1;AT 14,8;"E

F";AT 15,8;"RB";AT 1&6,8;"Ch": BE

EP ©.69,1: PRINT AT 16,8;" "j;AT
M .

9595 PRINT : PRINT " EF DO YOU W

ANT ANOTHER GO EF " .

9596 LET Ln=9999: GO TO S5¢90

95619 REM . .

9611 REM %%¥% THE LOSER ROUTINE ¥

2612 REM

9613 PAUSE 10@: PAPER @: INK 1:

cLS

%4614 FOR a=@ TO 20

9615 LET c=INT (RND¥28)+1

9616 LET b=INT (RND¥18)+1

$617 PRINT AT b,cj"."

2518 NEXT a :

9626 FOR a=2 TO 30

9638 INK 4:-CIRCLE 75,75,a

2632 MEXT a
2634 FOR b=g TO 15

9636 INK &: CIRCLE 196,75,b

9638 NEXT b '

$64¢ FOR c=@ TO 10

9442 INK S: CIRCLE 130,7d,c

2543 NEXT c :

659 INK 4: PRINT AT &,6; INVERS

E 1;" EARTH "; INVERSE @

9668 PRINT AT 18,8; INVERSE 1; "
EF EF EF AM I TO STAY HERE FOR

EVER.YOU MISSED QNCE WITH THE

PHONE DO YOU WANT ANOTHER GO  (

y/r)"; INVERSE @

9663 LET Ln=999%9: GO TO S00

2675 CLS ¢ PRINT § FLASH 1;AT 2,

S§" YOU DONE IT MOW !'t!:in

9686 FOR x=4& TO @ STEP -2

9682 PLOT @,x: DRAW 255,d

P684 MNEXT x

24846 FOR x=1@ TO 25

?688 BEEP @.82,x! PRINT AT 15, x;
"N"IAT 15,X-1§ non

P698 NEXT x

P495 PRINT §} FLASH @3AT 4,8)" HE
HAS STARTED TO SULK.HE WANTS T

O PHONE HOME BUT HOW CAN HE D

0. THAT WITH NO PHONE."

9780 PRINT : PRINT " WILL You
HELP HIM AND START THE GAME A

GAIN (y/n)" \

?702 PLOT ©,85: DRAW 255,90

- 9718 LET Ln=9999: GO TO 509

9999 STOP



BZZZ, BZZZ...

Fred é uma mosca simpéatica que ndo pode resistir a

uma boa gota de mel que escorra da fruta. Infelizmente

para ela, o lavrador ndo gosta de moscas e, por causa
delas, resolveu deitar veneno em todas as macieiras
do seu pomar. E, assim, a ameaca de morte certa
_paira sobre Fred a menos que vocé a consiga guiar
até outro pomar onde os frutos nao apanharam veneno.
Este € um joge desenhado por Derek Mearns para o
16 K ZX Spectrum e compete-lhe a si dirigir os movi-
mentos da mosca por entre as macieiras e fazé-la
passar a vedacdo que separa os dois pomares e que
se encontra no lado oposto. Este jogo difere dos ha-
bituais jogos de labirinto dado que os movimentos sido
conseguidos por um «INPUT» no inicio, em vez de IN-
KEY$ durante o seu desenvolvimento.

Quando estiver a correr terd uma breve aparicdo do
titulo, seguido do «INPUT» de dificuldade. Isso determina
o nimero de magas que tera (dezoito vezes o grau
de dificuldade).

Apareceré, entdo, a sua posicdo na parte inferior do
écran e a da vedacdo no topo. Vera depois «OK!» que
indica que deve entrar com as suas ordens utilizando
. as chaves do cursor. Todas as ordens devem ser intro-
duzidas no. inicio.

Por exemplo: se houver uma passagem para o outro
lado bloqueada por uma mag3, o seu «INPUT» deve ser:

TI7T7T775778777T7777

Se receber informacéo de que ndo é necessério parar
na vedacdo, poderad calcular o movimento para além
dela. Ndo podera, contudo, calcula-lo para aquém dela.
Se o labirinto for impossivel de franquear, a entrada
«O» fa-lo-a regressar ao ponto de partida.

Descricdo do programa

Damos, a seguir, uma breve descri¢do do programa e
a lista das variaveis utilizadas.

10 - 38 Constroi os User Defined Graphics
e o INPUT de dificuldade
39 - 50 Desenha o écran
60 — 70 Comandos dos INPUT’S
80 — 260 Movimenta a mosca e verifica se passa
avedagao ou se se esmaga contra ela
280 — 290 Osesmagamentos da mosca
320 - 360 A mosca atinge a vedacéo
400 Fim da ordem e a mosca nao
chegou a vedagéo
1000 - 1020 Outro jogo? |
9000 ~ 9520 Imprime o titulo e as instrugdes

dif Nivel de dificuldade
X,y Coordenadas da mosca
g$ A sua ordem
A préxima ordem que se 18 em g$.
FOR... NEXT
a$ Mensagens temporérias
' fg Saltos FOR... NEXT

1 REM X%%%X% %R %MK HHK-0HHH%AY
. ¥Underlined characterss
#are entered in *
*#GRAPHICS mode. L
NN AKX AN NN K
5 GU SUB 9aaa

18 RESTORE
20 FOR 9=1449 TO 147: FOR {=@ T
O T: READ a: FOKE USR CHR% g+f,a
MEXT f: MEXT g
Ig DATA @,6,8,28,62,62,462, 28!
DATA 38,24,58,99,153, 153, 145, 195
I3 DATA 240,136,69,82,62,65,13
&,24@: DATA 38,255,8,255,4,d,9,0
35 IMK ! FRIMNT AT 8,3;"Enter
Difficulty (1 TO 1@ ": IMPUT 4if
IF dif<1 OR dif>1@ THEN GO TO
35 '
%7 LET A4iT=IKHT A3f: LET dif=di
fx18: PRINT AT 8, 3; '
LES T

S8 FRIMNT AT 9,13"

39 IMK &: PRINT AT #&,1;"DDDDDD
4@ PAFER @: INK 4: FOR =1 TO
1if: PRINT AT INT (RND#15)+1, INT
(RMDXI@)+1;"A": MEXT + )
S@ LET x=16: LET y=15: INK 7:
PRINT AT 16,143 & *

6@ INPUT "0.K! "; LINE g%: IF
LEN g#%<1 THEN GO TO &@

65 IF g%$="g" THEM GO TO 1

78 FOR n=1 TO LEN g%: IF g%(n)
{>"S5* AND g%(n)<>"6" AND g®%(n)<>
"?" AMD g%(n}<{>"8" THEN GO TO &
o . "
82 MEXT n: FOR n=i1 TO LEN g%:
PRIMNT AT x,y;"B": PAUSE 29: IF g

=*S* THEM GO TO 12¢

929 IF g&(nl="5" THEM 6O TO 1&
& A

129 IF g®in!="7" THEN GO TO 20
o .

117 IF g®(n}="8" THEN GO TO 24
")

129 INK 7: IF ATTR (x,y-1)=2 TH
EN GO SUB 2898: PRINT AT 19,9} F
LASH 11" YOU FLEW INTO A WALL AN
D DIED! ": GO TO 320

13@ IF ATTR (x,y-1)=4 THEN GO
SUB 280: PRINT AT 19,01 FLASH 1}
"YOU ATE A& DEADLY APPLE AMND DIED
'": PAUSE 209: GO TO 3900

142 PRINT AT x,y1" ": LET ywy-1

- 31



: BEEP .2,18: NEXT n!: GO TO 480
1690 IF x>14 THEM GO SUB 288° P
RIMT AT 19,23 FLASH 131" YOU FLEW
IMTO A WALL AND DIED! *": PAUSE
209: GO TO 380

178 IF ATTR (x+1,,1=4 THEM GO
SUB 288: FRINT AT 19,8; FLASH 1
"YOU ATE A DEADLY APPLE AMD DIED
tvr PAUSE T4 GO TO 308

182 FRINT AT x,y3" ": LET  x=x+1
: BEEF .2,103: MEXT n: GO TO agg
207 IF x¢{2 THEM GO TO 329

218 IF ATTR (x-1,y)=4 THEM GO
SUB 282: PRIMT AT 19,93 FLASH 1}
"YOU ATE A DEADLY APPLE AND DIED
‘" PAUSE 299: GO TO 324

228 PRINT AT x,¥i"™ "! LET x=x-1
: BEEP .2,1@: MEXT n: GO TO 429
24@ IF ATTR (x,y+1)=2 THEN GO
SUBR 289: PRINT AT 19,83 FLASH 1j;
" ¥yOoU FLEW INTO A WALL AND DIED!

": PAUSE 20@: GO TO 309

25@ IF ATTR (x,y+1)=4 THEM GO
SUB 28¢: PRIMT AT 19,93 FLASH 1;
"YOU ATE A DEADLY APPLE AMD DIED
tv: PAUSE 200: GO TO 399

268 PRINT AT x,¥i* ": LET y=y+l
: BEEP .2,10: NEXT n: GO TO 498
288 PRINT AT &,0;" I NN B

N R . |- " HE

28% IMK 2: FOR =6 TO 1@: PRINT
AT §,25"B"5AT #,313" 8" NEXT ¢
294 IMK &: PAPER 3! RETURN

395 G0 TO 1999

323 PRINT AT 6,0 EEEEEE ©

rrmEn tomeEe @
332 IMK 2: FOR f=6 TO 1i: PRINT

AT +,95"0"3AT £,313" @": NEXT §
349 FOR g=1 TO 2: FOR #=20 T0 4
g STEP 3: BEEP .1,F: NEXT #: NEX

L)

359 PRINT AT 19,13 INK 2j"A8888
AARAARARRARARAAAAARABAARAA": FOR
f=1 TO 39: PRINT AT 19,f} INK 7
jas(£)j°C": PAUSE 13: NEXT ¢

340 GO TO 1900

499 G0 SUB 28¢: PRINT AT 19,9%

32

' BZZZ, BZZZ...

FLASH 1" YoU DID’NT MAKE IT

1 L]

1299 FOR =1 TO S@9@: NEXT +

1212 IMK &: PAPER £: PRINT AT 19

sy 93 "Pre=s any key to play again
®": IF IMNKEYS="" THEN GO TO

ig1g

19209 RUN !

9999 PAPER 9: BORDER @: CLS

9223 BORDER 9&: PAPER ©@: CLS : 1IN

K 2 FOR =g TO 3! PLOT f,49: DR.

TAU @,135: PLOT 2,175-4: DRAW 255

s PLOT 255-4,175: DRAW 9, -135:
FLOT 255,48+f: DRAVW -255,8: MNEX
I
284 FOR f=1 TO 4
REAGS MK & .
PAIS LET sE="BUEFZ! SXEX XXX EXNY
AXARXXXXXFX"T FOR n=31 TO 1| STEP
~1: PRINT AT 1,nja%( TO 31-n):
MEXT n
@815 FOR n=1 TO 7: PRIMT AT 1,1
a%(n TO ): MEXT n
217 LET a%=" DEREK MEA
RMS " . :
?g248 INMK 5! FOR n=32 TO 1| STEFP -
1: PRIMT AT 1,n3a%({n): MEXT n
P25 MEXT f '
P14 RETUREH
9202 CLS : IMK ~: PRIMNT AT 9,9;"
The okject of this game is to
guide Fred the Fl, (B) around the
orchard.Unfortunately Farmer
Brown doesn’t like flie= and he
has poisoned all the apples in
his orchard.Fred uill die unless
"3
219 PRIMNT AT 4,95 ",ou can guide
him into the next orchard where
the apples are notpoisoned.The
only way into this orchard is th
rough the fence at the top(DR)*”
922¢ PRIMNT AT 11,0;" To guide
Fred use the cursor keys BUT you
must enter your route accros
s the orhard all at once.The com
puter will ask you for this wit
h the prompt '0.K-’ "
P23 PRINT * Pressing any key
vthile Fred i=s moving will make
him 1y ‘faster.Should it be
impossible to fl1y through enter
ing "@° willstart the game again

2249 PRIMNT AT 21,93 INK &) "Press
any key to start®: IF INKEYS$=""
THEM G0 TO 9249

925 RETURM



E uma ideia louca! Apanhar uma bala de canhao?! E
nao é soé isso! Que estd a fazer a bala de canhao?
Pura e simplesmente a balancar-se no espago! Inacre-
ditavel! .
Para jogar e pér em posicdo o apanhador da bala,
utilize as chaves do cursor. Mas, cuidado! Um mau
julgamento da situagdo pode ser fatal e o baloigar da
bala ndo é regular. Se, em lugar de passar através da
abertura, a bala vier por ai abaixo, o apanhador sera
destruido! )
Vai dispor de um stock de sete apanhadores para 50
. balas, com os quais podera estabelecer um novo recor-
de.
As principais secgGes do programa estdo claramente
identificadas por REM’s os quais indicam as suas fun-
coes. Mas sdo de interesse, 0s seguintes comentarios:
As varidveis “d” e “a” conduzem a bala através do

1 REM 3633336333036 33006 3696 3000 36 36 36 6 % % %
¥Underlined characters¥
*are entered in *
#GRAPHICS mode. *
TN I I I I I AN
19 REM #BOUNCE DOWNX by Jack
Knight
20 LET h=g ‘
39 GO TO @00
P9 REM ¥MAIN ROUTINE¥ (NB*GRAPH
1CS*+D,C)
168 IF a>31 THEN GO TO Sg9
185 PRINMT AT d,a; "C"
118 PRINT AT 17,4+41;" *: PRINT
AT 18,¢;" ": IF ATTR (17,4#)<>48
THEN PRINT AT 17,%;"* "
120 LET +=F#+({INKEYS="8"
Z2%) - {INKEY$="5"

AND #<=
AND +>=11)

écran. O baloigar é obtido pela adicdo ou subtracgdo
de “dd” (e usando um duplo negativo para obter um
positivo). i

O problema da identificagdo da abertura azul do apa-
nhador, do resto do azul do céu, com o fim de contar
as vezes que a bala é apanhada, foi ultrapassado pela
impresséo de “Y” o qual é invisivel porque a cor da
sua impressdo (INK) é a mesma da do céu (e usando
SCREENS).

ATTRIBUTE é usado para identificar o apanhador e
também para garantir que o apagador da bala nio
apague parte do apanhador.

A variavel “i” foi usada como um interruptor para ga-
rantia de que a bala é apanhada apenas quando se
balanc¢a no sentido descendente e para evitar a destrui-
¢ao do apanhador se houver um contaéto directo no
movimento ascendente.

13¢ PRINT ; INK S3AT 17,%;°Y";T
AB f+15 INK 63"C";AT 18,f; INK &

i PAPER 3; "Em"

148 IF ATTR (d,a)<>4@ THEN PRI
NT AT d,a;" =

158 LET d=d+dd: LET a=a+aa

160 IF d=17 THEN GO TO 289

179 IF d=1i8 THEN GO TO 380

189 IF d=14 THEN GO TO 409

198 GO TO 199

209 REM %DECIDES CATCH/LOST CAT
CHER¥* (NB”"GRAPHICS+D)

218 IF ATTR (d,;a)=46 AND i=1 TH
EN GO TO 3899

220 IF SCREENS (d,a)="Y" AND i=
1 THEN . PRINT AT d,a;"D": BEEP .
1,8: PRINT AT d,as;" ": LET s=s5+5
2 PRINT ; INK 7; PAPER 83AT 2,9;
S§iAT 1,285ij-15" ": LET j=j-1: G
0 TO 2499

238 GO TO 198

360 IF ATTR (d,a)=308 THEN LET
a=a-1. LET aa=g '

319 LET dd=-dd

320 IF INT (RND¥2+1)=1 THEN LE
T aa=g

339 LET i=@

349 GO TO 180

499 LET dd=-dd

419 LET aa=1

428 LET i=1

439 GO TO 199

S69 LET j=j-1: PRINT ;
APER @;AT 1,285j5° ":
EN GO TO 4990

INK Z7; P
IF j=8 TH
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BALOICO

R
TCHER:

=10
P09
?19
P20

BOR

GO TO 2499
REM %OPENING#
DER O: PAPER 5: CLS
NT ; INK 1;AT S5,7;"IF BA

PRI

LL -HITS TOP-"3AT 7,73 "CATCHER DE
STROYED"; AT 12,63 °T0O MOVE CATCHE

* R USE";AT 14,11;"<~

OR -2>"3AT 16

363 " (AFTER CANNON FIRES)*®

936 FOR a=1 TO 2@:
.1,208-a:

EEP

BEEP
€LS

<18 B

NEXT a:

1980 REM XSETS STAGE¥(NB_ "GRAPHI
CS"+A,B,G) ‘

11986 FOR a=19 TO 21i:

FOR b=@ TO

31: PRINT ; INK 4;AT a,b;"B";: N
EXT b: NEXT a )
12808 PRINT AT 14,1;°"0";TAB ©; "Bl

":TAB O;"hLB";TAB ©;"H"; TAB &;"9"

1398 FOR a=@ TO 2:

: PRINT
NEXT a

T b-

1438 PRINT ; INK 7; PAPER ;AT 1 il ;AT 5,9;" S w3AT 7
,15 "HIGHEST: 8" TAB 15; "CANNON BA , 95" - :
LLS:S@"; TAB 1; "SCORE :8";TAB 15 e

; "CATCHERS PP 6099 REM %CREATES GRAPHICSH®

1568 PRINT ; INK &6;AT 17,155 7C"3 6106 LET z=255 '

AT 18,14;7..i . 6298 FOR a=1 T0O 4

16@8¢ FOR a=1 TO 2@: BEEP .1,208-a . 6300 READ a%

: BEEP .1,a: NEXT a 6468 FOR b= TO 7

2006 REM ¥INITIALISES VARIABLES 6508 READ c: POKE USR a$+b,c
2130 LET s=0 ‘ 6788 NEXT a

2200 LET =14 4889 DATA "A",9,0,0,0,0,0,3,3
2389 LET g=7. 6929 DATA °B*,3,3,0,9,9,9,0,0
23598 LET i=0 7002 DATA "C",2%2,2%54,2,2,2,2,2,
2375 LET j=50 : 1

2480 LET c=INT (RND¥Z+1) 7180 DATA "D", 68, 126,239,223,223
2500 LET e=INT (RND#2+1) yZ, 126,68

2688 LET d=14+4c 7208 GO TO 990

2780 LET dd=1 ® - ® 9
2890 LET a=l+e ee @ @0 o’ o %
' 2998 LET aa=1 : .. ..~ .i 0. .O 0. .0 ® o0
2950 INK 73AT 14,3;"D"jA — 2 S i) @

34

PRINT 3j

FOR b=g TO 31
: INK 8;AT a,b;"B";: NEX

16,3;"0": BEEP .3
14,33 "jAT '15,2;
=2 AT 1B, S " ‘
2999 GO TO 199
3980 REM *LOST
PHICS” +D)

3166 PRINT AT d,a;"D"

3268 FOR a=1 TO 3: BEEP .2,5!:
EP .2,-5: NEXT a '
3388 PRINT AT 17,+4;"

T 15,23 "ER"; AT
»y—28: PRINT AT

CATCHER¥ (NB "GRA

‘BE

"$AT 18,+;
34090 LET g=g-1: PRINT ; INK 73
APER @;AT 2,283;93AT 1,285j-1;3"
»: LET j=j-1 ' ;

3508 IF g=8 OR j=@ THEN GO TO
900
3600
4009
4050
4100
4200
43998
3400
4509

P

GO TO 2480

REM ¥CLOSING#

FOR b=1 TO 3

FOR a=7 TO @ STEP
BORDER a

BEEFP .1,a

NEXT a

NEXT b

5800 REM ¥NEW GAMEX ‘
5160 PRINT ; INK 13AT 5,95 "FOR N
EW GAME-"3jAT 7,9 "FRESS ""ENTER"

LI
1

=,

5208 IF INKEY%=CHR®% 13 THEN GO
TO 3490

5399 GO TO 5260

54083 IF. s>h THEN LET h=s

5458 PRINT ; INK 7§ PAPER O3AT 2
- ";AT 1,28;58;AT 2,28;7;
AT 1,95 h ‘

5566 PRINT AT 17,+;°" "35AT 18, +;




CORRIDA DE COMBOIOS

Clyde Bish desafia-o a fazer uma corrida com o seu
comboio, conira o comboio do seu Spectrum. E um
magnifico programa com o qual podera praticar a sua
habilidade para lidar com os horarios dos comboios.
O cenario é uma corrida entre dois comboios que sé
termina no fim da linha. Uma resposta correcta move
o comboio do jogador, com graficos e efeitos sonoros.
Uma resposta incorrecta movimenta o comboio do com-
putador.

O programa inclui uma rotina para testar a rapidez
com que o jogador encontra a chave apropriada e
permite que ndo seja penalisada uma reaccao lenta
se o jogador nao estiver suficientemente familiarizado
com as chaves. O tempo limite para cada jogador é
fixado por um teste no inicio do programa.

Quando for pressionade o LOAD aparecera o titulo
“TRAIN RACE” e um comboig fumando e apitando. O
computador introduzira o programa, perguntara o nome
do jogador e explica a ideia que presidiu & sua concep-
¢ao, oferecendo uma demonstragao de como se joga.
Depois de verificar o tempo que o jogador leva a localizar
e accionar a chave correcta (esta informacgao ser4 usada
mais tarde para definir o tempo concedido para cada
jogada, no decorrer do jogo), o computador convida
0 jogador a pressionar uma chave numérica.

Se a escolha for a correcta, o combolo do Jogador
apita e faz “pouca-terra, pouca-terra” e avanga um
espacgo. Se ela for incorrecta seré o comboio adversério
que avancard, O jogo s6 termina quando um deles
chegar ao posto de reabastecimento. Se for o do jogador
a chegar em primeiro lugar, cuvir-se-& um efeito sonoro,
O resultado final é apresentado ao mesmo tempo que

um convite para novo jogo com o mesmo jogador ou .

outro qualquer, no mesmo ou noutro grau de dificuldade.

A entrada do programa

Primeiro fagca LOAD e, depois BREAK e NEW (n&o se
assuste —~ apenas obtera com isso o codigo e SAFE
do programa). A seguir entre com a listagem mas aten-
¢fio que as mailsculas entre aspas nas linhas 3, 4, 5,

=7

100, 110, 560 (nao a palavra “WRONG"), 600 (ndo a
palavra “CORRECT") 5000, 5050 e 5080 (ndo a palavra
«CORRECT») sdo “used-defined graphics” e devem ser
introduzidas no modo grafico.

Para preservar (SAVE) o programa use:

SAVE “Trainrace” LINE 9999
SAVE “mc” CODE 32256, 300

e verifique com: ‘

“VERIFY” : “VERIFY” “CODE”
Se tiver uma impressora e quizer uma prova do nome
do jogador, o nivel de dificuldade e o resultado, acres-
cente a linha:

1008 LPRINT n$, m’ “right”; s, “wrong”; t”

* Linha-a-linha

1 Faz POKE das mailisculas, seguido da
sequéncia do titulo. Entretanto constroi
os graficos de'maneira a ndo provocar
uma pausa sensivel no decorrer do

programa
4 -5 Movimenta o combolo nas linhas
6 * Pergunta o nome do jogador
100 - 110  Subrotina do desenho do comboio
200 - 230 Posigéo do combolo/subrotina da cor

500 - 720 - Programa principal. O computador
selecciona as perguntas, verifica as -
respostas e produz os gréficos do fumo
antes de chamar as subrotinas acima
indicadas

1000 - 1040 Rotina do final/jogar de novo?

3000 ~ 3100 Subrotina das letras maitsculas

5000 - 5090 Instrugdes e demonstragéo

5100 - 5190 Verifica a rapidez de acgéo sobre as
chaves e marca o nivel de dificuldade

9000 - 9050 Constroi as “user-defined graphics”
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CORRIDA DE COMBOIOS

LHE-
“lqlm“ L3 N NN R NN OEW W

sum Like this one

2 x B = 10
You‘LL have to press the n
(@ to 9) wWhich 90es where
is. If You’re right then 4
train mOVES_— Like this

it I
o mms s ma amd mn s ans Se mm e e mm o Sk Saloaht MiL MEL AL SN

I*LL show 4YOoUu a mulLtiplication:

1 REM X% HH K HHHHHHHHHHKH
¥Underlined characters¥

¥are entered in *
¥GRAPHICS mcde. *
PEEEESEETEELEE ST T LR S

I POKE 27658,8: PAPER &3 BORD

EF &: CLS ! INK 1! LET xs=5: LET
ye=8: LET yy=@: LET p%="TRAIN"!
G0 SUR 3I@0@: LET yy=18@: LET p%
="RACE": GO SUB 3@00@: GO SURB 900
@: PRINT AT 12,8; INK @;"EEEFFFE

.4 IMK 2! FOR n=@ TO ZS5: FRINT
AT 7,ni" W B"1AT 10,n;" JENEE";
AT 11,n;" DEEDR": IF n=@ THEN PA
USE S@ _
S5 PRINT AT 8,n+1j INK 5;" A&
": BEEP .@1,-20: PRINT AT S,n+

. -

" ": PRINT:AT @,n+1;" | IE";AT

1AT 2,n+1; INK S;" AB": BEEP .01
,-3@: NEXT n: CLS

& IMNK 2: LET xs=5!: LET ys=1@:
LET yy=65: LET p%="HELLO": GO S
UR -Zd@gg: IMPUT INK 15TAB 53 "Wha
t's yeur name?"’’TAB 5 "Type the
letters then"'TAB Si "press ENTE
R"*"*n%: CLS : GO TO 5999
190 PRINT AT w,x} INK ij" 9| If";
AT w+l,x3;" g"5 ("JELH" AND bs="YOU
Y+ ("STU" ANMD bE="ME") AT w+2, x}
INK 1;"G"3AT

FEFFEFFFFEFEEEEEEEFE" ! BEEP .41, -
20
116 INK i: PRINT AT w,x}" 9o §"

$AT wil,x3" 8"§) INVERSE 1jb%; IN
VERSE @;AT w+2,x;" DEEDR": INK 1:
PRINT AT w+1,31;"G";AT w+2,31;"
§': PRINT "FFFFFFFFEEEEEEEEFEEFE

FEEFFEFEEEE": BECP .01, -30: RETU
RN

260 LET i=2: LET w=1: LET x=t:
LET b%$="ME ": RETURHN

23@ LET i=4: LET w=é: LET x=s!
LET b$="YOU": RETURN

5S¢0 PAPER 7: BORDER 7: CLS : LE
T t=@: LET s=t: GO SUBR 2g@: GO S
UB 11@: GO SUB 23@: GO SUB 110
516 LET a=INT (m¥RND+1): LET b=
INT (RND¥1@): PRINT AT 12,1&aj"
X ? = "ja¥b: PAUSE d+166@: LET a
$=INKEY®: PRINT AT 12,14;a%

S5¢ IF a%=STR$ b THEN GO TO &9
a

548 PRINT AT 14,123 FLASH 1;"WR
OMG": LET t=t+l1: FOR n=1 TO Z: F
RIMT AT @,t+13 FLASH @; INK 5;"8
BC": BEEP .5,36&! PRINT AT @,t+1;
t ": PAUSE S: NEXT n: GO SUB 2
@¢: GO SUR 1@@: GO TO 7@d

&@@ PRINT AT 14,113 FLASH 1;"CO

RRECT": LET s=s+1:!: FOR n=1 TO 2:
PRINT AT S,s+1j FLASH @; INK 5;
"ABC": REEP .5,31: PRINT AT 5,s+
Tk ": PAUSE S: MEXT n: GO SUB

23¢: GO SUB 100
70¢ PAUSE S@: PRINT AT 14,10;"

: "iAT 12,185 " 8
710 IF s=25 OR t=26 THEM GO TO
1oes :

726 GO TO 519 )

10@@ IF s=2& THEM BORDER 2: BEE
P .5,86: BORDER 3: BEEF .75,5: BO
RDER 4: BEEF .25,5: BORDER S: BE



EF .35,5! BORDER &: BEEF .S5,0: EO
RDER 7! BEEF 1,5
16@S PAPER &! BORDER &6: CLS : LE
T xs=2! LET ys=3! LET yy=25: LET
p#%="You Scored": GO SUR 3@g@o: P
RINT AT 18,12js;" RIGHT";’’'TAR
125t;" WRONG"
1919 PAUSE 20@: CLS : LET %s=3:
LET ys=4: LET yy=5@: LET p%$="Tha
nk you": GO SUB 3I@@@: PAUSE 15@:
INK 2 LET xs=2: LET ys=3: LET
yy=10@: LET p%$="Play again?(y/N)
"t GO SUB 3900@: PAUSE @
1020 INK 3: LET xs=1: LET yE=21
LET yy=135: LET p%$="Same Flayer?
(Y/N)": GO SUR 3@@@: PAUSE @! I
F INKEY$<>"Y" THEN RUN
1936 LET yy=16@: INK &: LET p$="
Same tables? (Y/M!": GO SUE 3g@@
: PAUSE @: IF INKEY®="¥Y" THEN C
LS ! GO TO Sg@
leq@a CLS : GO TO Sis5g
SO@E LET xx=(25&6-8%xs*¥LEN p%) /2
3100 LET i=233@6: POKE iy,xx: POK
E i+l,yy: POKE i+2,xs: POKE i+3,
vs: POKE i+4,8:! LET i=i+d4: LET w
=LEN p%: FOR n=1 TO w!: POKE i+n,
CODE p%(n): NEXT n: POKE i+w+1,2
S55: LET w=USR 32256: RETURM
S9d9 PAPER 77: BORDER ?: LET s=0:
"LET t=s: INK 1: CLS : PRINT AT
12,0;"Well,"in%;" we're going"’'"’
"to race trains - like these": P
AUSE 20@: GO SUR 2¢¢: GO SUB 11¢g
! G0 SUE 23@: GO SUR 118: PAUSE
S@: FOR n=12 TO 14: PRINT AT n,g
": NEXT n: PRINT AT 12:;8;"1"m
driving the RED train": PAUSE 20
9: FOR n=1 TO 2: PRINT AT &,t+2;
INK 5;"8BC": BEEP .5,3&: PRINT
AT @,t+2;5" ": PAUSE S5: MEXT n
Sg5@ PRINT AT 12,0;"You're drivi
ng the GREEN train”": PAUSE 200:
FOR n=1 TO 2: PRINT AT 5,s+2; IN
K S;"BBC": BEEP .5,31: PRINT AT
S,s+2;5" ": PAUSE 5: NEXT n
5955 PRINT AT 12,8;"
‘5860 PAUSE S5@: PRINT AT 14,0;"1°
11 show you a multiplication"’"s
um like this one"’’TAB 19:;"2 x 7
= 16"’ "You’ll have to press th
e number"’"(@ to 9) which goes w
here the ?"’"is. I+ you're right
then your"’"train moves - like
this!

CORRIDA DE COMBOIOS

SE78 PAUSE Sgao: PRINT AT 1@,9;"

"

"'’ FOR n=! TO 4: PRINT ™
. "1 .ME
XT n
SE8@ PRINT AT 13,14;"S";AT S Gl
i FLASH 1;"CORRECT": LET s=c+1:
FOR n=1 TO 2: PRINT AT Sys+l; IN
53 FLASH @;"ABC": BEEP =M
PRIMT AT S,s+1;" "I PAUSE 5: M
EXT n: GO SUB 23@: GOr SUB 1gg
S@9d PRINT AT 18,6;"I¢ you're wr
ong, or dou t"’"answer then my t
rain moves": PAUSE 26@: CLS
31Ed PRINT "Let'® practice pressi
3 the"’ "rnumbers": PAUSE 15@: PR
INT *"TAR 13 33 "Ready!": PAUSE 75:
CLE ! LET d=@: LET a%="4@518":
FUOR n=1 TO S: PRINT "''TAB 12:"P
ress "jasi{n): FOR c=1 TO 19g@: I
F INKEY$=a$%(n) THEMN GO TO Si2¢
E11@ MEXT £
128 IF c>*d THEN LET d=c
138 CLE ! PAUSE 25: NEXT n
S14@ CLS @ FRINT "OK, we’'re read
7 to plav": RAMDOMIZE
5154 PRINT "’ ' "Press maximum mul
tiplier(2 te 2)": PAUSE g: LET m
$=INKEYS$
S149 LET m=VAL mwm%: CLS : GO TO 5
aa
P@6d RESTORE :, FOR n=USR "a" TO
USR "u"+7: READ a! POKE nh,a! MEX

T n: RETURM

?05@ DATA 60, 126,255,255, 255, 255
,» 127, 60,48, 252,254,055, 255, 255, 2
55;69,6,%,116,252,252 252,248,2
@,255,255,25;,5c,o8,84,68,56,255
255, 255, 134, 146, 130, 130, 129, 255
1255,24,24,6,9,0,0,15, 207, 255, 25
5,207,115, 15,15
SOoHH DATA 9,0,0,0,0,6,15,15,0,0,
@,9,9,96,240,240,255,247,251, 253
» 254, 254, 254, 255, 255, 220, 187, 123
s 251,251,252, 255, 255,59,219, 219,
219,219, 60,255,249, 208, 208, 208, 2
o8, 208,48,24¢,15,15,15,3,4,5,4,3
» 255, 255, 255, 136,73, 72,72, 135, 25
5,255, 255,460,441, 40,40, 199, 255, 25
5,255, 35,36,37,36, 195,249, 240, 24
@,1728,64,64,64,128,255,251,249,2
59,251,251,251,255,255,216,155,8
8,219,219,21¢6, 255, 255, 31, 255, 63,
255,4U5,u1 255 '
9999 CLEAR 3225S5: LOAD ""CODE 32
256,3960: GO TO 1

37



!

LAGARTIXAS

A agua é elemento vital da Terra e condigdo indispensavel para a sobrevivéncia do homem.
Mas ela corre um grande perigo com a ameaga que exiraterrestres fizeram abater sobre a
Humanidade. o 2

Temos que tentar, por todos os meios, evitar a tragédia que se desenha no horizonte e repelir
o ataque das «lagartixas» (assim conhecidas pela cor da sua pele) antes que consigam fazer
a ligagdo.das tubagens no solo do nosso planeta. Para se apoderarem do nosso precioso
liquido ndo cessam de perfurar a terra, conseguindo, por vezes, subtrair-se a vigildncia montada
pela herdica resisténcia. :

E isso que ndo poderemos permitir em circunstancia alguma.

1@ REM_LAGART IJ0OS T AT 21,7;0%;AT 21,20;HOYDS: LET
2@ CLERR_3999%9 O$=("0@0" +3TRS$ (RGUA)): LET Q&=
3@ POKE 236%8,% : D% (LEN 9$-3 TO J: PRINT AT 21,23
40 DIM AI8) . BIM Bi3): DIM Ci4 -1
L ot 32¢ IF RECORD<(PUNTOS THEN LET R
38 457 ECTREse I asos, E eo o 0
70 GO S5UB 14@@ '330 IF INKEYS$="0" AND ATTR (2@,
33 88 SUE 1%ss H2RTZOTAL) 1384 Ap HETE (0,008
5 L 2
198 &6 3us 1ife 40 Ir DWuR<ed THEN.gC T 540
120 G0 _SUB_l1@32 _ 5360 REM RPOTEOSIS FINAL
%3°TPRINT ;L.F'SE .1». I.NK.2 .F'H.PE Naga 5°R3M=° TO 14 STEFP 14: FOR
: r. 370 _FOR
mmm i L ecore | 299,dF BunTos)sRECORD THEN SEEP
=", RECORD,; AT 21,0; "PUNTOS5="PUNT ERES UN HERQE ~; AT 10,9;" _ RECO
E5ﬁﬁngéw33H6$ggﬂ="»ﬂGUniHT 21.1 RD EN ©oAT 11,9; " T, FN PS(PUN
: =k ; TOS): " PUNTOS “; FLASH
FRINT INK S;AT | R
2 39@ PRINT AT M,N; e
M M MIENTO DE LAS NAVES 400 PRINT AT M+1,N;" i
%?% Egn NggITO T RESTR31- LET 41@ PRINT AT M+21N;: 9
ASTA=HASTA+.@@5: IF HASTA:=NIU 420 PRINT AT M+3.N;: .
EL THEN LET HRASTR=@: GO TO_S590@ 43@ PRINT AT M+d.N; "
I3@ IF AIN) =18 AND BIiN) =HORIZON 44@ PRINT AT M+5,.N;"
TAL THEN GO TO 632 ‘ 45@ PRINT AT M+6,N; " )
199 POKE 23675,64: FOKE 23876,1 12% ggégT g;lnﬁzig;“BEEp aai I
SE . ’ : -] 5
3@@ LET AIN)=A(NI +1: IF A(N)=19 +40: BEEP .001,N+3@ BEEP .@@1,N
THEN PRINT INK @; FPRFPER_S. BRIG +30: NEXT N: NEXT M i
HT 1;AT 20,B(N); "W ": LET HOVOS= 450 REM UI.IELL_Jgﬁ A -JgGFIR
HOYO5+1: LET RN} =INT (RND#E) +2: 499 PRINT #0; MENZA.JE CE LA R
LET Chy =8 (N) . LET Bl sINT. 'Sk SeASTENRIR oo sus 720 POKE 2056
Dx31) ;. FOR M=12 TO STEP -1: . 3 20 3 3
r- ¥ ¢ 3B A 2,@
HTTR M, CIH) ) (208 THEN FRINT o7 0@ LET Z=PEEK 2356@: IF Z=@ TH
i@ IFATTR (AN -1.B(N)) 1253 T EN GO TO_SQ2@ .
HEN BRINT, INK CiAT AT tataied, S18 If 2278, THEH. S8 Fn 50
LS i b s (NI +1, -
BN}l : 530 LET z$=" UALIENTE ": LET FI
qéaa’p%&s 23675,53: POKE 23676,2 N=@. 50T0 S8® BARDICA": LET FIN
=5 : ¥ e =L
] = .
ng EE? QESégéEgggsg;oIF Z=@ TH S50 FOR N=1 TO 4@: BEEP .21, INT
EM LET PRS0OS=@: GO _SUB 780 (RND #6@) : NEXT M
55@ FPRINT AT 18,HORIZONTAL; ™ " * 56@ GO SUB 740
;AT 19,HORIZONTAL; " " 7@ GO TO 1@@
56@. IF INKEY$="FP" AND HORIZONTA Ss@ REM_RUTINA AGUA EXTRA
L53@ THEN LET DIRECCION=DERECHR: s9@ co _sus_71@ _ A RES
LET HOEIZDNTHL:HORIZONTRL+1: GO Ig$ENE§£$T"'ETQiE’El“ﬂggICBHPEEE
SUB 82 IA"; 25 ~OMPLAC
7 FCINKEYS®="0" AND HORIZONTA EMOS EM RECOMPEN- SARTE_CON ";
L2482+ HENTLET BIRBCCION=1ZOUIERDA FLASH 1;"20@ UNIDADES EXTRAS":
. LET HORIZONTAL=HORIZONTAL-1: G FLASH @ " __.PE .
0 SUB 88@: GO TO 280 AUSE 2S@: LET AGUA=AGUR+z2@@
280 PRINT AT 18,HORIZONTAL CS$:A aﬁie LET HOYOS=@: CL5 : GO TO 12
Tgég’ggﬁézggggbjg’ ‘ 620 REM CRPTURA DE _TERRESTRE
220 LET PUNTOSZPUNTOS+AGUA/10@: 3@ gon ﬂ=1gKEDEéE§€E§S€;.pE%§$
s o ‘. ) : F
LET AGUA=AGUA-HOYOS5*S: LET PHNT E%EE,Bﬁﬁ;,p: R0 RIS Weiint
S i AR 3¢ LS P I R
T =0" i i) = + ’
y?lEE#EE,EggELESGQ;§£R¥D‘TFNEB?’ ‘G4 AT M+3,BI(N);DS; AT M+d BN ;"

38



LAGARTIXAS

*: BEEP .@@1,N: BEEP .21,N: BE
EP Bl N: BEEF .201,M: NEXT H
TQ 37@

540
Ngsa REM ESCRITURA DE INSTRUCCIO
=2
66@ FOR X=1 TO LEN Y§: IF vstxx
% THEN PRINT " ",: GO TO 630
670 PRINT v$i(X);: BEEP .aa,ie
£3@ NEXT X .
&30 PﬂUwE 100
72@ RETU
I;ia REM HEN%HJE DE LR RESISTENC
720 FOR M=1 TO S: FOR N=1 TO 15
: BEE @1,1@: NEXT N: PAUSE 40
NEXT M: RETURN
730 REM MENSAJE
74@ CLS : LET x&=3: LET y&=6: L
ET yy=60. 50 SUB 960

Y
75@ PRUSE i@

76@ IF FIN=@ THEN RETURN

77@ GO TO 77@

780 REM RUTINA DE MI PARACRA

79@ IF DIRECCION=DERECHA THEN G
0_SUB 320

8@0_IF DIRECCION=IZQUIERDA THEN
G0 _SUE_&8e

81Q RETURN )

820 REM_RUTINA PR30S

(838 IF PASOS=0 THEN LET cs=" ¢ "

%=
340 IF PR%?S 1 THEN LET C¥=" 8 °

830 IF PRSDE 2 THEN LET C#=" & "
: LET D$="

2860 LET PRAS0O5=PASD3+1: IF PASOS
=3 THEN LET FRASOS=0

87@ RETLURN

SE@TIS PRSOS3 =2 THEN LET Cs="2 "

$=
. 89@ IF PR30S=1 THEN LET Cg="4¢ "

LET D%="
QOETIF‘PRSOﬁ-c THEN LET CS" t
21@ LET PASOS=PAS0S+1:  IF PASOS

=3 THEN LET PRSDS-@
92@ RETURN

Q3@ LET HOYQ3= HD\DS 1: PRINT AT
2@ ,HORIZONTAL; "--": BEEP .021,@:
BEEF .Q1,5: BEEP .@1,15: PRINT
AT 2, HDRIZErTHL,' . BEEF .01,
1@: BEEP .Q@1,20. BEEP .21,30: PR
INT AT 2@, HORIZONTAL . "e=m' : BEEP
. .42 BEEP .@1,5@. BEEF .@1.5@

FRINT INK 5. PRAPER 5;AT 20,HOR
IZDNTRL. S
940 FOR M=17 TO 1 =TEF 1
TTR (M, HORIZONTAL) ¢ 263 THEN FRIM
T AT M, HORIZDNTRL.' Y- NEXET M
o95@ RETUR
I6@ REM CRRRTULR
97@ FPLOT @0.,@: DRAW @,175: DRAW
255,2: DRRAW @,-175%: DRAU -255,0
98@ LET xx=i(256+8#Xs%LEN z%) »2
290 LET i=23306: POKE i,x%xx: POK
E i+l.4dd: POKE i{i+2,x&: POKE i+3,
ys . POKE 1+4,8
1002 LET i=i+4: LET w=LEN z%: FO
=1 w: FOKE i+4n,CODE z$(n):
MEXT n :

101® POKE i+w+l,255 LET w=USR &
™

1022 REHM PRANTALLA :

132 BORDER ©®: PAPER @: INK 7: B

RIGHT 1 g

1a49 cLs FRINT FLASH 1; INK &;
ER e;RrT o'l B E B B EVEVE

VEORCEUES B W W 1 ‘

125S@ FAFER @: INE 4

1060 PRINT AT 1,0¢; "SI ;G Bt

EF .2Q1.5@:. PRINT * ", : BEEFR-

T T N T T T T T T PP r T T T

L i .
¥« . : ' X
x AMSTRAD COMPUTER CLUB *
: PRACETA DR. NUNO PINHEIRO TORRES, 4-A (Benfica) :
: Hot-Line: 714 31 59 1500 LISBOA :
* i ; :
he B | — PODERA VOCE SER MEMBRO DO NOSSO CLUB? :
2 - — Consulie-nos! Telef. 714 31 59 30
L
: _ — Temos toda a gama Amstrad em computadores, periféricos, |nterfaces software, ¥
: i livros, revistas, cursos, a pregos exclusivos para os membros do Club. :
N T ok o e ke e o e Ak e ek e ke A e e e ok el A 9k ok o ok ok ek o e A o o e o ek A e ek A e ok A ek ek *)

*

W
w0



" 40

mnmpﬁmwmpcwxppwpwap-HU&H-H&

.001,50: PRINT - NSNS
EF .0@1,5@: PRIN 2 e BEEP
.gglég@: PRINT "_": BEEP .
a ¥
1070 PRINT AT ;'—_‘,2;"“";- BEEF
.21 ,50 PRINT " S BEEP .2
P1.50 PRINT -SSR . = BEEF
. 281,50 FRINT " L BEEr « @
gé,sa: PRINT "EESE' G BEEFP .01,
10
20
s
4
@
R
1@
291
L 50
P
11@ INK 7
12 PRIUSE 1@@
1@ RETLURM
14@ REM INSTRUCCIONES
15@ BORDER @: PRFER @: CL® : 1IN
7: BRIGHT 1
15@ PRINWNT 81: C“DUIERES LRSS IMSTR
CCIOMNES - M. FPOKE 23568 .,0@
17@ LEY Z=PEEt 235EQ IF Z=0 TH
M G0 TO 17@
%EE\ IF Z=78 THEN CLS Go TO 12
%5
13@ IF Z:»33 THEHW 30 TO 117@
200 CLS : LET v&=" ZALVA LA RES
RUA CE QGUR CE LA TIERRA DEL AT
GUE CE UNMRAS MNAUES EEPHCIHLEﬂ [eh]
LLEGRAH DEL EXTE-RIOR.
T HMISIOHN =
TRPAR LOS AGUJIERDSFPOR LOS> QUE P
CMEN LAS TUBERIRS PRARRAR SRCARR EL
AGUA DE LR TIERRA. 3I LAZ NRVES
LLEGAM A UN AGUJE-RO QUE MO HA

5 TAPACD, ESTE SE _OUECLRA PRARA 3I

EMPRE.": G0 SUB &6@

121@ PPINT AT 11.,12;° TEFLQ‘“‘HT
11,1‘; YER 1;"_.__ ", QUER B;R
13,9, FLHQH 1;"0%, FLASH @, "
IZ@UIERDH ‘; FLARSH .1; *P
. FLASH @;" - DERECHRA' AT 15,4 ;
FLASH 1,”@"; FLASH @;" - TAPA LO

5 AGUJEROS™: FPAUSE 1@0

1228 PRINT AT 16,0. LET v&="_35

A NAUVE RTERRIZH S0BRE TI, TE_C

OGE ¥ _TE LLEVA, E3T

RTE HTENTD A LOS MENSAJES DELA R

ESISTENCIA.": GO SUB 550

123@ PRINT #1; "ELIGE TU NIUVEL
(1-5)": POKE 2356@,@

124@ LET MNIUEL=FEEK 23560-43: IF.

NIVEL 1 OR NIWEL:S
z24a

125@ RETURN

THEN GO TO 1

126@ REM INICIALIZACION

1270 FOR N=1 TO 4: LET R (N)=INT
(RNC#S) +2: LET C(N) =B (N} MEXT M
1288 LET Bil)=10: LET B(2)=1%5:
ET B(3) =2 LET B(4) =5

1299 LET Up=12@e

1302 LET PUNTOS=0Q

20 LET HDRIZDNTRL 15
LET HARSTA=
@ LET PR50S= @

7

@ LET DERECHA=@

® LET IZQUIERDR=1

@ LET DIRECCIDN @

LET Ci‘“’ : LET D$=" 1"

@ RETURN

© REM PRESENTRCION

1410 LET Z!'"LHGRRTIJOS"' LET x&
=3 LET s=4: LET 4yy=

1420 GO 5UB 95

143@ LET z%="© LA BRBY_DE LA3 ES
TRELLAS'": LET xs=1: LET ys=2: LE

LET yy=116

1482 RETURN

1490 REM FUNCIONES DEFINIDAS
1500 DEF FN P$(Y)=CHRS$ 19+CHRS% 1

LAGARTIXAS

“+CHRI 1?+CHR! R$ 16+CH
8 L3760 3TRs

HRS +CHR$
S5TRS Y
i51e RETURN

REM GRH?ICOS DEFINIDOS

S UNCAandin

PR QQURROE PR

‘READ A: POKE

m
& e
z

3,4,4,192, 64
’ .rl=14'14.-

]128164’ 2
28,192,32,32

T

RERD A: POKE

zzfggrzz<
O Wo-~0<na

]

n

(]

oo

D

]
\'\-Hwn,‘_

1
= 0 7: RERD A: POKE
USR A: EXT N
165@ DATA g @,255,255,255.,@.0

Vo2
1670 FOR N= @ TO 7: READ A. POKE
,A: NEXT N
168@ DRATA ©,0,255,255,25%5. :55,25
A

~ Z Trpe
Q-
< O~

o
o
z

162@ REM NRAVE

1700 FOR N=@ TO 31: READ A: FOKE
4QQ@0+N, R: MEXT_H

171@ DATR 3.,3,7.,7,30, 30,54 ,54,31
,31/17,17,34,34, 2@8 208, 128 128,

APP4BIN, NEXT N

174@ DATA 1,1,1;1.1,1,1,1,128,12
8,128,12&,128,128,123,126

1750 DARTRA 61,32,24,53,14,91,71,5
8,12,91,79,58,10,91,129,5,32, 252
,ieé%a,g1,4a,a,91,195,1@4,253,59
A

176@ REM CARACTERES GIGAMTES
177@ RESTORE 1&z@

1782 FOR x=643B63 TO £514%

179@ RERD a: POKE x,3

130@ XT X

1512 RETURN .

1220 DATA 33,15.91,126.35,34.,@.9
1.111,60,200,35,0,41.41,41,837,7
5.54,92,9,62,5,52,4,591,58,11,91
1472 CATA 5@,9,91,558,10,21,5@ .5,
91,62.9,50,5,91,126,35.34,2.,91.7
iSB,E,Qi,EB,S.91,51,32,59,53.4,9
13490 DATR 61,32,24,58,14,91,71,5
3-12,91,79,58,10,91,123,5,32,352
,Eeéia,91,42, ,91,195,104 ,253 .50
r k) *
is%e® DATRA S8,13,91,71.58,9,91.12
8,50,9,91,42,2,91,195, 133,253,580
is,gz.se,12,91,?1,53,9,91,5e,?,9
186@ DATA S8,13,91,72,197,2@5.3,
5s4,193,58,7.91,60,50,7.,91,13,32
.241,58,8,91,6@,50,8,91,5,32,221
1878 DATR 58,6.91,195,149,253,12
8,64,32,16,8,4,2,1,58,142,92,235
,255.:71,58,141,92,160,71,55,8,91
13302 DATA 230,248,111,58,7,91.25
4,192,208,31,31,31,230,31,103,20
aégg,gga,eg,aes,aa,203,29,203,23
a F

1899 DATR &62,88,189,103,58,142,9
P,166,176,119,58,7,91,71,230,7.2
35 ,64,103,120,31,31,31,230,24,18
1909 CATA 103, 120,23,23,230,224,
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