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Continuamos a receber programas originais de
jovens inventores portugueses, que de novo
agradecemos. E-nos, no entanto, dificil a reproducao
dos jogos, cuja listagem nao é enviada em cassette.
Chamamos a vossa atencao para este «pormenor»
da vossa colaboragao.

0S JOGOS DO MES
Foram premiados no més de Maio «O Jogo das
Palavras», de Manuel R. Ganhao e «Peixinho do
Mar», de José Alexandre Correia. Parabéns!
Lembramos que aos leitores dos programas
premiados oferecemos dois prémios: uma
assinatura semestral dos «JOGOS SORTIDOS» e um
volume encadernado da revista de banda desenhada
«JORNAL DA BD»
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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 teleforre.

2. O programa de preferéncia em cassette, indicando o tipo e a capacidade do computador.

3. Uma descricao geral do jogo com as instru¢cdes necessarias.

. Uma explicacao detalhada da funcdo das varias partes do programa.

: JOGOS SORTIDOS - Rua Duque de Palmela, 37, 2.°-Dto. — 1200 LISBOA
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PEIXINHO DO MAR

Escrito para o Z X SPECTRUM por José Alexandre
do Carmo M. Correia especialmente para si. Di-
virta-se a dar de comer 15 pequenas algas a um
peixinho, que se passeia, feliz, no mar do seu
ecran. Também tem que evitar que ele caia na
boca ameacadora de 24 caranguejos e que dé a
costa! Quanto menos movimentos fizer para aca-
bar o jogo, melhor.
Teclas para jogar:

Q — para cima

A — para baixo

E — para a esquerda

R — para a direita
Pode definir quaisquer outras teclas para jogar.

FEIXINHO BO MAR

FFIHHF(FT T HMRXIMO DE
JITANDO CRIR MA BOCA
INGUEJOS E EM TERRH

JOISTICK

DEFINICRO DE TECLRS

o JOco

FOSTE COMIDO FOR UM

JH TIMHRES
EHM 46

2 ALGARS

MOUIMENMTOS

REH
REM

FEFELFEIEIFFFEIFEEEETES
* 4 FEI-IMHO DO MARx*xx
FEM 43335 F2 33 3FFF5EFFFEEFEE
FEEM %% JOSE SLEXARDRE 0O CH
HHPUUEﬂ CORREIR.198S

SUE 35@: REM #% INSTRUCO

PUT O TEU MOMET".P%
SUpB REM +#% ESCOLHA

ADD
:ORDER FRFER 7: IME @: C
DEFIMELD GRAFPHIC

+% USER
FOR f=USE TO
PORE 1, HEX
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FOR f=1 TO 18

LET h=INT (RND#22)
LET g=INT :32
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JOGO DAS LETRAS

O autor deste programa é o Manuel Ramos Ga-
nhao, de Samora Correia, que tem 15 anos de
idade e o escreveu para o Sinclair ZX-81.

E a versiao computadorizada de um tradicional
passatempo, que consiste na ordenacao de letras
por ordem alfabética. Por que nao joga-lo ao de-
safio com um amigo que nao conheca as artes
do computador mas goste de fazer qualquer um
dos outros passatempos desta revista?

Quando o jogo comeca aparece no écran uma ma-
triz. com as letras fora de ordem e com uma das
posi¢coes em branco. Utilize, entao, as teclas de
movimentodocursor (—p , 4, | e ¢—)
para mover o espago em branco e ordenar a
matriz original.

Estrutura do Programa:

LINHAS

10 Titulo
20-70 Desenha a moldura na tela
80 Dimensiona matriz que contera letras
90-140 Preenche moldura e matriz com letras em
ordem
150-180 Inicializa valores de linha e coluna
190-220 Coloca a matriz fora de ordem ao acaso
230-270 Mensagem inicial e ciclo de espera de te-
clagem
280-380 Descodifica a tecla pressionada
390-430 Actualiza matriz e tela, com mudanca de
posicao de letras
440-450 Actualiza valores

FUNCOES
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THEN S0 TO 23
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John Miller escreveu este programa para o seu
SPECTRUM.

A missao do jogador é uma operacao de salva-
mento de 10 astronautas que ficaram retidos na
lua. Os meios ao seu alcance sao apenas trés
velhas naves espaciais que, por esta razao so6 se
deslocam da esquerda para a direita. Movendo-se
nestes dois sentidos e em direccao ao topo do
écran vocé tem que atravessar uma camada de
asterdides para encontrar os 10 astronautas que
o esperam estacionados no solo lunar. Para co-
mecar a descer prima 0; 5 para se deslocar para
a esquerda e 8 para a direita.

Deve evitar colidir com os asterdides e aterrar
na pista encarnada. Na lua ha um compasso de
espera para permitir ao astronauta a entrada na
sua nave. No regresso evite, ainda também os
guardas do planeta, que estao representados por
umas pequenas criaturas azuis.

Repita a operagcao de salvamento para cada um
dos 10 astronautas.

O jogo acaba ou depois de vocé salvar todos os
astronautas ou se perder trés das suas naves.
Se achar o jogo muito facil altere a velocidade

NA LUA

de actuacao do inimigo, ou seja, dos asterdides
e das naves, mudando o valor de PINE, na linha
9042.

REM Moon Resgue @ J.Miller

REM
Capital letters NOT part

of messages are entered
in graphics mode.
5 RESTORE 99g9@: GO SUB 9198
& RESTORE : GO SUB 9999
7?7 GO SUB wait
13 GO TO stagel
283 GO TO stage?2
3IF IF ship<4 AND man<1g THEN
GO TO 1@
49 GO TO endgame
1733 REM stagel
1961 LET up=0
1692 LET x=2:
=g: DIM a%(5,32):
1905 LET man=man+l
19007 LET pointer=1

LET y=3: LET mothx
DIM i®(5,32)




1908 LET inc=1

1919 FOR c=1 TO S: FOR d=1 TO 32
1020 IF RND ¥(11-man)<.4 THEN

LET as$ic,d)="G"

1930 NEXT d: NEXT c

19835 CLS :

1949 GO SUB surface

1858 GO SUB topprint

1068 PRINT AT 0,63 INK éjscore;
AT 9,173 INK Sjhigh; AT ©,39; I

NK 73ship

. 1979 FOR c=1 TO S: PRINT AT 4+c
*¥2,8;5 INK é35a%(c): NEXT c

1989 PRINT AT 2,8;m%; AT 3,0;n%
5 AT 3y, x

1985 PRINT AT 3,3;s%

126& LET mothx=mothx+inc: IF NO

T drop THEN LET x=x+inc

121 IF mothx=28 THEN LET inc=-
1

1202 IF mothx=1 THEN LET inc=1
1285 PRINT AT 2,mothxim®%; AT 3,
mothx;n®: PRINT AT y,xjs®

1216 LET pointer=pointer+pinc: I
F pointer>32 THEN LET pointer=1
1215 FOR c=1 TO S: PRINT 1INK 63
AT q4+c*2,85as(c,pointer TO )ja%
(c, TO pointer-1): NEXT c

1220 IF INKEY$ ="9" THEN LET d
rop=1

1221 BEEP .995,24%drop-12: BEEP
.985,24¥drop-12

1223 PRINT AT y,x3;" "

1225 LET y=y+drop: IF y=21 THEN
GO TO shiploss

1227 IF NOT.drop THEN GO 7O 12

ag

1239 LET x=x-( INKEYS$ ="5" AND x
>Z)+ ¢ INKEY$ ="8" AND x<32)

1235 IF ATTR (y,x)=3 THEN GO T

O 29

1249 IF SCREENS (y,x)="" THEN
GO TO shiploss

1308 GO TQ 1209

1999 STOP

2088 PRINT AT y-1,x;s%: FOR c=1
TO 18: BEEP .1,-19P+c: BEEP .1,-
18-c: NEXT c

2001 LET up=@: LET drop=@

2902 LET pointer=1

2885 LET m(nman)=2: LET nman=nma
n+1

2012 CLS ! GO SUB surface: GO SU
B topprint

2028 LET y=y-1: PRINT AT y,xis%
2039 FOR c=1 TO S: FOR d=1 TO 32
2049 IF RND ¥(11-man)<.4 THEN

LET is(c,d)="H"
2059 BEEP .995,39: NEXT d: NEXT
c
2955 LET score=score+2590
2068 PRINT AT 2,635 INK éjscore;
AT @,17; INK Sjhigh; AT 9,39; 1
NK Zj5ehip
2979 FOR c=1 TO 5: PRINT AT 4+c
*¥2,85 INK Sji®(c): NEXT c
2988 PRINT AT 2,mothxjm%; AT 3,
mothx;in®
2199 LET mothx=mothx+inc
21@1 IF mothx=28 THEN LET inc=-
1
21982 IF mothx=1 THEN LET inc=1
2105 PRINT AT 2,mothxjm$; AT 3,
mothx;ins
2186 PRINT AT y,x;s$
2118 LET pointer=pointer+pinc: I
F pointer>32 THEN LET pointer=1
2115 FOR c=1 7O S: PRINT INK 5;
AT 4+c*2,@;i%(c,pointer TO )ji%
(cy, TO pointer-1): NEXT c
2120 IF INKEY® ="@" THEN LET u
p=1
2139 BEEP .995,24%up-12: BEEF .9
95,24%up-19
2149 PRINT AT y,x;" *
2158 LET y=y-up: IF y<3 THEN GO
TO shiploss
2169 1IF y=3 AND x=mothx+2 THEN
GO TO home
2179 IF NOT up THEN GO TO 2199
2180 LET x=x-( INKEY® ="%" AND x
>0)+ 1 INKEY® ="8"" AND x<32)
2192 IF SCREENS (y,x)="" THEN
GO TO shiploss
2208 GO TO 2189
2999 STOP
389@ INK 7: PAPER @: BORDER ©: C
LS L
3919 FOR c=2 TO S@: PLOT RND %2
55, RND ¥175: NEXT c
3828 PRINT AT 5,45 INK 5;"WELCO
ME TO "MOON RESCUE’ "
3625 PRINT AT 7,4; INK 3;"@ Joh
n Miller Oct 1982°
3639 PRINT AT 16,903 FLASH 15 BR
IGHT 135 "PRESS ANY KEY WHEN YOU A
RE READY"
3049 IF INKEYs$ ="" THEN GO TO
3240
3845 PRINT AT 16,93 OVER 1;"PRE
SS ANY KEY WHEN YOU ARE READY"
3952 RETURN
4928 IMNK 4: PRINT AT 17,0;"1
Mﬁ




4221 PRINT AT 18,0;"mI

ME"
4292 PRINT AT 19,9; "REI

MER"
4223 PRINT AT 20,0; "EENI i <
NK 3; "KNEN"; INK 4;" "5 I
NK 3;"KEEN"; INK 4;" MEER"
4994 PRINT AT 21,0; "ERERJJIJIERI
JJJIIIIIIEMIIIIIINEER"
499% FOR c=1 TO 19: IF m(c)>3 TH
EN PRINT AT 29,m(c); INK &;"L"
4996 NEXT c
4919 INK 7: RETURN .
5098 PRINT AT 9,0; INK &; BRIGH

T 13 “SCORE: "i INK 55 "HIGH:

"3 INK 7;"SHIP: 9

SP1d PRINT IMK 33"
S@28 RETURN
S588 FOR c=8 TO 7 STEP .5: PRINT

AT y,x} INK cj"E": BEEP .Q1l,cH®
S: BEEP .91,c%-5: NEXT c
S319 LET score=score+389: GO TO
39

6999 FOR c=y TO 20: PRINT AT c,
xj INK RND *7;"E"; OVER 1; AT c
s X3 "E": BEEP .91,-c: NEXT c

4985 BEEP 1,-20: PAUSE 59

6919 LET ship=ship+1: LET drop=90
¢ LET up=98: CLS : GO TO 39

8999 PRINT AT 64,113 FLASH 13 "GA
ME OVER"

8918 IF score>high THEN LET hig
h=score: FOR c=1 TO 189: BEEP .91
s RND %5@8: BORDER RND %7: NEXT
c: BORDER &: PRINT AT 11,93 BRI
GHT 13 FLASH 1;"WELL DONE - A NE
W HIGH SCORE!!!!™" ) .
8920 PAUSE 259: CLS : GO TO S
8999 STOP .

9999 DIM a%(5,32): DIM i$(5,32)
9913 LET ship=1: LET man=g: LET
x=2: LET y=3: LET nman=1

815 LET s$= CHR% 19+ CHRS$ 1+“E"
: LET m$=" "+ CHR$ 16+ CHRS 2+"A
BC ": LET n$=" "+ CHRS$ 146+ CHRS
2+"D F. "

9929 LET mothx=8: LET drop=g: LE
T score=g

P939 LET stagel=1800: LET stage2
=2939. LET endgame=800g -
9948 LET wait=3009

9842 LET pinc=2

9945 LET surface=4999

9847 LET topprint=5808: LET ship
loss=69090

9948 LET home=5509

9959 DIM m(18): FOR c=1 TO 19
92869 READ m(c): NEXT c

9978 DATA 4,5,6,11,14,15,17,23,2
5,26

9989 RETURN

9188 FOR c= USR "a" TO USR "n"+
7: READ a:,POKE c,a: NEXT c

9191 LET high=2

9899 RETURN

9998 DATA BIN @, BIN 180, BIN &

#111111, BIN 1111111, BIN 110000

¢, BIN 111108110, BIN 11111111, B

IN 11111111

9981 DATA BIN 11989, BIN 111111

g, BIN 11111111, BIN 11111111, B

IN @, BIN 11111111, BIN 11198111

, BIN 11090811

9992 DATA BIN @, BIN 100099, BI

M 11111168, BIN 11111118, BIN 11

1, BIN 1101111, BIN 11111111, BI

N 11111111

9993 DATA BIN 11111908, BIN 111

11902, BIN 11111008, BIN 1111100

, BIN 111111, BIN 11111, BIN 111

1, BIN 111

9994 DATA BIN 1809, BIN 11109,

BIN 1111111, BIN 1901901, BIN 10

11191, BIN 111118, BIN 199018, B

IN 19000081 .

9995 DATA BIN 11111, BIN 11111,
BIN 11111, BIN 1111108, BIN 1111

1199, BIN 11111008, BIN 11110900

s BIN 11100000 '

9996 DATA BIN 11009, BIN 111119

9, BIN 111111108, BIN 1111111, BI

N 1111111, BIN 1111119, BIN 1119

20, BIN 10000

$997 DATA BIN @, BIN 11119898, BI

N 1166119, BIN 11111111, BIN 111

11111, BIN 191111081, BIN 1008819

, BIN 100100 .

9998 DATA BIN 19080008, BIN 110

90003, BIN 11100008, BIN 1111000

9, BIN 11111009, BIN 111110068, B

IN 11111110, BIN 11111111

$99% DATA BIN 1, BIN 19119011,

BIN 11111111,255S,255,255,255,255

$916 DATA BIN 1111111, BIN 1111

11, BIN 11111, BIN 1111, BIN i1l

, BIN 111, BIN 1, BIN &

9911 DATA BIN &, BIN 11168, BIN
11199, BIN 1001091, BIN 111110,
BIN 1608, BIN 10100, BIN 199910

9912 DATA BIN 1, BIN 11, BIN 11

, BIN 1111, BIN 11111, BIN 11111

1, BIN 1111111, BIN 11111111

$913 DATA BIN 1111111¢, BIN 111

11199, BIN 11111100, BIN 11119990

9, BIN 11100000, BIN 11000008, B

IN 19000009, 0

9999 RETURN




TRAVESSIA
DO RIO

A TRAVESSIA DO RIO

Este jogo coloca-lhe o classico problema do la-
vrador que tem que atravessar uma ponte, a ca-
minho de casa, mas que nao sabe resolver, uma
vez que sé6 pode transportar um dos seguintes
haveres — o saco de grao, a galinha ou o lobo.
Se atravessa primeiro o lobo, a galinha come o
grao; se deixa o lobo e a galinha, o lobo come
a galinha!

Ajude-o, entdo, seguindo as suas possibilidades,
sabendo que se carregar na tecla W atravessa o
lobo; na H, transporta a galinha e a C movimenta
o saco. Lembre-se, no entanto, que s6 pode atra-
vessar os «bonecos» que estiverem na mesma
margem que o lavrador.

Notas ao Programa

As representacoes graficas (lavrador, saco do
grao, galinha e lobo) sdao construidas a partir de
quatro caracteres definidos. O modo de os pro-
cessar figura nas linhas de 10 a 332. As linhas
de 400 a 450 definem o rio e as suas margens.
E dada a cada caracter a variavel 1 e -1, segundo
a margem a que se referem. A sub-rotina que
comeca na linha 1000 assinala qualquer erro co-
metido (p. ex. o lobo come a galinha) e entra em
accao de acordo com o sucedido, quando ha um
erro o jogador é informado e o jogo recomeca.
Verifica, ainda, se o jogo foi conseguido e, em
caso afirmativo, aparece no écran uma saudacao
ao jogador.

As linhas de 580 a 620 apagam as imagens no
écran.

1 REM CROSS THE RIVER

2 REM BY CHRIS HOWARD STOME

3 REM 8 BOULTON GROVE,HULL,HU
MBERSIDE, HU? 3ED

4 REM MARCH 1983

19 REM UDG FOR HEN

20 POKE
21 POKE

22 FOR N=2 TO 4:
11111099:

M, BIN

25
24
25
30
31
32
33
34
35
36
b g
a9
41
42.
43
a4
45
a6
47
s5g
51
52
53
s4
55

POKE
PORE
POKE
POKE
POKE
POKE
POKE
POKE
POKE
POKE
POKE
POKE
POKE
POKE
POKE
POKE
POKE
POKE
POKE
POKE
POKE
POKE
POKE
POKE

M,BIN 99919999:

USR
USR

USR
USR
USR
USR
USR
USR
USR
USR
USR
USR
USR
USR
USR
USR
USR
USR
USR
USR
USR
USR
USR
USR
USR
USR

FOR N=5 TO 7:

“A*,BIN J11000090

"A*+1,BIN
POKE
NEXT M

"A"+5,BIN
"A"+6,BIN
"A*"+7 ,BIN

111100900
USR *A"+

@1111111
o9g111111
90921111

"B",BIN 90901111

"B"+1,BIN
*"B"+2,BIN
"B*+3,BIN
"B*+4,BIN
"B"+5,BIN
“B"+&,BIN
"B*+7,BIN

o011l
20000201
oo9002192
00003109
20291030
0999091939
22900313

"C",BIMN 90001110

"C"+1,BIN
"C"+2,BIN
"C"+3,BIN
“C"+4,BIN
"C"+5,BIN
"C"+4,BIN
“C"+7,BIN

90031111
090311190
29031100
99911999
11110000
11109999
11119099

“D*,BIN 11190999

“D*+1,BIN
“D"+2,BIN
"D"+3,BIN
"D*+4,BIN
POKE
NEXT N

169 REM UDG FOR WOLF

191 FOR N=9 TO 1:

N,BIN &:
192 POKE
183 POKE
194 POKE

185 FOR N=S TO é:
M,BIN 991003d9:

166 POKE
112 POKE
111 POKE
112 POKE

NEXT
USR
USR
USR

USR
USR
USR
USR

POKE
N

"E*+2,BIN
"E*+3,BIN
“E"+4,BIN
POKE
NEXT N
"E*+7,BIN

110000399
1000933393
21092930
291999033
USR *"D®+

USR "E"+
90091000
312331
09130991
USR "E" +

011120083

"F",BIN 91110991

“Fes+1,BIN
"F*+2,BIN

11111901
21119991




113
114
115
116
112
120

121
122
123
124
125
126
139

209
201
292
203
294
245

211
212
21’3
214
229
221
222
223
224

231
232
233
234
329
391

392

343 FOR N=4 TO S5:
M,BIN 299911111:
384 FOR N=6 TO 7:
M,BIN 29912111:
318 FOR N=g TO 1:
M,BIN 29910111:

311

312 FOR N=3 TO 7:
N,BIN 29999919:
329 FOR N=@g TO 2:
N, BIN 119099999:

321
322

POKE
POKE
POKE
POKE
POKE

USR
USR
USR
USR
USR

FOR N=g TO 1:
M,BIN 109100309:

POKE USR
POKE USR
POKE USR
POKE USR
POKE USR
POKE USR

FOR N=g TO 2:
N,BIN 111119da:
131 FOR N=3 TO 4:
N,BIN 11119093:
132 FOR N=5 TO 7:
N,BIN 1031300a:

“E"+3,BIN
“F"+4,BIN
"F"+5,BIN
“F"4+4,BIN
"EF"+7,BIN
POKE
NEXT N

"G"+2,BIN
"G*+3,BIN
“G"+4,BIN
"G"+5,BIN
"G"+6,BIN
"G"+7,BIN
POKE
NEXT N

POKE
NEXT N

POKE
NEXT M

g1110909
99110911
go111111
990111909
2

USR "G*"+
111109909
10911000
111119909
111190909
911999993
11112909
USR "H" +

USR "H"+

USR "H" +

REM UDG FOR CORN BAG

POKE USR
POKE USR
POKE USR
POKE USR

FOR N=4 TO 7:
M,BIMN 999d9111:
216 FOR N=g TO 3:
M, BIN Jd9dada111:

POKE USR
POKE USR
POKE USR
POKE USR
POKE USR
POKE USR
POKE USR
POKE USR

FOR N=4 TO 7:
N,BIN 11199999:

239 FOR N=g TO 3:
M,BIN 11190999393:

POKE USR
POKE USR
POKE USR
POKE USR

“I*,BIN &
"I"+1,BIN
“I*+2,BIN
O +3, BIN
POKE
MEXT M
POKE
NEXT N
"J"+4,BIN
"IV ES, BIN
“J*"+6,BIN
*J*+7,BIN
“"K*",BIN &
*K*+1,BIN
*K*+2,BIN
"K"+3,BIN
POKE
NEXT N
POKE
NEXT N
"L*+4,BIN
"L*+5,BIN
"L"+6,BIN
L7, BIN

REM UDG FOR FARMER

FOR MN=g TO 2:
N,BIN @O0a@a11:

POKE USR

POKE USR

POKE USR

FOR N=4 TO S:
N,BIN 11111099:

POKE
NEXT N
"M*+3,BIN
POKE
NEXT N
POKE
NEXT N
POKE
NEXT N
"N*+2,BIN
POKE
NEXT N
POKE
NEXT N

"0"+3,BIN
POKE
NEXT N

0219359
290291193
99981111
USR "I"+
USR *"J"+
209991111
999911909

29919990
2

29931993
291130939
11119999
USR "K"+
USR "L*"+
11119009
29119999

20091039
9
USR "M*"+

999099091
USR "M*"+
USR "M"+
USR "N"+

29993111
USR “N"+

USR "0*+

19002299
USR "0"+

323 FOR N=6 TO 7: POKE USR
N,BIN 111910088: NEXT N

339 FOR N=g TO 1: POKE: USR
M,BIN 111810808: NEXT N

331 POKE USR "P"+2,BIN 11999399
332 FOR N=3 TO 7: POKE USR "P"+
N,BIN 219990393: NEXT N

493>REM DRAW RIVER AND BANK

410 FLASH 9: BORDER ©9: PAPER 4:
CLS

420 PAPER 7: FOR A=¢g TO 4: PRIN
T AT A,143" *: NEXT A: FOR A=
13 TO 21: PRINT AT A,14;3" o
NEXT A

433 FOR A=5 TO 7:

A=1S

'ol‘

-P.*

PRINT AT A,S8;
NEXT A: FOR
TO 17: PRINT AT A,8}"
*: NEXT A

FOR B=1 TO 7:
B+7,83"

“: MEXT B
$=1: LET h=1:

449
S5AT

PRINT PAPER

4508 LET
LET w=1

459 REM MAIN LOOP

4465 REM ¥ Characters in lines ¥

¥ 489 to 510 are UDG’'s¥

479 INK &

489 PRINT AT &6%(f=1)+15%(f=-1),
P3"M"3: PRINT “0": PRINT AT 7¥*(+
=1)+16%($=-1),93"N"3: PRINT "P*"

493 PRINT AT 6¥(h=1)+15¥%(h=-1)},
133"A";: PRINT *C": PRINT AT 7%(
h=1)+16¥(h=-1),13;"B"j: PRINT "D

507 PRINT AT 6%(c=1)+15%(c=-1),
173"1I"3: PRINT "K": PRINT AT 7%l
c=1)+16¥(c=-1),17;"J";: PRINT "L

519 PRIMNT AT 6% (w=1)+15%(w=-1),
213 "E"}: PRINT "G": PRINT AT 272%(
W=1)+16%(w=-1),213"F"3: PRINT "H
*: GO SUB 1999

520 IF IMKEYS$=""
&

S39 LET m&=IMKEY®%:

m&="H" OR m$="c” UrR m$="C" OR m
="w" OR m&="W" OR m$="+" OR m$=
"F®" THEN GO TO 545

S49 BEEP 1,-12: GO TO 529

545 IF (m&="c" OR m&="C")
¥c<>1 THEM GO TO 549

546 IF (m$="h" OR m$="H")
¥f<>1 THEN GO TO 549

547 IF (m&="w" OR m$="W"}
¥f<>1 THEN GO TO S49
558 BEEP .4,24: IF m&="h"

LET c=1:

THEMN GO 7O S2

IF m$="h" OR

AND +

AND h
AND w

OR m$

="H" THEN LET h=-1%¥h
563 IF m$="c" OR m&="C"
ET c=-1%c

S7 IF m&="w"
ET w=-1%w

s838 PRIMT AT &% ($=-1)+15%(f=1),

THEN L

OR m$="W" THEN L




93" *: PRINT AT 7% ($f=-1)+16%(f=
1),9;~

593 PRIMT AT 6%(h=-1)+15%(h=1),
133 ": PRINT AT 7%(h=-1)+1&6%(h
=1),133°-

693 PRINT AT 6%(c=-1)+15%(c=1),
173 *: PRINT AT 7%(c=-1)+16%(c
=1),17;"

610 PRINT AT &% (w=-2)+15%(nw=1),
213" ": PRINT AT 7%(w=-1)+16%(w
=1),213", "

620 PRINT AT 6% (§=1)+15%(f=-1),

A ": PRINT AT 7% ($=1)+16%(f=~
1),93" -
632 LET f=-1%+

649 GO TO 469

- 1989 IF F=-1 AND H=-1 AND C=-1 A

ND W=-1 THEN GO TO 198@
1919 REM ERROR DETECTION

1323 IF SGN H<>SGN C THEN GO TO
1850
1939 IF SGN F=SGN C THEN GO TO

1950

1848 PAPER 2: INK &6: FLASH 1: PR
INT AT 2,93 "HEN EATS CORN": GO T
0 13g@a

1954 IF SGN W<(>SGN H THEN RETUR

vni-bhall

Caneta de tinta liquida
com esfera metalica de
longa duracéo, que escreve
em qualquer angulo.

Faz copias a «quimico»
claras e nitidas.

2 versoes:

a tradicional de corpo azul | /
e a ULTRA-FINA (0,2 mm) ‘ |
de corpo preto em 4 cores 1
de escrita.

| |
A tradicao de qualidade do fabricante: ‘

| MITSUBISHI PENCIL CO., LTD.

a venda nas boas casas da especialidade )}

Distribuidor em Portugal e llhas:

ARTUR WESTHEIMER, LDA.

Largo Cristovao da Gama, 10-B. Damaia

2700 AMADORA 2700 AMADORA

- N
A

Lapiseiras de precisao

em 5 modelos a sua escolha.
Evoluida tecnologia

de fabrico nas medidas

0,3-0,5-0,7-0,.9 mm
de espessura de traco.

Com apagador e arame
de limpeza incorporados,

A tradicao de qualidade do fabricante:
MITSUBISHI PENCIL CO., LTD.
a venda nas boas casas da especialidade

Distribuidor em Portugal e llhas:

ARTUR WESTHEIMER, LDA.

Largo Cristovao da Gama. 10-B. Damaia

N
1969 IF SGN W=SGM F THEN RETURN
1878 PAPER 2: INK 6: FLASH 1: PR

INT AT 2,9; "WOLF EATS HEN":

0 1202

1989 PAPER 3: IMNK &: FLASH 1: PR
INT AT 1,85 "CONGRATULATIONS": PR
INT AT 2,33 "YOU HAVE CROSSED THE
RIVER"

GO T

1999 BEEP .25,S5S: BEEP .25,5: BEE
P .25,5: BEEP .25,9: BEEP .25,2:
BEEP .25,2: BEEP .S5,9: BEEP .25
,9: BEEP .25,9: BEEP .25,7: BEEP
.25,7: BEEP 1,S
1160 STOP A
1299 BEEP 1,9: BEEP .7S5,8: BEEP
.25,9: BEEP 1,@: BEEP .75,4: BEE
P .25,2: BEEP .75,2: BEEP .25,0:
BEEP .7S,0: BEEP .2%,-1: BEEP 1
.2%,9: GO TO 499
1300 BEEP .2%,8: BEEP .2%,4: BEE
P .2%,9: BEEP .25,4: BEEP .25,0:
BEEP .75,4: FOR M=1 TO 4: BEEP
.12%,4: NEXT M: BEEP .25,2: BEEP
.37%,2: BEEP 1,9: GO TO 499

pn

Marcadores de traco intenso
extra-fino, de alta precisao.
Duas espessuras de traco a
escolha: 0,2 e 0,3 mm.
Escrita nitida

e confortavel.

A ponta de «design» exclusivo

I ; produz um fluxo constante de
clip metalico e apoio tinta e um traco de espessura '
anti-derrapante. uniforme.

A tradicao de qualidade do fabricante: ‘

| MITSUBISHI PENCIL CO., LTD. ||

‘La venda nas boas casas da especialidade \‘

Distribuidor em Portugal e llhas:

ARTUR WESTHEIMER, LDA.

Largo Cristovao da Gama, 10-B. Damaia
2700 AMADORA




SUBA A

E um excelente jogo escrito por TAT TANG, para
o ZX SPECTRUM.

O objectivo deste jogo é conseguir chegar ao
cimo de uma parede, guiando o seu «boneco»
por entre as varias filas de tijolos, perseguido
por umas pequenas e terriveis criaturas verdes.
Conseguira escapar-lhes? Tem que se manter cal-
mo, nada de panico, mas toda a sua atencao é
posta a prova.

Para sobreviver vocé tem que destruir os seus
inimigos cavando pequenos buracos onde os
mete. Depois... tem que lhes «dar na cabeca» até
eles morrerem!

Atencao que lhe pode faltar o oxigénio! Os mo-
vimentos excessivos ou demasiado lentos sao-lhe
prejudiciais por que lhe dispendem a quantidade
limitada de oxigénio de que dispoe. Se for apanha-
do, perde uma vida.

O programa tem uma bela imagem combinada
com O recurso a cor e ao som e vai manté-lo,
suspenso, sentado a beira da cadeira!

CLS ¢ GO TO 575
INT ( RND %X):

10 POKE 23693,56:
20 CLS : DEF FN R(X)=
30 LET X1=X: LET Yi=Y
40 IF INKEY$ ="H" THEN GO SUB 750
50 IF X=3 OR X=8 OR X=13 OR X=18 THEN
3486=23%9 AND Y>0): LET A$=("E"
=UN+.25: GO TO 90
60 LET UN=UN+.15: LET As="A"
70 IF ATTR (X+1,Y)=57 AND
80 IF ATTR (X-1,Y)=57 AND
90 PRINT AT X1,Y1;" *
100 IF F=1 THEN PRINT AT X1,Y1j
110 IF X1 <> X THEN LET UN=UN+.15
120 LET F=0: IF ATTR (X,Y)=57 THEN
130 1I1F
io

AND Y1D>Y)+(“F"

IN 61438=23% THEN
IN 61438=247 THEN  LET X=X-1:

PAREDE

Notas ao Programa
introduza o programa 1, para definir os graficos
e execute-o. Escreva depois o resto do programa
e grave-o através da instrucao GOTO 9999.
Como o programa é gravado em duas partes,
uma a seguir a outra, ndo se esqueca de premir
uma tecla depois do primeiro ser gravado.
Para verificar faca: VERIFY «<VERIFY»» CORE e
prima NEW LINE.
O programa retem e grava os melhores resultados
obtidos.
Teclas — 5 para a esquerda

6 para baixo

7 para cima

8 para a direita

9 escava para a esquerda

0 escava para a direita.

Certifique-se que as linhas seguintes sao introdu-
zidas em modo GRAPHICS: 50, 60, 100, 150, 160

GO TO 610

IN 61438=251 AND Y<(31)-(
IF Y1 <> Y THEN

IN &
LET UN

LET Y=Y+(
AND Y1<Y):

LET X=X+1: LET

LET

INK 1;"D"

LET F=1
IN 61438=255 OR X <> 3 AND X <> B AND X <> 13 AND X <>

18 THEN GO 70 2




140 LET V= ATTR (X+1,Y+1): LET V1= ATTR (X+l,Y-1): IF V=58 OR V1=5S8 THEN LET S
C=SC+5: PRINT AT 0,6;SC :

1S0 IF IN 61438=253 AND ATTR (X-1,Y-1) <> 57 AND ATTR (x-1,y-1) <> 60 AND A
TTR (X,Y-1) <> 57 THEN LET UN=UN+.15: LET W=1: PRINT AT X,Y; INK 1;"E": FOR N=
1 TO S: PRINT AT X,Y-13°G": PAUSE 2: PRINT AT X,Y-1;"H": PAUSE 2: PRINT AT X,
Y-1;* *: BEEP .01,Y: PRINT AT X+1,Y-1;"K": NEXT N: PRINT AT X+1,Y-13"° "

160 IF IN 61438=2%4 AND ATTR (X,Y+1) <> 57 AND ATTR (X-1,Y+1) <> 57 AND ATT
R (X-1,Y+1) <> 60 THEN LET UN=UN+.1S: LET W=2: PRINT AT X,Y; INK 1j"F": FOR N=
1 TO S: PRINT AT X,Y+1;°I": PAUSE 2: PRINT AT X,Y+1;"J": PAUSE 2: PRINT AT X,
Y+1;* *: BEEP .01,Y: PRINT AT X+1,Y+1;"K": NEXT N: PRINT AT X+1,Y+1;" *

170 IF V1=58 AND W=1 THEN PRINT AT X+1,Y-1; PAPER &;"C"

180 IF V=S8 AND W=2 THEN PRINT AT X+1,Y+1; PAPER &;"C"

190 LET W=0

200 IF ATTR (X,Y)=60 THEN PRINT AT 2,5;"YOU HAVE BEEN MUNCHED'!"; AT X,Y; INK

1; OVER 13 FLASH 13"A®: GO TO 530

210 IF ATTR (X,Y)=62 THEN GO TO 880

213 PRINT AT X,Y; INK 1;A$: IF ATTR (X+1,Y)=56 THEN PRINT AT 2,2;"IDIOT YOU

FELL DOWN A PIT"; AT X,Y;" "3 INK 1; AT X+1,Y;"A": GO TO 530

215 IF XY <= 125 AND F2=0 THEN GO TO 850

220 FOR N=1 TO (UN%*10)/LV: PLOT INK 2;XY,8: DRAW INK 2; OVER 130,7: LET XY=XY
-1: LET UN=UN-.1: NEXT N

230 IF XY <= 72 THEN PRINT AT 2,0;"YOU’VE DIED FROM LACK OF OXYGEN": PAUSE 10
0: GO TO 530

240 LET A1=A(Z): LET B1=B(2)

250 IF ATTR (A1+1,B1)=56 THEN GO TO 470

260 IF Al=X THEN IF A1=3 OR A1=8 OR Al1=13 OR Al=18 THEN_, GO TO 350

270 IF C(2Z) <> O THEN GO TO 300

280 IF ATTR (Al+1,B1)=57 OR ATTR (Al-1,B1)=57 THEN GO TO 330

290 GO TO 350

300 LET A(Z)=A(Z)+C(Z): IF A(Z)=3 OR A(Z)=8 OR A(Z)=13 OR A(Z)=18 THEN LET C(Z
)=0: PRINT AT Al,B1; INK 1;°D": LET Al=A(Z): LET F(Z)=1: GO TO 350

310 PRINT AT Al,B13 INK 1;"D": LET Al=A(Z): LET Bi1=B(Z): GO TO 400

320 GO TO 400

330 IF A1<X AND ATTR (Al+1,B1)=57 THEN LET C(Z)=1: GO TO 300

340 IF A1>X AND ATTR (Al1-1,B1)=57 THEN LET C(Z)=-1: GO TO 300

350 IF Al=X THEN LET B1=B1+(Bi<Y)-(B1>Y): GO TO 380

360 LET B1=B1+D(Z)

370 IF Bl >= 31 OR Bl <= O THEN LET D(Z)=-D(2Z)

380 PRINT AT A(Z),B(Z);" ": IF F(Z)=1 THEN PRINT AT A(Z),B(Z); INK 1;7"D"

390 LET F(Z)=0: IF ATTR (A1,B1)=57 THEN LET F(2)=1

400 PRINT AT A1,Bl; INK 4;"B"

405 IF F2=1 THEN PRINT AT F5,F4; OVER 1; INK 6;"0"

410 IF Al=X AND Y=Bl THEN PRINT AT 2,5;"YOU HAVE BEEN MUNCHED"; AT X,Y; OVER
1; INK 1; FLASH 1;"A": GO TO 530

320 IF ATTR (A1+1,B1)=5&6 THEN GO TO 470

430 LET A(Z)=Al: LET B(Z)=Bl1

440 LET Z=2+1: IF Z >= C1 THEN LET Z=1

350 IF INKEY$ ="H" THEN GO SUB 750

460 GO TO 30

470 PRINT AT A1,B1;* *; AT Al+1,B1; INK 2;"B": FOR N=1 TO 4: BEEP .1,N: BEEP
1,5-N: NEXT N

480 IF Ci-1=1 THEN LET SC=SC+10: GO TO 520

490 LET A(Z)=A(C1-1): LET B(Z)=B(Cl-1): LET F(Z)=F(Cl-1)

500 LET SC=SC+10: LET C1=C1-1

510 PRINT AT 0,63SC: LET Z=1: GO TO 440

520 PRINT AT 1,0; FLASH 1; INK 4;"BONUS®: FOR W=XY TO 72 STEP -1: BEEP .Ol,XY/
4: PLOT XY,8: DRAW INK 2; OVER 130,7: LET SC=SC+1: PRINT AT 0,6;SC: LET XY=Xvy-
L: NEXT N: FOR N=1 TO SO: BEEP .0S,N: BEE” .05,50-N: NEXT N: GO TO 20

530 IF SCYHI THEN PRINT AT 1,03 FLASH 15 INK Z;*CONGRATULATIONS A NEW HI-SCOR
E*: FOR N=0O TO SO: BEEP .01,N: BEEP .01,25-N: NEXT N: POKF USR "U",SC-256% INT
(SC/256): POKE USR "U"+1, INT (5C/256): GO TO 550

540 PRINT AT 0,03: FOR N=1 TO 11: PRINT INK 8; PAPER 8; OVER 1; FLASH 1;*

*: NEXT N: FOR N=1 T

2: BEEP .S,-5: BEEP .S5,-10: PAUSE 40: NEXT N: FOR N=S0 TO O STEP -1: BEEP .0S,
NEXT N )

S50 PRINT AT 11,5;"PRESS ANY KEY TO START"; AT 13,3;"PRESS *1° FOR INSTRUCTION




s*: IF IN 254=255 THEN GO TO 550

570 GO TO (575 AND INKEY$ <> "I")+(780 AND INKEY® ="I%)

575 INPUT "LEVEL(1-5)"; LINE L$: IF L$>*5" OR L$<"1" THEN GO TO 575

576 LET LV= VAL L$¥4: GO TO 600

s80 LET N=0: POKE USR "U",N-256% INT (N/256): POKE USR "U"+1, INT (N/256)

590 CLS : PRINT INK 2;"WRITTEN BY T.TANG"; INK O; AT 13,33 "PRESS 1’ FOR INSTR
UCTIONS®": FOR N=19 TO 21: PRINT. AT N,0; INK 4; "EESEEEEEEEENAENEREESEEERENRENEEE
e: NEXT N: PRINT AT 20,3; INK 25"S PECTRAL -PANTIC" PRINT AT 11,5;"
PRESS ANY KEY TO START": PAUSE 0: GO TO 570

600 CLS : LET LE=0: LET SC=0: LET HI= PEEK USR "U"+256% PEEK ( USR "U"+1)

610 CLS : INK O: PRINT AT 19,0; PAPER 63 "CCccceccecececececcececcececceccececccccccccemm®
INK 23 PAPER 73 "OXYGEN>"; INK O; PAPER &3 "MMMMMMMMMMMMMMMMMMMMMMMNNNNNNNNNNNNNNN
NNNNNNNNNFSINNNNNN *

620 FOR N=4 TO 14 STEP S: PRINT AT N,0; PAPER 63 "CCEcceccececececececececececececcececccccccec
CCCLLLLLLLLLLLLLLLLELLLELLLLLLLLLLL": BEEP .1,50-N: BEEP .1,N: NEXT N

630 PAUSE 25

640 FOR N=3 TO 13 STEP S: LET Z= FN R(13)+1: FOR F=0 TO S: PRINT AT N+F,Z; INK

1;°D": BEEP .0S,N+F: PRINT AT N+F,31-Z; INK 1;"D": BEEP .O5,N+F: NEXT F: BEEP
.1,F: PAUSE 10: NEXT N

650 PRINT AT 0,0; "SCORE>";SC; AT 0,163 "HI-SCORE>"jHI

660 LET Y= FN R(31)+1: LET W= FN R(4): IF W=0 THEN LET X=3

670 IF W=1 THEN LET X=8

680 IF W=2 THEN LET X=13

690 IF W=3 THEN LET X=18

200 IF ATTR (X,Y)=57 THEN GO TO 660

210 LET F2=0: LET Z=1: DIM D(4): DIM A(4): DIM B(4): DIM C(4) >

220 LET A(1)=3: LET D(1)=1: LET B(1)= FN R(30)+1: PRINT AT A(1),B(1); INK 4;*B
“: BEEP .O01,A(1): FOR N=2 TO 4: LET A(N)=A(N-1)+5: LET D(N)=1

230 LET B(N)= FN R(30)+1: IF ATTR (A(N),B(N))=57 OR A(N)=X AND B(N)=Y THEN GO

TOo 730 .

240 LET W=0: LET C1=5: PRINT AT A(N),B(N); INK 4;"B": BEEP .01,A(N): NEXT N: L
ET LE=LE+1: DIM F(4): LET UN=0: LET XY=(30-LE)*8+7: FOR N=9 TO 30-LE: BEEP .01,N
: PRINT AT 20,N; INK 2;"H": NEXT N: GO TO 30

%0 PRINT AT 1,125 FLASH 1; INK 2;"GAME"; INK 1;"HELD": IF IN 254=235 OR INK
EY$ ="H®* THEN GO TO 750

760 PAUSE O: PRINT AT 1,12;" ": RETURN

770 POKE 23658,8: CLS : PRINT AT 11,95 INK 1; FLASH 1j"LOADING"; INK 23 "LOADIN
G"; AT 12,93;"LOADING"; INK 1;"LOADING": INK 7: LOAD "" CODE USR *A®": INK O: GO
TO 580

280 CLS : PRINT "%INSTRUCTIONS*"'"USE CURSOR KEYS TO MOVE"'"9 AND O TO DIG"'"H
TO HOLD"® "0 EXTRA OXYGEN®"; FLASH 1'"DIGGING": FOR N=0 TO 31: PRINT PAPER &j AT
12,Nj"C"3 AT 13,Nj"L": NEXT N

790 PRINT AT 11,16; INK 13"E": FOR N=1 TO S5: PRINT AT 11,15;"6": PAUSE 2: PRI
NT AT 11,15§°H": PAUSE 2: PRINT AT 11,15;" ": BEEP .01,11: PRINT AT 12,154 K"
: NEXT N: PRINT AT 12,15;" *

800 PAUSE S0: PRINT AT 5,0; FLASH 1;"ALIEN-10 POINTS": FOR N=1 TO 14: PRINT A
T 11,N; INK 43" B": PAUSE 15: NEXT N: PRINT AT 11,15;" "5 AT 12,15; INK 2;"B":
FOR N=1 TO 4: BEEP .1,N: BEEP .1,5-N: NEXT N

810 PAUSE S0: PRINT AT 5,0; FLASH 1j"BURY ALIEN-S POINTS®

820 PRINT AT 11,165 INK 1;"E": FOR N=1 TO 5: PRINT AT 11,15;"G": PAUSE 2: PRI
NT AT 11,1%;"H": PAUSE 2: PRINT AT 11,15;" ": BEEP .01,11: PRINT AT 12,15;"K"
: NEXT N: PRINT AT 12,15; PAPER 6;"C"

830 PRINT AT 15,2;"HIT I’ TO REPEAT INSTRUCTIONS®'® TAB 3; "ANY OTHER KEY TO P
LAY GAME": PAUSE 75

840 GO TO (780 AND INKEYS ="I")+(10 AND INKEY$ <> "I")+(830 AND INKEY$ ="%)

850 IF RND >.7 THEN LET F2=2: GO TO 220

860 PRINT AT 1,10; INK é; FLASH 1j"EXTRA OXYGEN": LET F4= INT ( RND %*32): LET
Fé= FN R(4): LET FS=(3 AND Fé6=0)+(8 AND Fé=1)+(13 AND Fé=2)+(18 AND Fé6=3)

86% IF ATTR (FS,F4)=%7 THEN GO TO 860

870 LET F2=1: GO TO 220

880 PRINT AT 1,10}" *: LET F2=2: LET F3= INT ( RND %40)+30: FOR N=1

TO F3: LET XY=XY+1: PLOT XY,8: DRAW INK 230,7: BEEP .01,XY/S: NEXT N

890 GO TO 213
9998 STOP
9999 SAVE °"PANIC" LINE 770: SAVE "UDG" CODE USR "A",168




- FORMULA UM

20 PRINT *2° 2 DA\'ID PRIC

; Escrito por David Price para o Spectrum = LEAge -t TIRERGSANY KEY WS
P P P : THE RACE “: PAUSE 0

E uma prova de velocidade e vocé é o favorito! ot BEN &% ol
Nao se esqueca do capacete e do cinto de segu- Pt EXRMEREE RN AR TE R IR

| ranca. Eles salvam. E entdo, prego ao fundo, para S2 REM ¥ The "A" in lines *
’ bater o record dos 32 segundos do David Price. S3 FEM * 210,240 and 260 are ¥
Cuidado com as barreiras da pista. 54 REM % entered in GRAPHICS X
As instrucoes vém no programa. S5 REM * mode. *

W

S6 REM 3333363 X 955K % 36K %% %% % %% %
20 LET q=1: LET 1a=100: LET 1la
1 GO SUB 1000: LET a=2: BORDE p=1: BORDPER 1: PAPER 1: INK 9: C

: R 1: PAPER 1: CLS =t
100 FOR =0 TC 31: PRINT AT 1},

i e

3 PRINT AT 38,63 INK a;"EEE B
¥S NEN REN N3N 'ER 8 PARER EYORTT AT PR, ELTE"50 WE
" ® awm =RE 3 e ¥
s B Emm EEN ES = 101 FOR #=1 TO 20: PRINT AT ¥,
" E =E ERE O3 PAPER 2;"%"; AT $,313"%";: NE
| H EEN NEN ¥ N Xy %
: S IF a=8 THEN BEEP .3,12: BE 103 FOR ¢=3 TG 19: PRINT AT ¢,
! EP .S,6: BEEF .3,1S: GO TC 10 >3 PAPER &5 "%"; AT §,13;"%"; AT
l 6 LET a=a+1: FOR f=1 TO 3: LE Fo1P8"%%; AT £,285"%": NEXT ¢
T 0=.0123: BEEP o0,2: PEEF c,4: B 104 FOR =2 T0O 18: FRINT AT ¢,
[ EEP o,6: BEEP 0,8: BEEP 0,10: BE 6} PAPER 6;"%"; AT f£,163"#"; AT
: EP 0,12: REEP 0,14: BEEP o,!é: B £,255"%": NEXT £
; EEP o,2: REEP o,4: BEEP 0,5%: NEX 103 FOR #=7 TO 10: PRINT AT 3,
| T $: GO TO 3 £} PAFPER 3;"#"; AT 12,4;"%"; AT
| 10 IMK.-2: CLS : LET ==0: LET & 18,45 " k" NEXT £
: ime=0
| 1S PRINT AT 0,12;"RACER"" " " (A
)-- LEFT","(S)=-- RIGHT"""'" (¥)--
. UP®", " (M) -- DOWN"
[ 17 PRINT ''*THIS IS A RACE AGA

‘ INST THE CLOCK"




.

-y

A

106 FOR =9 TO 12: PRINT AT 3,
€: FAFER 3i"#"; AT 9,$i"%"; AT 1
=,¢3"%": NEXT ¢

10” FOR §=20 TO 22: PRINT AT 3
. §; PAPER 43*%"; AT 9,¢3"%"; AT

=,§3°%": NEXT ¢

108 FOR =22 TO 24: PRINT AT &
¥ PAPER 4p"%"; AT 12,7 k*; AT

13,%;"%": NEXT £: G2 7O 1990

120 FOR =3 TC 1S STEP &: PRINT

AT ¢,2; FAPER J;"%"; AT ,23;
PAPER 4;"%";: NEXT ¢
171 FOR $=6 TO 13 STEFP &: PRINT
AT $,11; PAPER 3;"%°s AT $,2%}
PAPER 4;°"%"j: MNEXT £: GC TO 200
140 FOR £f=4 TO 15 =TEP &: PRINT
AT §,2; PAPER 3;°®"; AT ¢,23;
PAFPEP A4j"%";3: NENXT ¢
141 FCORP =5 TO 17 STEP &: PRINT
AT §,11; PAPER 3;"%"; AT £,21;
PAPER 4;"%"j: NEXT f: GO TC 200
160 FOR =3 TO 18 STEP &: PRINT
AT £,2; PAPER &;"%"; AT f,5;"

“s AT £,143%%#"; AT f,175"%"; AT
$£,265"%"3 AT $,29;"%"3: NEXT #

1541 FOR =6 TO 18 STEP &: PRINT

AT $,1; PAPER &;"%"; AT §,4;"%

;s AT $,1531"%"; AT $,18;"%"; AT
£,277°%°3 AT 4,303 "%";: NEXT ¢:
GT TO 200

130 FOR =8 TO 14 STEF &: PRINT

AT $,8; PAPER T;"%"; AT $,23;
PAPER 4;"%"j: NEXT ¢

181 FOR 4=7 TO 13 STEP é: PRINT

AT $,11; PAPER 3;"%"; AT $,21;
PAPER 4;"%"j;: NEXT $: GO TO 200

174 POXE 23673,255: POKE 23672,
255

196 PRINT AT 20,29; INK 1;"+";
AT 20,303"+"

198 PRINT AT 0,0 "FASTEST TIME
FOR COURSE "j INT (time); AT 21
,O0:"TIME"; AT 21,1&;"LAP"

200 PRINT AT 21,2C;jlap: LET a=
19: LET b=1

205 LET ti=(256% PEEK 23673+ PE
EK 23672) /50

208 PRINT AT 21,63 INT ti

210 PRINT AT a,b;"A"; AT a,b;"
A"; AT a,bj"A"; AT a,b}" °;

220 LET b=b-( INKEY$ ="a®)+( IN
KEY$ ="s"): BEEP .001,3

230 LET a=a-( INKEY$ ="k")+( IN
KEYS$ ="m")

240 IF SCREENS$ (a,h)="%" THEN
FOR q=0 TO 7: PRINT AT a,bj FL
ASH 1;"A": BORDER q: BEEP .09, R
ND ¥20: NEXT gq: GO TO ~00

25C IF SCREEN$ (a,b)="+" THEN
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BEEFP .5,6: GO TO 500

260 FRINT OVER 13 AT a,
300 GO TQ 205

SO0 LET la=1a+20: LET lag=lep+l
'S02 IF lap=6 THEN GO TO £00
504 PRINT AT 21,20:lap

506 GO TO 1la

600 FOR £=0 Tn 7: REEF .202, RN
D : BEEF .003, RND : REEF .09%%,
RMD : REEP ,006&6, RND : BCORDEF +4:
NEXT ¢: BORDER 7: PAPER 7: INK
O CLS

610 FEINT "YOU HAVE CCMFLETED T
HE RACE"’’*"YQOU FINISHED IN "; I
NT (ti)j;" SECQANDS"

611 LET s=g+1

417 IF e>1 THEN GO TO 630

615 IF  INT (ti)>time THEM LET
time= INT (ti)

620 PRINT ***"BEST TIME FOR COU
RSE ": INT (time)

625 GO TO 730

630 IF INT (ti)Ctime THEN LET

time= INT (ti)

640 GO TO 620

700 BORDER 7: PAPER 7
LS

710 PRINT "vOU CRASHED INTZ THE

;IAI

INK O C

BARFIERS"’’*"Y0OU RACED FCE "; I
NT (ti);" SECCNDS"

P20 PRINT '*'"YOU WERE Of LAP "
jlap” '’ "BEST TIME FOR COURSE ";t
inme

T PREINT "%
L T
roy LE

="y" THEN

ANOTHER RACE

INEY$® ="Y" OR
GO TO S50
732 1IF INKEY$ ="N" OR
="n" THEN GO TO 2900
733 GO TO 731
1000 FOR a=0 TO ?7: READ n: POKE
USR "A"+a,n! NEXT a: RETURN
1010 DATA &9,60,60,255,255,255,1
02,102
2900 BORDER 7: PAPER 7: CL3 : LE
T g=1
3000 PRINT
ERIO" E
3003 IF g=&6 THEN LET 3=1
3004 LET g=q+l1: FOR =1 TO 4: LE
T a=.012: BEEP a,-4: BEEP a,-6!
BEEP a,-8: BEEP a,-10: BEEP a,-1
2: BEEP a,=14: BEEP a,-16: BEEP
a,-2: BEEP a,-4! BEEP a,-6: NEXT
43 .60 TG 3000
S000 SAVE "RACER" LINE 1

IMNKEYS

INKEYS

AT 10,125 INK gj "CHE

SENSACIONAL!
2 COMPUTADORES NUM SO!

A CARTRIDGE IMOLADORA PERMITE-LHE UTILIZAR
TODO O SOFTWARE EXISTENTE PARA ZX-SPECTRUM

2068 - JA PARA ENTREGA

J.H. OLIVEIRA - J.M.C.

C. C. PORTELA - LOJA 5 - 1.c ANDAR
" Telf. - 251 49 51
2685 - SACAVEM

TODA A GAMA EM
MICROINFORMATICA

SOFTWARE COM INST. EM PORTUGUES

PRECOS DE REVENDA
ENVIAMOS A COBRANCA

COMPUTADORES TIMEX

‘meeameamen
! mmmummnannan
TR TR VA A TR L WD YR W W
" R WA VE SR WA WA WA TR WRA

TIMEX 2048 (72 K)

SPECTRUM (48 K)

TIMEX 1500 (16 K)

SISTEMAS DE DISCO FDD TIMEX
PERIFERICOS (JOYSTIKS,
IMPRESSORAS, LIGHT-PEN, ETC.)

PROMOCAO

SPECTRUM - 48 K

+ 150 PROGRAMAS 27 000$00

MICRON

C. C. Oceano - 1j 35
ODIVELAS

Telef. 981 11 39

MONSERRATE

R. Guilherme Gomes Fernandes,
31-B (frente a R. Nacional)
ODIVELAS

Telef. 981 11 39




