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O LIVRO

Este livro foi dividido em duas partes: a primeira destina-se dqueles jogadores que gostam de
programar ¢ desejam colocar um “pouco” de imaginagdo e criatividade nos jogos. Mesta primeira
parte estiio jogos simples, de facil compreensio com um pouco de estudo e conhecimento de
Basic do M5SX.

Com estes atributos, a primeira parte, que denominamos de “JOGOS PARA APRENDER
E CRIAR™, ¢ ideal para programadores iniciantes, que poderio ampliar e melhorar estes jogos. Para
ajudar, colocamos em cada jogo algumas sugestdes de modificagdes possiveis.

A segunda parte contém o que denominamos de “JOGOS PROFISSIONAIS”. Este nome
advém do fato de que estes jogos sdo altamente elaborados, comparando-se com 0s jogos que sio
comercializados para o MSX em fita cassete e cartucho. Um grande atributo destes jogos ¢ que a
maioria serd compreendida por vocé mais cedo ou mais tarde..., quando, entdo, poderd alterd-los
a seu gosto.

Cabe notar que todos os jogos possuem recursos somoros ... ndo esquega de aumentar o
volume (mas lembre-se dos vizinhos!).

Boa sorte!




CONVENCOES ADOTADAS

Adotamos algumas regras e convengdes para a elaboragdo deste livro, visando facilitar a vida
de quem nunca programou ou utilizow um microcomputador MSX. Vejamos:

— Nio utilizagio de simbolos (caracteres) especiais ou acentos nas listagens dos programas,
com o ohjetivo de padronizagio para todos os MSX nacionais.

— Definigio do sfmbolo de “entra linha” por «'. Para aqueles que ji conhecem alguns
microcomputadores, este simbolo € o equivalente a “RETURN", “CR”, “ENTER" etc.

— Definigio dos simbolos das teclas de movimentagio de cursor por flechas indicativas.
Estas teclas de movimentagio estio situadas no lado direito do teclado. Abaixo temos nossa
convengdo:

{+) *‘paraesquerda™
{(-+) ‘‘para direita”
(1) “para cima™

(4) *para baixo™




COMO EVITAR FALHAS

Abaixo, temos algumas dicas fundamentais, que com certeza tornardo seu trabalho mais simples
€ menos sujeito a erros.

[Tg L

— Cuidado para nfo confundir a letra 0" com o nimero zero; caso isto ocorra, 0 programa ndo
funcionard adequadamente.

A letra o aparece como: O

O ntimero zero aparece como: (0
— A cada 15 minutos de digitagio, vocé deve armazenar o seu programa (mesmo que incompleto)
em fita cassete ou disquete. Existern duas razdes para este procedimento: caso acabe a energia
elétrica, vocé terd uma copia do seu trabalho armazenada e digitaghes muito extensas podem ser
feitas em vdrias etapas.

~ E aconselhdvel (mas nfo indispensdvel) o uso de um gravador com contador de voltas.

— Depois de terminada toda a digitagfio de um jogo, faga uma cdpia reserva do mesmo em outra
fita cassete, ou disquete, pois em caso de acidente existird uma copia reserva dos seus programas.
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CAPITULO

CASSINO

Referéncias

Nivel de compreensdo do programa pelo usudrio: FACIL.
Tipo de jogo: JOGO DE AZAR.
Dificuldade do jogo: FACIL.

0 jogo

F uma variagfo simplificada de um caga niqueis, em que © jogador deve fazer uma
aposta. Se vocé obtém certas combinagbes de simbolos, ganha segundo a aposta ¢ a combinagio
obtida.

Os simbolos sio mostrados como ndmeros, Existe uma combinagio especial que permite
obter os limbes.

Fita K-7
Para armazenar: depois de digitar o programa, salve-o em fita com o comando:
CSAVE"CASSIND" «!

Puara recuperar: para ler o programa da fita, digite:

CLOAD''CASSING" +




4 MSX-Jogos. Para aprender ¢ criar. Jogos profissionais

Disquete

Fara armazenar: depois de digitar o programa, salve-o em disquete com o comando:
SAVE“CASSINO.BAS" +

Fara recuperar: para recuperar o programa do disquete, digite:

LOAD"CASSINO.BAS”

Como jogar

Digite RUN e «) ou pressione a tecla F5.
A primeira mensagem &:

"QUANTIA INICIAL:S

que ¢ quanto vocf tem em caixa inicialmente. Apds pressionar +! (return), introduza a primeira
aposta, diferente de zero, e novamente pressione (return).

Visualize entdo as trés cifras sorteadas, com o resultado obtido {(ganhou ou perdeu).

Para apostar novamente, pressione + (retum), e assim sucessivamente, Para terminar o
Jogo, responda 0 (zero) 4 pergunta “Sua aposta?, mostrando como final o quanto resta em
caixa,

Para interromper o jogo a qualquer momento, tecle CRTL + STOP,

Exrensoes possiveis: melhoramento dos controles, figuras gréficas no lugar dos mimeros etc.

10 REM -~ CASSINO

20 SCREENO:F=RND(-TIME)

30 FORI=4TOF:Y=RND (1) tNEXT

40 PRINT:INPUT“QUANTIA INICIAL :%.p

50 c6L9R13,14=CL5

60 FORT={TO0%H

70 LOCATEA+7%] , SePRINT”+~—-4”:1LOCATE4A+7%T, 6:PRINT" |

3 LOCATEA+7%#T , 7 5PRINT 4+ 4




Cussing

80 NEXTI

90 LOCATE{3,6:PRINT” “tLOCATER0,6:PRINT# “:LOCATE27,6
:PRINTY #

{00 LOCATED,11itINPUT”SUA APOSTA ="“;H

110 IFHM=00RM>PTHENZ2%?0D

i20 GOSUB270

130 A=X

i40 GOSUBZ70

150 B=X

1460 GOSUB270

170 LQEﬁTE12,6=PRINTﬁiLﬂEﬁTEi?,élPEIHTBlLﬂCﬁTEEé,E:FE
INTX

180 IFA=BANDA=XTHENZ240

190 N=-M

P00 LOCATED, i1 3PRINTAPOSTA :“;M;” - RESULTADO =
sNg” ¥

510 PRINT:PRINT“PRESSIONE UMA TECLA“:R$=INPUTS(1)
220 P=P+N

230 GOTOSO0

240 N=H=350

250 IFA=/THENN=M»G00D

260 GOTO200

270 X=INT(RNDCL)»9+1):PLAY L32A"



f MEX-Jogox. Para aprender e crigr. Jogos profissionais

2840 RETURMN
2970 CLS
300 PRINT“VOCE TEM “.P

310 PRINTYATE LOGO.“:PLAY CDEFG”



CAPITULO

BATALHA NAVAL

Referéncias

Nivel de compreensfo do programa pelo usudrio: FACIL
Tipo de jogo: REFLEXAO.
Dificuldade do jogo: FACIL.

O jogo
Esta ¢ uma batalha simples, com um barco escondido em um quadriculado de 10 por
10 casas.

Em cada jogada dispara-s¢ um tiro, dando-se as coordenadas horizontais ¢ verticais da casa
que se aponta, e 0 MSX mostra visualmente a distincia que separa o barco invisivel da casa onde
foi dado o tiro.

Contudo, tenha cuidado! Se o disparo for efetuado proximo ao barco, existe o perigo de que
© mesmo navegue para uma outra casa do quadriculado.

Fita K-7

Para armazenar; depois de digitar o programa, salve-o em fita com o comando:
CSAVE"BATALH" +
Para recuperar: para ler o programa da fita, digite:

CLOAD BATALH" «




& M5X-Jogos Para aprender ¢ eriar, Jopor profissionais

Disquets

FPara armazenar: depois de digitar o programa, salve-o em disquete com o comando:
SAVE"BATALHA BAS" +/

Fara recuperar: para ler o programa do disquete, digite:

LOAD"BATALHA.BAS” +

Como jogar

Digite RUN e + ou pressione a tecla FS.
Apds isto, visualize 0 campo de jogo. Em seguida o programa pedird:

“COORDENADA HORIZONTAL?"

Vocé fornece um nimero de 0 até 9, conforme o mapa da tela. Fornecida a coordenada
horizontal, a nova pergunta ¢:

“COORDENADA VEATICAL?

Novamente responda com um niimero de 0 até 9. Se o disparo se deu demasiado perto,
vocé obtém a mensagem:

*TCHIBUMI"

0 que significa que o barco inimigo mudou de posigio. Caso acerte no alvo, obterd a visualizacio
do total de disparos efetuados para afundar o navio,

Para interromper o jogo tecle CTRL + STOP.

Extensoes possiveis: uso de dois jogadores, virios barcos, submarinos, ampliagio do
quadriculado ete. -

10 REM —- BATALHA NAVAL
20 SCREEND:F=RND(-TIME)
30 FORI={TOF:Y=RND({)=NEXT

40 PRINT~ 0 1+ 2 3 34

L
o

? B ??{

90 FORI=0TO9



Batalha naval

9

A0 PRINTINNY = G 4 & & e = % e oa

70 PRINT

80 NEXTI

90 S=1

$00 X=INT(RND(41)%10)

110 Y=INT(RND(4)*10)

120 LOCATED,20:PRINT

130 LOCATED,20:PRINT“COOR. HOR.”; 3HS=INPUTS (1) tH=VAL(
(H%) sPRINTH

£40 LOCATESB,20:PRINT”COOR. VER.”;sVS=INPUTE(1)1V=VAL
(VS) sPRINTV

{50 LOCATE3*VU+3, 2%H+4{:PRINTS

160 D=INT(SAR( (X=HI % (X~H)+(Y-V)%(Y=V)))

170 IFD=0THEN220

180 G=5+1

£90 IFD=1THENLOCATEOD,21:PRINT#TCHIBUM!“, ~ ~:G0T0400
200 LOCATED,243PRINT#DISTANCIA :7;D:;” "y

210 GOTO120

220 CLS

230 PRINTYACERTOU COM”;5:;” DISPAROS”:=PLAY”CDE”



CAPITULO

GORKS

Referéncias

Nivel de compreensio do programa pelo usudrio: MEDIANO.
Tipo de Jogo: LOGICA e AGILIDADE.
Dificuldade do jogo: MUITO FACIL.

0 jogo

Os GORKS sdo seres maléficos, que tentardo destruf-lo, porém isto poderd ser evitado com
& utilizagio de agulhas negras.

No video, os GORKS aparecem como um G, as agulhas negras como quadrados negros e o
jogador € visivel como um 0. Os GORKS convergem para o jogador, tentando capturd-lo, porém
este s2 movimenta mais rdpido e vocé procurard fazer com que os GORKS caiam sobre as agulhas
negras sem deixar capturar,

Fita K-7

Para armazenar: depois de digitar o programa, salve-o em fita com o comando:
CSAVE"GORKS" «!
Fara recuperar e jogar: para ler o programa da fita, digite:

CLOAD"GORKS"

1q



Disquete

Para armazenar: depois de digitar o programa, salve-0 em disquete com o comando:
SAVE'GORKS.BAS" +

Para recuperar: para ler o programa do disquete, digite:

LOAD GORKS.BAS" +

Como jogar
Digite RUN & «! ou pressione a tecla F5..
Utilizando as teclas de movimentagio de cursor (+, =, 1, ) e tendo o cuidado de nio sair

dos limites do terreno, desloque o jogador.

Este deslocamento deve ser feito de tal forma que os GORKS caiam sobre as agulhas negras,

sem que nenhum deles capture o jogador.

Para encerrar a partida a qualquer momento, tecle CTRL + STOP.

Extensoes possiveis: aumentar o tamanho do terreno, aumentar o nimero de GORKS ou

de agulhas negras, melhorar o controle etc.

i0

20

30

40

=0

&0
70

REM —- GORKS

G§=TNKEYS: Y=RND(~TIME) s IF S%=“* THEN 20
DIM T¢(23,21)

SCREEN 13COLOR &,9,13:KEY OFF

FOR I=0 TO 21

LOCATE I+4,03PRINT CHRE(219)

LOCATE O,I:PRINT CHR%(21%):LOCATE 23, 1:PRINT

CHRE(21%)

80

IF RND(4)¢.5 THEN J=INT(RND(i)*20+1):LOCATE

1,JsPRINT CHR%(215)2T(I, =1

90

S=INT(RND(i)%id4+1)
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100
140
120
130
140
150
160
i70
180

120

ZOINT(I/ 3)+4)=5+5

LOCATE I+i,24:FPRINT CHRE(219)
NEXT I

K=INTI(RMD(L )%18+1)

P=0

FOR I=1 TO 4

P=P+Z{I)

IF Z(I)=0 THEN GOTO 240
LOCATE Z(I+4) ,Z(I):PRINT ~ *
Z(I)=Z(I)-8GN(Z(1)~85)
ZOI+4)=Z(I+4)~CSGN(Z(I+4)-K)
IF TCZ(I+4),Z2(I))=1 THEN Z(I)>=0:GOT¢ 230
LOCATE Z(I+4) Z(I)>: PRINT “G”

IF Z(I1)=S AND Z(I+4)=K THEN PRINT ”-- PERDEU —--*3

PLAY“CDCFEDCBA” tEND

240

250

NEXT I

IF P=0 THEN PRINT“BRAVOS!!“:PLAY"”CEGCDEFGAE” :END
LOCATE K,S5: PRINT”O”

FOR I=4i TO {500:NEXT I

LOCATE K, S:PRINT ~ *

AS=INKEY%

REM —= MOVIMENTE 0 JOGADOR

K=K-2%( (A%=CHR%(28))-(AS=CHR%(29)))
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340 IF K<(=0 OR K»=23 THEM PRINT”LASTIMO...":
PLAY“CDECDE" s END

320 S=8-2%( (AS=CHRS(31) - (AS=CHRS(30) 1)

330 IF S¢(=0 OR S»=21 THEN K=25:(0TO0 310

340 GOTO 140



CAPITULO

%

VINTE E UM

Referéncias

Mivel de compreensfo do programa pelo usudrio: FACIL.
Tipo de jogo: LOGICA.
Dificuldade do jogo: FACIL.

0 jogo

Ao iniciar o jogo, introduza uma aposta; os resultados sio obtidos ao se digitar “1°* (um).

Em cada tirada voce obterd um total, que aumentard pouco a pouco, chegando 3o miximo possivel
do nimero 21 (VINTE E UM).

Nio passe de 21! Quando desejar parar, digite “0” (zero); entdio o MSX comecard a jogar

tentando superd-lo chegando o mais préximo possivel de 21.

Fita K-7

Fara armazenar: depois de digitar o programa, salve-0 em fita com o comando:
csave 21+

Fara recuperar: para ler o programa da fita, digite:

CLOAD™J21" «

4
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Disquete

Para armazenar: depois de digitar o programa, salve-o em disquete com o comando:
SAVE“J21 BAS" +

Para recuperar: para ler o programa do disquete, digite:

LOAD"J21.BA5" +

Como jogar

Digite RUN e « ou pressione a tecla F5.
Para a pergunta inicial:

“Quantia iniclal?”

digite a quantia inicial que vocé tiver em caixa e pressione + (return). Feito isto, pressione a
tecla 1" (um) para jogar e obter o resultado.

Como resultado surgird a mensagem:
VOCE TEM ...
mostrando a quantia que vocé possui. Para continuar, pressione sempre “1” (um), ¢ quando

decidir parar, pressione “0"” (zero). O MSX comegard entio a jogar, realizando também a fungdo
de banca.

Ao final do jogo, aquele que chegou a vinte ¢ um (ou mais proximo) vence, visualizando-se
o quanto se ganhou ou perdeu.

Para encerrar o jogo, pressione a tecla “N" ou entfo pressione CTRL + STOP para inter-
romper a qualquer momento.

Extensdes possiveis: possibilidades de virios jogadores, visualizaciio das cartas etc.

10 REM —— VINTE E UM

50 SCREEN DO2F=RND(-TIHE)

30 FOR I=1 TO F#20:Y=RND(1)INEXT
40 B=0

S0 COLOR 3,1:CLS
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&0 T=0:D0%=~C"

70 INPUT”QUANTIA INICIAL“yM
B0 PRINT“Pressione i p/ jogar e O B/ parar”:
RE=INPUTE(1 ) :R=VAL(R%)

70 IF R=0 THEN GOTO 150

i00 GOSUB 1000

110 T=T+X

120 PRINT“SEU TOTAL E" DE="=T
i30 GOTO BO

140 REM -- MSX JOGA

150 COLOR 11,5:CLS

160 PRINT” A BANCa JOGA!*

170 5=0:D%="F*

180 GOSUE 1000

190 S=8+X

200 PRINT”TOTAL DA BANCA:":S
210 FOR I=f TO 999:NEXT I

220 IF S>T OR §717 THEN GOTO 250
230 GOTO i80

240 REM -- COMPARA J0GOS

250 COLOR 15,4:CLS

260 PRINT“VOCE TEM:“sT

270 PRINT



Vinte ¢ um
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280
290
200
310
320
330
340
a0
360
370
380
490

700

PRINT”A BANCA TEM:=";S

FRINT

IF S324i OR (S<(T AND T(=21i) THEN GOTO 320
M=-M

PRINT“GANHO " s M

PRINT

G=G+M

PRIMT“SEU TOTAL ATUAL E"2";0
PRINT:PLAY”CGECGE"

PRINTCONTINUAY? (S/NI“SR®=INPUTSH(1i)
IF R%="N"” OR R%="n" THEM END

GOTO S0

REM -- SORTEIOD

{000 X=INT(RND(1)#®&6+1)

10i0PLAY D%

1020 RETURN



CAPITULO

ROLETA

Referéncias

Nivel de compreensio do programa pelo usudrio: FACIL.
Tipo de jogo: DE AZAR, PARA VARIOS JOGADORES.

Dificuldade do jogo: FACIL.

O jogo
Uma bola, representada por um asterisco (“*') negro, se desloca em um campo de roleta

em que s¢ encontram as casas numeradas de 1 até 36,

Além disso, temos trés casas especiais de roleta: a casa 00 (zero-zero), a casa P (par) e a

casa [ (fmpar).

Fita K-7

Para armazenar: depois de digitar o programa, salve-o em fita com o comando:
CSAVE"ROLETA" +

FPara recuperar; para recuperar o programa da fita, digite:

CLOAD"ROLETA" +

18
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Disquete

Purg grmazenar; depois de digitar o programa, salve-0 em disquete com o comando:
SAVE“ROLETA.BAS" «

Para recuperar: para 1eCuperar o programa do disquete, digite:

LOAD“ROLETA.BAS" +

Como jogar

Digite RUN e «/ ou pressione a tecla Fs.

Uma vez que a bola esteja parada, bastard pressionar qualquer tecla (exceto a tecla N)
para que a roleta funcione.

Para terminar o jogo, pressione a tecla N, ou entfo pressione CTRL + STOP para inter-
romper © jogo a qualquer momento.

Extensies possiveis; arrumar a tela para que se assemelhe a uma verdadeira roleta, simulacio
da diminuigio da velocidade da bolinha, introdugio de diferentes possibilidades de apostas etc.

{0 REM -— ROLETA

20 CLS:F=RND(-TIHE?

30 FOR I=4 TO F*20:Y=RND(1i):sNEXT

A0 COLOR B,3:KEY OFF:CLS

50 FOR K=1 TO 4

&40 FOR I=1 TO ¥

70 S=I1+1

80 PRINT TAB(A%I-2)3;(S AND K=1)+(S+i8 AND K=2)+
(§—-1 AND K=3)+(G§+i7 AND K=4);

20 MEXT 1

100 PRINT:PRINT:zPRINT



20 H&ﬂhﬁ;ﬂwqmwdﬂcﬂhnhWHNWMhmﬂ

140 NEXT K
120 LOCATE 0,2:PRINT “P“:LOCATE O,&6tPRINT “Q0~:
LOCATE 0,102PRINT ~1#

£30 FOR K=1 TO 4

140 FOR I=f TO 10

{50 IF I=10 AND K<4 THEN LOCATE O,4%K-1:GOTO {70

160 IF K¥I<>40 THEN LOCATE 4¥I-1,4%K-3 ELSE GOTO 200
170 X=X-1:PLAY”L32A”tPRINT “x,

180 FOR J=1 TO 250:NEXT J

i90 IF X<)>i THEN LOCATE POS(D)~1,CSRLIN:PRINT # ~
ELSE GOTO 240

200 NEXT I

210 NEXT K

220 X=INT(RND({)%38)

230 BOTOD 120

240 PLAY“CEGCEGF”:LOCATE 0,20:PRINT “OUTRA PARTIDA?
(S/N)3#; tRS=INPUTS (1) :PRINT R

250 IF R$="N“ OR R$=“n” THEN END

260 GOTO 40



CAPITULO

0 ELETRICISTA LOUCO

Referéncias

Nivel de compreensfo do programa pelo usudrio: MEDIANO.
Tipo de jogo: LOGICA.
Dificuldade do jogo: DIFICIL.

0 jogo

Numa casa com 10 janelas, numeradas de 0 até 9, vocé deve ligar um dos interruptores,
também numerados de 0 até 9.

Em principio, a janela correspondente ao interruptor deverd apagar ... mas pode acontecer
que outra se acenda ou apague. Seu objetivo € apagar as dez janelas com o menor nimero possivel
de tentativas.

Fita K-7

Para armazenar: depois de digitar o programa, salve-0 em fita com o comando:
csave“Louco” <

Para recuperar; para recuperar o programa da fita, digite:

CLOAD"LOUCD" +

21
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Disquete

Para armazenar: depois de digitar o prngnma,' salve-o em disquete com o comando:
SAVE"LOUCO.BAS" «

Para recuperar; para recuperar o programa do disquete, digite:

LOAD”LOUCO,BAS" o)

Como jogar

Digite RUNe «+ ou pressione a tecla F5.
Visualiza-se entfo todas as janelas acesas e a pergunta;

“INTERRUPTOR NUMERO:"

Vocé deve escolher um nimero entre O até 9, pressionando o mimero correspondente e
observar o resultado obtido: as janelas apagam ou acendem em lugares loucos!

Vi em frente, até apagar todas as janelas, quando entdo serd mostrado o numero de tentativas
que vocé realizou para conseguir terminar sua tarefa.

Para interromper o jogo a qualquer momento, pressione CTRL + STOP.

Extensies possiveis: melhorar a parte grifica com um desenho mais real de uma casa,
dois jogadores, mais janelas etc.

§0 REM == 0 ELETRICISTA LOUCO

20 CLS:F=RND(~TIME)

30 FOR I=i TO Fx20:Y=RND(1)zNEXT
40 M=0

50 DIM ACi0)

40 SCREEN 03COLORS,14:CLS:KEY OFF
70 FOR I=1 T0 7

80 LOCATE O,I1sFOR J=1 TO 37:PRINT CHR®(219):iNEXT J




O elerricista louco
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0 NEXT I

£00 T=0

110 FOR I=1 TO 40

120 T=T+A(I)

£30 LOCATE 2%I45, 3:PRINT CHR$(219)

{40 IF ACI)=0 THEN LOCATE 2x%I+5,3:PRINT "
150 LOCATE 2%I+4,68PRINT I-1

160 NEXT I

470 1F T=10 THEN 310

180 LOCATE 0,14:PLAY”L&AN70”3FRINT “INTERRUPTOR
NUMERO 2% 3 tNG=INPUTH (L) #PRINT NGz N=VAL (NS
$90 N=N+i

200 M=mM+i

n40 IF A(I)=1i THEN GOTO 290

220 A(NI=1

230 E=TﬂNEEHE{i}+NIRND(13~N)*51N(RND(1}!N)+336*
GINCE*N)

540 N=INT(1i0%(R-INT(R)))

250 IF N=0 THEN N=INT(RND(i)%i0+4i)

240 IF A(N)=1i THEN GOTO 290

270 A(N)=1

280 GOTO 100

200 atn=0
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300 GOTO 230

310 PRINT:PRINT “ENCONTROU EH27aH

320 PLAYYCDEFGABABY



PARTE

JOGOS PROFISSIONAIS




CAPITULO

FROGGER

Referéncias

Nivel de compreensiio do programa pelo usudrio: MEDIO.
Tipo de jogo: DESTREZA.
Dificuldade do jogo: FACIL.

0 jogo
J4 diz o velho ditado popular: sapo nfo sabe atravessar rua' Quem ndo conhece este jogo,

onde entra em cena a habilidade de atravessar com uma razdo duas avenidas da cidade repletas
de carros?

Fita K-7

Para armazenar: depois de digitar o programa, salve-o em fita com o comando:
CSAVE"FROGGER" !

Para recuperar: para recuperar o programa da fita, digite:

CLOAD FROGGER" +/
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Disquete

FPara armazenar: depois de digitar o programa, salve-o em disquete com o comando:
SAVE“FROGGER,BAS" +

Para recuperar; para recuperar o programa do disquete, digite:

LOAD"FROGGER BAS" «!

Como jogar

Digite RUNe + ou pressione a tecla F5.
O primeiro pedido do jogo ¢:

"Teclado ou Joystick (T/J 7

Pressionando-se T, 0 jogo transcorrerd com o teclado, utilizando-se as teclas de movimen-
tagdo de cursor (+, +, 1, {); caso contrdrio, pressionando-se J utilizaremos o JOYSTICK.

Apds pressionar a opgio desejada, o jogo inicia. Temos duas avenidas de trinsito intenso
que a rd, situada no rodapé da tela, deve atravessar sem ser atropelada.

Para guid-la, pressione a tecla de movimentagio de cursor com a correspondente sela
indicativa de sentido, Por exemplo, para a frente € (1) e para a direita ¢ (-+).

Vocé possui cinco vidas; perderd uma toda vez que colidir com algum veiculo, mesmo na
pista superior (30 contrdrio dos jogos de FROGGER convencionais).

Apos o término de todas as vidas ¢ mostrado um placar contendo a classificagio dos nove
melhores jogadores, juntamente com a pergunta:

“Outra partida (S/NI7™

Se deseja continuar jogando, pressione S (Sim) ou N (de Nfo) caso deseje encerrar o jogo.
Para interromper o jogo a qualquer momento, pressione CTRL + STOP,

10 REM -- Frogger

20 REM

30 CLEAR2000:KEYOFF

40 OPEN"grp:“FOR OUTPUT AGH

20 ONSTOPGOSUBL?10



40 STOPON

70 GOSUB1S00

80 LOCATE3,121PRINT#Teclado ou Joystick (T/J) ? “;

90 PLAY“BiM5000T200L1003GGRA0AFRSFBGHAF GAR1SEGR1SEGRLS
FRS03GGHAOAFR1503A04FR1503A04FRS0304FRS04DCO3BO4ADFARL2
GEDGRS03GGHAO3A0AFR 1503A04FRS5F GONEFGAR 1 SEGR 1SFRS0AFGGH
AFGAR i SFGR { SAF GAR 4 SEGR i 5F

100 VS=INPUTS(1)

140 IFYE=“T#QRY$="t “THENY=0:G0TO0140

120 IFVE=~J”0RUS="j”THENV=1260T0140

130 GOT0100

140 COLORYS, 1,1

£50 SCREENZ,2

160 DATAD,0,7,127,25%,255,255,255, 255,255, 255,255,127,
7.0,0,0,0,255,255,255, 255,255,255, 255,255, 255, 255, 255,
255,0,0

170 DATAO,Q,255, 255,255,255, 255, 255,255, 255, 255, 255,25
5,255,0,0,0,0,224,254,255, 255, 255, 255,255,255, 255,255,
254 ,224,0,0

180 DATAD,0,0,0,31,61,61,61,6i,61,61,31,0,0,0,0,0,0,0,
0,254,238,239,238, 238, 238,238,254,0,0,0,0

190 DATAD,0,0,0,127,149,119,119,119,119,149,127,0,0,0,

0,0,0,0,0,248,1680,188,1988,1868,168,186,248,0,0,0,0
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200 DATAL63,69,167,19,15,7,15,45,15,31,39,67,64,40,16,
40,197 ,162,229,200,240,224,240,240,240,248,228,194,2,2
0,8,20

210 DATAD,0,0,0,34,64,125,125,125,425,61,31,0,0,0,0,0,
0,0,0,254,254,254,25i,254,251,254,0,0,0,0

220 DATAD,0,0,0,127,223,223,223,223,223,223,,127,0,0,0
0,0,0,0,0,248,468,190,190, 1%0,190,188,248,0,0,0,0

230 DATAD,24,164,66,163,7,15,15,15,15,7,163,66,164,24,
0,5,2,5:8,208,254,253,255, 255, 253, 246, 208,8,5,2,5

240 DATA 160,64,160,16,11,127,191,255,295,194,141,44,1
&,140,64,160,0,24,97 66,197,224 ,240,240,240,240,224,i9
7,66,37,24,0

250 DATA40,16,40,64,67,39,31,15,15,15,7,15,49,167,69,1
9,20,8,20,2,194,228, 248, 240, 240, 240, 224, 240,200,229, 16
2,197

240 SCREEN2,2

270 RESTOREi40

280 FORA=1TO10

290 FORB=1T032

300 READC

3140 X$=XE+CHRG(C)

320 NEXT

330 SPRITER(AI=XE



Frogger il

340 X§="*

350 NEXT

340 SPRITEON: INTERVALON

470 ONINTERVAL=250GOSUB10403ONSPRITEGOSUB?30
380 A(3)=B3A(7)=-B:B(1)=-8:B(5)=6

390 C(4)=53C(3)=031C(5)=10:C(7)=7

400 I=3:J=11K=3:L={:M=-21N=-3:10=-2:P=-3
410 Z=5:R=5:W=0

420 LINE(D,0)-(255,16),4,8F

430 LINE(D,B1)-(255,109),12,BF

440 LINE(D,176)-(255,192),4,8F

450 FORS=4iT0255 STEPZ20

460 LINE(S,143)~-(S+5,143), 44

470 LINE(S,1&0)-(5+5,460),11

480 LINE(S,126)~-(8+5,126),11

490 LINE(S,32)-(8+5,32),41

500 LINE(S,48)-(5+5,48),11

540 LINE(S,64)-(5+5,44),141

520 NEXT

=30 PSET(4%5,1),41PRINTHL, “pontos: O7:PSET(455,1),4:FRI
NTHi, “vidas: S

540 GOSUBFBO

550 A=a+1:B=B+J:C=C+kK:2D=D+L
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560 E=E+MIF=F+Ni1G=G+0sH=H+P

570 PUTSPRITEL,(A,15),15,2

580 PUTSPRITEZ, (A+85,15),8,4
590 PUTSPRITES3, (A+170,45),8,7
400 PUTSPRITE4,(B,32),9,2

610 PUTSPRITES, (B+85,32),4, 4
620 PUTSPRITES, (B+470,32),8,7
630 PUTSPRITE?,¢C,48),10,2

&40 FUTEPRITEB,tE+BE,4E),iD,4
650 PUTSPRITE®, (C+170,48),7,7
&é0 FUTEPEITEiG,ID,64),13,E

670 PUTSPRITEii,(D+8S,44) .13 4
480 FUTEPRITE&E,(D+1?D,b41,3,?
690 PUTBPRITEL3,(E,109),8,1

700 PUTSPRITE44, (E+8%5,109),10,3
740 PUTSPRITELS, (E+170,109),10,6
720 PUTSPRITELG, (F,126),7, 1

730 PUTSPRITE4LY,(F+85,126) .83
740 PUTSPRITEL8, (F+i70,124),8,6
750 PUTSPRITEL?,(B,143),5,1

760 PUTSPRITE20, (G+80,4143),13,3
770 PUTSPRITEZ21,(G+i70,143),13,6

780 PUTSPRITER22,(H,140),14,14
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790
BOO
810
820
830
840
850
860
870
880
870
200
210
720
230

240

PUTSPRITEZY, (H+B0.160),10,3
PUTSPRITERA, (H+i70,i40),40,6
U=STICK (U)

IFU=0THENSSO0

X=X+A (L)

Y=Y4B (1)

R=C( U}

IFR=0THENR=5
IFY>{7STHENY =475
IFY{-iTHENGOSUE1060:G0SUBSE0
IFX<i0THENX=40

IF X230 THENX=230

PUTSPRITED, (X,Y),2,R

GOTOSS0

SPRITEOFF

SOUNDS 3L 8SO0UNDF Z1SOUNDB, 1428C0UNDY  148SO0UNDID, 14

SOUNDL2, 40 SOUNDLS, 4

250
240
270
980

290

LINEL20i,1)-(220,7),4,8F
Z=7-1

PSET(199,4) ,4sPRINTH1 7
X=i208Y=4752R="5

PUTSPRITED, (X,Y},3,R

100D IFSTICE (V) THENLIDODO
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i01i0 IFZ=0THEMP=Wz2 INTERYVALOFFIRETURNLiSO
i020 SPRITEON

1030 RETURM

1040 A=AMOD254:B=BHOD254i0=CHOD2S& tE=ERGD2S4tF=FMOL2%&
:G=GMOD254& s H=HMOD2%4

1050 RETURM

1040 @=£

1070 W=W+a*i(

1080 LINE(98 1)-(11i5,7),4, BF

1090 PSET(94 i) 4iPRIMTHi W

1100 J=J0+@slL=L+Q@20=0~0

1110 SOUND7 , 54

1120 PLAY"T2554BCAFD

1130 1IFSTICK(Y)ITHEML 130

1140 RETURN

1150 IFP=(R(9)GOTO13&0

1160 GOSUE {500

1170 LOCATEZ,S

1180 IFP)STHENPRINT“Parabens pela sua

pontuacan! “ELSEPRINT"seu placar sera menorizado.

1190 LOCATES,8,1
1200 FORA=1TOS0O

1210 AB=INKEY%



Frogger
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1220
1230
1240
1250

il

1260
1270
i280
1290
{300
1310
1320
1330
1340
1350
{340
1370
1380
1370
1400
{440
1420

1430

NEXT
LINEINPUT"Escreva =eu nome s “pAd
FOrRA=1TOLEN(AD?

IFHIDiiﬁi,ﬁ,1}ﬂ”[”THEHﬁ5=LEFTS{ﬁ$,ﬂ~1}+HID$!ﬁi,ﬁ+

NEXT

FORA=1TO?
1IFPIR(AIGOTOL300

NEXT

FORB=STOA+1STEP-1
R{(B)=R(B-1?

RE(B)=REE-1)

MEXT

RiA)=F

RELAI=AD

GOSUB 1500

LOCATES, S, 0

PRINTY Pontuacao maxima 3
FORA=1TO?

LOCATE3,AtS
PRINTLEFTS(RE (A, 11) 3 TABC30) ;R(A)D
NEXT

LOCATES3, 17
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1440 PRINT“OUTRA PARTIDA (S/N)7

1450 AS=INKEYS

1460 IFAS=“N“ORA%="n"THENSTOP

1470 IFAS< ) S“ANDASS »“s“ANDSTICK (1) =060T01450
1480 P=0:U=p

1490 GOTO140

1500 DEFINTA-Z

1540 SCREENO,O

1520 LOCATE,,O

1530 COLOR{S, 4

1540 RESTOREL400

1550 FORA=3584T03799STEP2

15460 READB

1570 VPOKEA,B

1580 UPOKEA+1,0

1590 NEXT

1600 DATA20,84,84,84,84,84,84,84,84,84,20,0
1610 DATAB4,84,84,20,20,0,20,20,84,04,84,0
1420 DATAD, 44 ,64,64,64,0,464,64,64,44,0,0
1630 DATA20,84,B84,84,684,84,84,84,084,684,84,0
1440 DATAE4 84, 84,20,20,20,84,84,84,20,20,0
1650 DATAD, 64,64 64,44, 64,644,564, 44,464,640

1660 DATAB4,84,84,84,84,84,84,84,84,84,84,0
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14670
L 480
1690
1700
i7i0
1720
1730
1740
1750
1760
£770
i780
1790
1800
1810
1820
i830
1840
1850
1840
1870
1880

1890

DATAS4,84_84,0,84,84,84,0,84,84,84,0
DATAG4,64,64,0,64,64,64,0,64,64,64,0
FORA=3072T0O3079

READB

UPOKEA,B

NEXT

DATA207,183,75,91,91,75,183,207

CLS

A%=" pryvpepegegepegegeprgvgere g e E R TS TS T L L E L L R LS

FORA=1TO21

LOCATEL,A
PRINT#®“SPC(34) "%
NEXT
LOCATEO, 24 sPRINTAS;
PRINTCHRS(11);
PRINTAS

LOCATED,D

PRINT~ MMMMMMMH  *
PRINT# 8885855 #
PRINT” XAXXKXKX *
VPOKEL24,0
LOCATES, 21

PRINT*
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1900 RETURM
1910 STOP
1920 DATA28,10,28,40,43,27,4F ,F,F,F,7,F,13,47,45,13,14

.8.14,2,C2,E4,F8,FO FO,.FO,EQ,FO,C8,E5,A2,L5



CAPITULO

TUBARAO!

Referéncias

Nivel de compreensio do programa pelo usudrio: MEDIANO.
Tipo de jogo: LOGICA e AGILIDADE.
Dificuldade do jogo: MEDIA.

0O jogo
No meio de tubardes famintos nadam serpentes, arraias & monstros submarinos, todos espe-

rando que o mergulhador, controlado por vocé, caia em suas mandfbulas. Vocé deve nadar entre
eles, apanhar a cdpsula de oxigénio e retornar ao submarino para salvar a tripulagio, caso

contrdrio ...

Fita K-7

Para armazenar: depois de digitar o programa, salve-o em fita com o comando:
CSAVE"TUBARA™ +

Para recuperar; para recuperar o programa da fita, digite:

CLOAD"TUBARA" +

39
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Disquete

Fara armazenar; depois de digitar o programa, salve-n em disquete com o comando:
SAVE"“TUBARA « Bas”

Fara recuperar: para recuperar o programa do disquete digite:

LOAD"TUBARA +l BAS"

Como jogar

Digite RUN e <! ou pressione a tecla F5,

Para iniciar o jogo, pressione a tecla de espaco (ou o botfo de disparo do JOYSTICK),
conforme o programa pede em sua tela inicial.

Feito isto, o jogo comega com a entrada do submarino com o homem em séu interior, ao
MmeSmo lempo que os tubarbes nadam abaixo deste, esperando por sua presa. Vocé deve escolher
© melhor momento para mergulhar, e entdo pressionar a tecla de espago (ou o botfo de disparo
do JOYSTICK) para sair de dentro do submarino.

Apos a saida do submarino e estando dentro d'dgua, aparece a cdpsula de oxigénio, em dire-
tdo da qual vocé deve fazer o mergulhador nadar.

Para controlar oz movimentos de natagio, utilize as teclas de movimentagio de cursor
(==, 1, 4) ou entdo 0 JOYSTICK.

Tendo apanhado a cdpsula, o submarino surge em baixo, e para ld deve se dirigir o mergu-
lhador. Para entrar em seu interior, pressione a tecla de espago (ou o botdo de disparo do
JOYSTICK).

Existe também um tempo em que o homem submarino consegue ficar dentro d'dgua
(estabelecido no placar e em contagem regressiva), ao fim do qual perdese uma vida de um total
de trés,

O mergulhador ainda possui um recurso que s6 deve ser usado em caso de emergéncia:
ele pode imobilizar um tubarfo (ou monstro), com um raio verde. Isso ocorre quando é pressio.
nada a tecla de espago (ou botdo de disparo do JOYSTICK). Mas cuidado: s6 ¢ possivel o disparo
de um dnico raio verde.,

Os pontos ganhos sfo fungio do tempo restante registrado no placar, isto &, quanto
mais rdpido vocé for e conseguir terminar sua missdo submarina, mais pontos conseguird
no placar.

Ao fim das trés vidas, surge a mensagem:
“Outra partida (S/N)?"

Pressionando S (de Sim), inicia-se outra partida, e em caso de N (de Nio) o jogo finaliza.
Para interromper o jogo a qualquer momento, pressione CTRL + STOP,



10 REM == Tubarao

20 REH

30 CLEAR 10001SCREEMN2,2,03COLORLS i 7etKETOFFICLS

40 ONSPRITEGOSUB1480:DEFSNGCEIDEFINTD-Z:DIMV(10) W(10),
X(4),Y(4),Z(4)

50 I=RND{~TIME):OPEN“gqrpi1 FOROUTPUTASHI

40 PSET(B,0) ,isPRINTHL,”)placar”

70 PSET(88,0) LisPRINTHL, “pts~

B0 PSET(134,0),1:PRINTHL, "tempo™;

90 PRINTHL,” hom. niv.”

100 FORI=0OTO22:B%=""

1i0 FORJ=0TO3LIREADAS

120 BE=B%+CHRS(VAL("“&h"+A%))

130 NEXT:SPRITES(I ) =BSINEXTIGOTO660

140 REM

150 DATAO3,07,0b,1b,2b,4b,ab,ab,ab,ab,éb,2b,1ib,0b,07,0
3

160 DATAff,c0,80,00,00,00,00,00,00,00,00,00,00,80,c0,f

170 DATAff,03,01,00,00,00,00,00,00,00,00,00,00,0i,03,f

i80 DATAB0,B80,ci,a3d,bd,af,ad,af, af ad, af, bd, e3,ci, B0,8
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i?0 REM Homenzinho
200 DATAO7,0f,0d,0f,0f,07,0f,4+,3d,éc,cd,Bf,07,06,06,0
E

210 DATAeO,f0,b0,f0,f0,e0,f0,fB,bc,36,b3,f1,e0,60,60,7

220 DATAO7,0f,0d,0f,0e,87 ,cf,7f,3d,0c,0d,0f,07,06,0c,3

230 DATAe0,f0,b0,f0,70,ei,f3,fe,bc,30,b0,f0,e0,40,30, i

240 DATAOc,06,03,01,8f,ff,f8,1d,1d,f8,#f,8f,01,03,06,0

250 DATAOD,00,00,80,de, ff,fb,ff,ff,fb,ff, de,80,00,00,0
0

260 DATA0D,00,81,81,cf,7f,38,1d,1d,38,7f,cf,81,84,00,0
o

270 DATA&0D,c0,80,80,de,ff,fb,ef,ef,fb,de,B0,80,c0,60
280 DATADe,06,06,07,8F,cd,b6c,3d,1F,0¢,07,07,04,0¢,0d,0
£,07

290 DATA70,60,60,e0,f4,b3,34,bc,f8,f0,e0,f0,f0,b0,f0,e
0

300 DATA38,0c¢,06,07,0¢,0d,0c,3d,7f,cf,87,0e,0f,0d,0f,0
7

3i0 DATAic,30,60,e0,f0,b0,30,bc,fe,f3, ei,70,§0,b0,f0,e



320 DATAQO,00,00,0i,7b,f,df, ¢, £f,df,fF,7b,04,00,00,0

330 DATA30,40,c0,80,fi,ff, ie, b8, b8, if,ff, f1,80,c0,60,3

340 DATAOe.03,0i,0i,7b,ff, df ,£7,¢7,df £§,70,01,04,03,0

350 DATADOD,00,81,84,f3,fe,ic,b8 b8, ic, fe, £3.84,81,00,0

340 REn Cabeca

370 DATADO.00,00,00,07,3f,7e,fc, £ ,7f 1f,¢f,7¢,3F,0¢,0

380 DATAOF, if,3f,ff,FF ¢F,4¢ 1if Ff ed 6, F6, ed, Ff £F,0

390 DATAOO,00,00,07,3f,ff, fe, 3f.0f,03,01,03,Ff, fF,3F,0

400 DATALF,3F,FF,£6,FF, 46, 1F FF FF FF, fd, ee 6 f5, ef,¢

410 DATAFE,f0,e0,80,80,F0,¢F,fF, F,bf df df be, f0,80;0
0
420 DATAO7.Of,if,3f,3¢e,7e,fe, fe fe, fe fe Ff,3f,1F,0¢,0

i
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430
440

450

469
470
480
4790

500

510
520
530
540

550

DATAfB,f8,f0,80,20,ff,ff, ff,ff bf,df,df be,f0,80,0

DATAO7 ,0f 1,3 ,7f ,fe, fe,fe, fe, fe, ff,7f,3F,1F,0f,0

REH Lula

DATADS,0c,i0,20,40,80,80,80,63.if¢,05,05,c5,25, 2a, i

DATACO,30,08,04,92,d9,01,01,c6,78,50,50,54, 4a, 2a,2

DATADO3,0c,10,20,41,84,80,43,3¢,0a,i2,24,24,24,12,0

DATAcO,30,08,04,22,bi,01,¢c2,fc,50,48,24,24,24,48,5

REM Serpente

DATA00,00,00,18,3c,36,33,19,18,0c,8¢,cc,d8, £8,70,0

DﬁTﬁﬂD,?ﬂ,Fc,ee,?f,Se,3D,93,ct,66,&3,63,33,3&,39,1

DATAO03,07,06,06,63,f3,db,d?,6d,ed,cc,86,06,03,03,0

DATAB0,c0,60,60,7c,7e,36,bf,9F,8F.c2,c0,60,60,e0,c

DATAOf,07,07,03,03,09,15.42,11,08,84,44,44,28,10,0



Tubardo! 45

540 DATASO0,f0,fc,fe,f7,ff,fb, fe,fe, 7e,7e,7c,7c,fB8,f0,e

570 DATADL,00,00,40,28,24,24,44,49,8a,15,1%,03,07,0f,0

580 DATAcO,f0,f8,fc,fc,fe, fe,ff fb, £ 7, ¢f fe, fc, 0,8

590 REWM Polvo

600 DATAD3,07,0F,1f,4F,41f,0f,07,47,8f,97,6d,16,ea,12,6

610 DATAcO,e0,f0,¥8,5b,53,¢f fe, f0,f1,f?,b6,a8,57,48,2

420 DATAO3,07,0f,4f,if,if,0¢,07,07,0€,if,2d,55,2a,2a3,2

630 DATAcO,e0,f0,f8B,5b,53,ff, fe, f8,e0,f€,b4,2a,55,55,5

640 DATAOO,00,00,00,00,00,00,00,00,00,00,00,00,00,00,0

450 DATAOO,00,00,00,00,00,00,00,00,00_00,00,00,00,00,0

0

660 PSET(64,160) ,1:PRINTHi ,  “TECLE ESPACO”

670 IFSTRIG(D)ORSTRIG(1)ORSTRIG(2)THENLINE(32,64)~-(223

,167),1 ,BFELSE&70
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680 DO=0:Ci=0:CF=08T=28LINE(i76 8)-(i94,45) 41 ,BFPSET(
176,8) A sPRINTHY ,USING HH ¢ T

4690 LINEC(72,.8)-(11%,15),1 ,BF=LINE(13&,8)-(147,15),1,8BF
:LINE(48,112)-(208,449),1 ,BFsLINE(BB,B0)=(175,87),4,BF
ILINE(BB,B80)-(4175,80),1,BF

700 DO=DO+1i

7i0 Di=D0OHODi2:IFDLi=0THENBA40

720 OMDiGOTO730,740,750,740,770,780,790,800,810,820,83
0

730 F=1:ED=16tEi=1460:6G=4:H=8:R=0:60T08BS0

740 F={:E0=14tE1=1460:06=8:H=8:R=0:G0T0850

750 F=11EO0=146:Ei=i401G=431H=B1R=12G0TOBSD

760 F=1:E0=14:Ei=140:G=8:H=BeR=1160TOBS0

770 F=i1ED=1i4:Ei=1603G=4:H=81R=2:G0TOBS0

780 F=1:ED=146:Ei=1460:G=8:H=81R=2:00T70850

790 F=-1:E0=1761E1=32:0=4:H=4:R=0:00T0&50

800 F=-1:ED0=174:E1=32:6G=8B:H=4:R=0:60T0830

Bi0 F=-1:E0=176:E{=32:0=4:H=4:R=1:60T0850

820 F=-4:EQ0=474:E1=32:G=B1H=4:R=41:60T0850

830 F=-1tE0=1{74:Ei=3216=4:H=4:R=2:60T0850

840 F=-1:E0=1743:E1=32:G=81H=4IR=2

B50 KO=(INT(RMD(i)*B) )#i4+4642ki=(INT(RND (1 #B) i%is+sd:

UX=(INT(RND(1)%546) )%a+446:U=00G0SUB14610
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B40 M=KO+B:N=EOQtPO=0tPi=4:0=120¢LINE(136,8)-(467,15),1
LBF:PSET(4136,8) , 4 :PRINTHL ,USING~HHH-";0

B70 LINE(224,8)-(247,15),4,BF:PSET(224,8),1tPRINTHI US
ING” HH#E” DO

B80 G=1:FORI=0TOL0:V(I)=50:W(I)=1tNEXT

890 IFR=2THEMN%30D

900 FORI=0TO4:x(I)=C(INT(RND(1)%44) %16

240 Y(I)=(INT(RND(i)»15))%1ié

920 Z(I)=(INTI(RND.1)#%#415) )%iAINEXT:200T0940

230 FORI=0TO4:X(I)=CINT(RND(L1)%i4))=ié

@40 T(I)=(INT(RND(L)%&))%is

950 Z(1)=Y(I)+(INT(RNDC(L1)*4) )%is+BOSNEXT

940 FORI=224TOKOSTEP-2:PUTSPRITE3, (I+8,E0),2,2:PUTBPRI
TEL,(I,ED) i5,0:PUTSPRITEZ, (1+4i4, ED) 15, 1*BEEPINEXT
970 BOSUBL1490:FORI=L1TO30D0:NEXT::SWAPFPO P41

280 IFSTRIG(D)ORSTRIG(L)ORSTRIG(3)THEN?ZOELSEZ?7D

990 N=N+F*i63PUTSPRITE3, (M,N),2,21BEEP:PUTSPRITEL, (Ki,
EL+F%14),45, 0sPUTSPRITER, (Ki+16,E4+F%16) ,15,1:6=0:5PRI
TEON:LINE(UX,103)-(UX+3,104),15,8

1000 LO=STICK(O)sLi=STICK(1)

10i0 IFLO=0ANDLi=0THEMiiZO

{020 ONLOGOTOiO0A40,1i420,1050,1120,10460,1120,1070,1420

1030 ONLiGOT04040,4120,1050,4420,1060,4120,1070,1120
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1040 IFN=32THENi120ELSEN=N-H:GOT01080
1050 IFM=240THEN{i20ELSEM=M+H2B0TO01080

i060 IFN=140THEN1{20ELSEN=N+H:GOTO01080

1070 IFM=0THENA i20ELSEM=M~H

1080 PUTSPRITE3, (N,N),2,L.0+Li+P0+4:BEEP:0=0~1

1090 IFM)UX-{3ANDM¢UX+iANDN)BBANDN( { D4ANDU=0THENL INE (U
X,103)-(UX+3,104) ,4 B:U=i:IFF=-iTHENO=0+80

£100 IFV(N\{6)=0THENL120

1440 Ci=Ci+V(N\16)1U(N\16)=0:G0SUBLSBO0

1120 GOSUB1490:SWAPPO,P{:0=0~1

1130 LINE(136,8)-(167,45),i BF:PSET(i36,8),1tPRINTHi U
SING HHH-" 30

1140 IFS=1THEN{320ELSEIFO<=0THEN{320

1150 IFSTRIG(D)ORSTRIG(1)ORSTRIG(3)THENL140ELSEL1000
1160 IFM=Ki+BANDN=EiANDU={ THEN{220ELSEIF@=0THENL0OO
1170 LINE(O,N+5)~(255 N+6),2, BF sBEEP

1180 FORI={TOi00:NEXT

1490 WCI(N+5)\16)=02Q=@~1

1200 LINE(O,N+5)-(255,N+6),1 BF

1210 GOTOL000

1220 SPRITEOFF:N=N+F%{6:CimC1+a%500+500

1230 PUTSPRITE3, (M,N),2,2:BEEP :GOSUB LS80

1240 FORI=KiTOOSTEP-2:PUTSPRITES, (I+8,Ei+F%16) 2, 2:PUT
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SPRITEL, (I,E1+F%i6) 15 0tPUTSPRITER, (I+16,E1+F%16),145,
{sBEEP sNEXT

1250 FORI=1T03=PUTSPRITEI,(240,176),D,QESNEXT

12640 FOR1=0~1T005TEP“1BC1=C1+1U=Il=Iﬁ005l1FII;UTHENPLﬁ
‘Y7t 20006vilcBo7c4”

{270 LINE(436,8)~(167,1%),4 ,BF:PSET(436,8) ,1:PRINTHI U
SING” H##—~" 31

1280 GOSUBLSBOINEXT

1290 IFDi=46THENGOSUBL6R20ELSEIFDi=0THENGOSUB1420

1300 FORI=iTOSOD0:NEXT

1310 GOTO700

1320 SPRITEOFF:FORI=2T0%

1330 PUTSPRITE3, (M,N) 2, I:BEEP

1340 FORJ=4TO100:NEXTENEXT

13%0 PUTSPRITES, (v, N> 2,2:BEEP

1340 FORI=ATO1i0D0:NEXT

1370 IFN=17&6THENi3%0

1380 N=N+2:PUTSPRITE3, M,N),2,6tBEEP:GOT04370

1390 FORI=4TO3000*NEXTELINEC(UX,103)~(UX+3,104),1,8B
400 T=T-{3IFT)=0THENLIME(176,.8)~(194,1i5),1 BF:PSET(4i7
6,8) , 1i:PRINTH1 USING HH”,T2GOTOBS50)

1410 IFCO<CATHENCO=Ci:LINE(8,8)-(5%,1i5),1i,BF:PSET(8,8)

CASPRINTHL  USING HHEHEH” - CD
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1420 REM
i430 PSET(48,iiE),1=PRINTH1,“Gutra Partida 7? S/N”

1440 BS=INKEY$:IFBS®=""THEN1440

1450 IFB$=“s“ORBH="S"THENSBOD

1460 IFBS="N"ORB%="n"THEN1470ELSEL 440

1470 COLORiS . 4,7 sKEYON2SCREEN, .1 :CLOSE:END

1480 S=1:RETURN

1490 FORI=0TO4:IFX(I)=0THENX(I)=224ELSEX(I)=X(I)~G*W (]
*#242) %2

1500 PUTSPRITEI*2+4, (x(I),I%*32+32),4,P0+10

1540 PUTSPRITEI*2+5, (X(I1 1 +ié, I%32+432),4 PO+123NEXT
1520 IFR=0THENFORI=1TO400:NEXT:RETURN

1530 FORI=0TO3:IFY(1}=240THENY(I)=0ELSEY (I)=Y(I)+G*W(I
*2+3)

1540 PUTSPRITEI+44, (Y(I), I%#32448) , [«2+7  I%2+PO+i43NEXT
1550 IFR={THENFORI=1iT0R200:MEXT :RETURN

1560 FORI=0TO3:IFZ(1)=R40THENZ(I)=0ELSEZ(I)=Z(T)+G*W (I
%243)

1570 PUTSPRITEI+19,(Z(1),1%32+48) , [%2+7 I%2+Pi+14:NEXT
:RETURN

1580 IFCF=0ANDCL ) i9999THENT=T+ieCF=13LINE(L176 8)~(i91,
15),i;BF:PLﬁY”v1206c4obe40692”=P5ETti?é,B),i=PRINTﬂi,U

SING“HH" 3 T
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1590 LINE(72,8)-(119,1%5) 1 ,BFsPSET(72,8),1

1600 PRINTHL USING HHHHHE yCLsRETURN

1610 FORI={TO22:PUTSPRITEL. (240,176),0,223NEXTIRETURN
1620 IFSTRIGC(OIORSTRIG(L YORSTRIG(3) THENLINE(32,64) (25

,175),4  BFiRETURNELSEL 620



CAPITULO

0 JOGO DO CEMITERIO

Referéncias

Nivel de compreensdo do programa pelo usudrio: MEDIANO.
Tipo de jogo: AGILIDADE.
Dificuldade do jogo: FACIL.

O jogo

Vocé deve pegar todas as cruzes roxas, mas o monstro estd sempre em seu encalgo. Cuidado,
nunca se choque contra um cacto, pois vocé perderd tempo e o monstro ficard mais préximo!

Este é um jogo simples e de rdpida digitagdo. Estude-o e aprenda um pouco mais sobre o
MSX-BASIC.

Fita K-7

Para armazenar: depois de digitar o programa, salve-o em fita com o comando:
CSAVE"CRUZ" «

Para recuperar: para recuperar o programa da fita, digite:

CLOAD"CRUZ" «

52
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Disquete

Para armazenar: depois de digitar o programa, salve-o em disquete com 0 comando:
SAVE"CRUZ.BAS" «

Para recuperar: para recuperar o programa do disquete digite:

LOAD"CRUZ.BAS" «J

Como jogar
Digite RUN e « ou pressione a tecla F5.
Inicialmente surge a seguinte pergunta:

“0 — teclado ou 1 — joystick?"

Se vocé tiver um JOYSTICK, pressione o nizmero 1;em caso contririo pressione 0.

Comega o jogo, e seu “homezinho azul” entra em campo. Voce deve imediatamente dirigi-lo
com as teclas de movimentagdo de cursor (<, —, 1, |) para apanhar as cruzes roxas, evitando a
colisao com os cactos.

Seu objetivo ¢ apanhar todas as cruzes. Quando vocé as apanhar (ou o monstro apanhar
vocé), sugirdo as mensagens:

FIM DE JOGO

MAIOR PLACAR = ??
SEU PLACAR = 7?7

JOGA NOVAMENTE? (S/N)

Selecione a opgdo S (de Sim) ou N (de Ndo), conforme seu desejo. Se vocé passou de
nivel, descobriré que o jogo fica cada vez mais dificil e rdpido!

Boa aventura!

10 REM --0 Jogo do cemiterio

20 RERM

30 SCREEMNIZCOLORLS, . isKEVOFFEGOGUBeSD

40 DIMAXCA0) , YXCi0) 2 2=RMD~TIME)® ¥ue8 Y X=i

50 CLSIBEEP:IDN=i0sME=13FOR I%=0TVR2:UPIKE&HIBOU+ =32,
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2405 VPOKEBHIBOL+I%#32 240 VPOKEEHLBIE+ 1Y %32 2403 VP OKE&
HiB8iF+Ix»32 2403 MEXT

a0 BCI=0:FORIN=2TO30:UPOKEAHIBOO+TIN , 2402 VP OKE&HLACO+ T X
L R40ENEXT

70 FORIZ=0TO42

80 RXZ=RHD(1}=&H2B4: IFUPEEK (EHLBZ2UARX) ¢ 2 32THENRD

YO VPOKE&EHLB2C+RY, 1o

100 NEXT

140 FORIA=0TO3%

120 RZ=RNLC(L)I*EHIBA4 s IFUPEEK t @aHLEZCHRA V< 2 32THENL 20

130 VPOKEEHLBZC+RY 245 LOCATEZ 23 iPRINTHEYHOMENS Fl.ac
AR="“SC ! s

140 MEXT:HTX=40

190 YE=1iXa)=2iFORXA=2TOL1sVPOKE&GHLED +a XX+ (L 32 32:0P
OKEERHLIBOO+XX+YX#32 B:FORZ=0TCLO0:NEXT

160 xxX=xkiXxX o i2-Xu =xieYn(id-Xu) =i aNEA Ve rrXmyaxi=1i
170) SGUNDD, A00:80UNDA , IDX2SGUNDS , 165 SOUNDT | &H3EB = S0UND L
2,4380UNDLSF, 10

1hy "

190 SOUND1 . IDX

200 XXA=rRsrYR=vLioi=gTICK T Jr20NG!IGOTOR250 . 210,270,210
,290,2i0,3i0,240

210 GOTO380
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270
280
290
300

310

230
340
20

350
360
370
380
390

400

EXT

410

Wi Xk TO% ) s M v CLDXN)

FORIE=RTO£U=thI%“lﬁuf%(lﬁ)=i2(lk-i)=X2(lHJ=IDE=ID

FORZ=0DT04002NE-TEGOT0400

VE=EY L1 s IFY XA THERYX=1:G0OT 0220

GOTO320

XX el s LF XK ) B THENA L =2Y s GOTOZ20)
GOTOBE0

YR Y%+ s LFYR )21 THEN X=2i :60TU220
BOTO3R0

Xuax =18 LFX%  2THENX X =2:6070220

IFUPEEK ( RHL 800+ X%+ Y X321 =24THENGOSUBAS0
IFVPEEK (AHLB00+Xx %+ 1 %*32) =24 THENA4SD

IFUPEEK ( AHIBOO+ XA+ Y%4%32 =i e THENX X=X (LY A=Y Y X60TO2

IFUPEEK (RHLBOO+ A%+ (X»32 1 =0THENS30
UPOKERHIBOO+ XXX+ Y VA#32 32 VPOKERHIBOO+ XK+ Y A*32.8
XX (L)XW YK i)=Y

r

AMA=XHCIDX) s YME= Y X (IDX

FORIX=FTOLSTEP-A R VXN (IX+L0=YX (TN 2 SN (TN L) =X (TR 3N

IFUYPEEK « AHABOO+ XX CID% )+ YR (IDX) »32)=8THEND30
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420 VPOKEZHiBOOD+ MY+ YiZ* 52, 32

430 VPOKE&HIBOO+XX (LY + 1% (ID% «38.0

440 GOTOLE0

450 '

4el) UPOKEAHIBOO+XXK+ 1 1 %*32 321 UPOKE&HLB00+ 2%+ Y X% 33 B1H
T%=HT %4

470 SC!1=SC+E0+20%MEFL OCATE IS, 23 :PRINTSC! 2 sSOUNDY . 1426
OUND3 . 05 F ORIX=255TCLSTER -9 5 GOUNDR , T% s HEXT s SOUNDY , [

480 IFHTZ< SOTHEMRE TUR

490 BEEP:YPOKE&HI SO+ 4%+ (%% 37, 323 VPORE&HIBOU+X% C T0% ) + 1
%CID% #3232

500 PLAY“ULSOTHIOO00C2SC4L16CEGAOSC4 7, “TYi0MiDO0003G2R
ROSGA”, “Hi0D00RRRROSE 4"

510 IFPLATCO) THENS 10

520 ME=ME+1:60T070

530 7

540 YFOKE&EHLBOU+ % IDL )+ X (IDN)I %32 . 323 VPOKE&HL 800+ X%+ 1
W%32, B0

550 SOUND3, £ 3:SO0UNLD, i3

560 FORIZ=0TOLU:VPOKE&HZ004  &HF 6 tFORZ=0T015: S0UNDI , 22 #
EXT:UPCKE&H2004, BHF L tFORZ=0T0L 5 GOUNDL , Z s NEXT SHE X1

570 SOUNDS,0:30UNDY, 0:FORI%A=5TO13ELOCATES, IX:PRINTSPCC

7)) I NEXT
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580 CLStLOCATE®,6sPRINTFIM DE JOGO”

590 IFSC!OYHS!I THENHS ! =8C!

600 LOCATES ,B:PRINT"MAIOR PLACAR="HS! sLOCATES, i0:PRINT
“GEL PLACAR="SC!

610 LOCATES, L23PRINT”JOGA NOVAMENTE (§/N)

520 TH=1NPUTS(1 )2 IF1%="870RI%="e" THENCLS:GCTOSO

630 IFI%S="N“ORI%="n" 'THENCOLORLS, 4,7 2CLEIEND

440 6GOT0&20

660 7

&610) FORI%=0TO7 tREADASIVPOKELL , VAL (“&b”+A%) NEXTIFOR1%=

L4TO7 L sREADAS:VPOKELX, VAL (7&b " +A%) s NEXT

670 DATAO0i11i000
680 DATADL111100
490 DATAL1010410
700 DATAL0010040
710 DATAL4111840
720 DATAL1114440
730 DATALi115110
740 DATAL0101040
750 °

760 DATAVDI L1000
770 DATADDDLD000

780 DATAQDOLiOOOO
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790 DATADL141400

800 DATAL10114040

810 DATADDLILi000

820 DATADOL0i000

830 DATADOLIDL000

840 VPOKE&H2000.&HYLsUPOKERH2001 , &H41

B850 FORIX=128TC0i353READASIVPOKELY VAL ( "&b” +a% ) s NEXT aUp
OKE&HZD02 , &HCA

8460 DATAOOOO00D0D

870 DATAODO41040

880 DATAOL011040

890 DATADL0140410

P00 DATADLIO41400

?i0 DATADO11i000

Y20 DATADDOL L1000

930 DATAODOL 1000

740 FORIZ=1iP2TO199:READASIVPOKELX , VAL (“&b”+A%) s NEXT s VP
OKE&HZ003, &HDi

?50 DATADOL00000

760 DATAODLOOO00D

270 DATAL11144000

Y80 DATADODLI00000

290 DATAOQLi00040
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1000 DATADDLIODLLY

10i0 DATANDIOOOLO

1020 DATADODOOODL0

1030 CLS:PRINTIPRINT” CEMITERIOQ™

1040 LOCATE3,i0*PRINT”O~TECLADO OU i-JOYSTICK” :A%=INFU
THCLreTI=VAL(AD) 2AB=""

1050 IFTJDORTJ:ATHENLOAD

1060 VPOKERHZOLE , &HEE

1070 RETURN



CAPITULO

FORMULA UM

Referéncias

Nivel de compreensdo do programa pelo usudrio: DIFICIL.
Tipo de jogo: AGILIDADE.
Dificuldade do jogo: DE FACIL A MEDIANA.

O jogo

Vocé correrd em virios circuitos fechados, complicados e dentro de uma paisagem muito

colorida (¢ bom ver este jogo em cores!).

Seu objetivo € completar a volta no circuito no menor tempo possivel,evitando colisbes

com o guard-rail da pista.

Fita K-7

Parg armazenar depois de digitar o programa, salve-o em fita com o comando:
CSAVE"F-1" «

Para recuperar: para recuperar o programa da fita, digite:

CLOAD"F-1" «4

aa
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Disquete

Para armazenar: depois de digitar o programa, salve-o em disquete com o comando:
SAVE“F-1,BAS" <

Para recuperar: para recuperar o programa do disquete digite:

LOAD"F-1,BAS" «

Como jogar

Digite RUN e <« ou pressione a tecla F5.
Quando surgir a mensagem:

“Pressione a barra de espago”’
pressione-a quando desejar prosseguir. A seguir surgird a pergunta:
*Qual o nfvel de dificuldade? "

Vocé pode responder de 1 até 4. O nimero 1 corresponde & pista mais ficil e simples
enquanto os numeros seguintes resultam em pistas mais dificeis, até a pista 4, que € a
mais complexa.

Apos a selegio da pista, surge nova pergunta:
*Quantas voltas deseja?”

Agora vocé pode escolher quantas voltas serfo necessdrias para completar a prova (até
5 voltas). Pressione o nimero correspondente a sua ope¢do, e a corrida inicia.

Para dirigir seu carro, utilize as teclas de movimentagdo de cursor “para esquerda” (<),
que gira seu carro no sentido anti-hordrio, e a tecla de movimentagdo “para-a direita” ),
que gira seu carro no sentido hordrio.

Ap6s completar a prova, o programa mostra seu tempo € 0 recorde do melhor corredor.

Para prosseguir, pressione a barra de espago. Quando desejar interromper o jogo, pressione
CTRL + STOP.

i0 REM ~—- foramla-i
20 REM

30 SCREEMNi
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40 CLEARZ200, &HDFFF

50 DEFUSR=&HEOODO

40 CLS

70 LOCATESB, 10

80 PRINT”carregando dados”
90 LOCATER,iZ

i00 PRINT”EDOD - E4BO”
i10 LOCATESB,i4

120 PRINT”end. -";

130 FORAD=RHEQOOTORHE4KF
140 LOCATELS,14

i50 PRINTHEXS(AD);

i40 READDD%®

170 DD=VAL{“&h~'+DD%)

i80 POKEAD,DD

190 NEXT

200 Di=PEEK (&HF%20D)

210 D2=PEEK (&HF921i)

220 POKE&HEO2B,D1

230 POKE&HEOD2C,D2

240 X=UBR(0O)

250 DATAc3,1i0,e0,00,00,00,00,00

260 DATAOOD,00,00,00,00,00,00,00
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270
280
290
300

310

320
330
340
350
360
370
380
390
400
410
4220
430
440
450
4460
470
480

490

DATA3E,7¢,3,21,00,00,22,¢c7
DATAe? ,24,0c,e4,16,00,46, 4a
DATAcd ,47,00,23,14,3e,08,ba
DATA20,%4,24,bf,ib,i1,00,08
DATAOL ,00,04,cd,S5c,00,24,14
DATA&4,411,80,07,04,23,00,cd
DATASc,00,2i ,2Ff,e4,141,00,0c¢
DATADL,1i0,00,cd,%c,00,21, 3¢
DATAe4,4i4,40,0¢,041,20,00,cd
DATASc , 00,24 ,5F,e4,141,80,0c
DATAD4L,20,00,cd,5c,00,24,5¢F
DATAe4,11,00,00,04,40,00,cd
DATASc ,00,cd,82,e3,3e,00,1¢
DATACE,cd,93,00,3e,0i,4is,0a
DATAcd,?3,00,21,9F,e4,11,b8
DATAe? ,04,04,00,ed,b0,2i,27
DaTaed, 14 ,aa,e4,01,08,00,ed
DATALD,06,80,21,00,07,af,cd
DATA4d,00,23,10,f9,21,bé,e4
DATALL b7 ,e4,04,FF,02, a¢,77
DATAed 2b0,06,17,3e,8b,2i,e0
DATAe4,77 141 ,0a,00,19,77,114

DATAL6,00,i9,77,10,F3,21,¢6
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910
920
530
940
550

560

280

600
6410
620

630

&40

6460
670
480
690
700

710

DATAe3,11,3%9,e7,041,04,00,ed
DATADO,24,fa,e3,11i,59,e7,01
DATADS,00,ed,b0,24i,ff,e3,14
DATA38,e5,04,07,00,ed,b0, 24
DATADG,e4,14,58,e5,01,06,00
DATAed ,b0,cd,24,e3,21,c6,e3
DATAL1,e0,06,0i,20,00,cd,Sc
DATADD,2a,c7,e7,44,¥8,06,cd
DATA48,e3,21,00,00,22,be,e7
DATAZ1 ,88,13,22,c0,e7,3e,i14
DATA32,bb,e7 ,3e,70,32,c2,e7
DATAaf ,cd,dB,00,a7,28,f9,cd
DATASH,e3,2a,c0,e7,2b,af ,be
DATA20,fb,af,20,f8,cd,3a,e2
DATA2a,be,e?,i1,eb 06,cd, 48
DATAe3,cd,ad, el a/ ,28,e3,cd
DATAB2,e3,21i,e6,e3,141,2b,05
DATADL,08,00,cd,5c,00,21,ce
DATAe3,11,4b,05,041,08,00,cd
DATASc ,00,3e,di,32,aa,€4,3e
DATAaB,32,ae,e4,3a,c2,e7,32
DATAaf,e4d,21 ,aa,e4,14,00,07

DATADL,08,00,cd,Sc,00,2a,be
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730

740

760
770
780
720
500
810
820
830

B840

880
870
200

?i0

230
240

250

DATAe7 ,eb,2a,c7,e7 ,a7 ,ed, b2
DATA30,04,ed,53,c7,e7,21,00
DATAOS,2b,06,00,Fd,e%,d el
DATALD, fa,af bc,20,¢3,bd, 20
DATAFD,c3,83,e0,at,cd, d5,00
DATAa7 , 20,17 ,3a,¢5,e7,a7 ,28
DATA3R2,3a,c3,e7,47 ,21,c4,e7
DATA3S,20,04,af,32,c3,e7,78
DATAL8,0a,32,c3,e7,47,3e,05
DATA32,c4,e7,78,¥e,03,20,04
DATAQG,04,18,06,fe,07,20,0b
DATADG, fc,4f ,3a,cH, e ,a7,28
DATADA,i8,06,af,47 ,af,32,c3
DATAe7 ,af ,cd,d8,00,a7,28,02
DATAchb ,20,3a,c2,e7,80,32,c2
DATAe? ,32,ab,e4,f5,21 aa,e4
DATALL,00,07,01,04,00,cd, 5S¢
DATADOD, ¥4i,¢b,3f,¢b,3fF,¢cb,3f
DATADG,02,30,01,04,16,00,5F
DATARL,76,e7 ,19,7e,+e,00,20
DATADG ,af,32,c5,e7,18,09,fe
DATABS,20,0a,5e,01,32,c5,e7

DATAR23,10,e?,af,c?,3e,0i,c?
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960 DATAaf ,c?,2a,be,e”,23,22,be

970 DATAe7,7d,3c,20,33,3e,40,32

980 DATAbd,e?,3a,b9,e7,cé,08,fe

990 DATAdD,30,03,32,b9,e7,3q,b8

i000
10410
i020
i030
in40
1050
1060
i070
1080
1090
ii00
1140
1120
1130
1140
1150
1160
i170

1180

DATAe7 ,cé,08, fe,d0,30,03,32
DATAbB,e7,2a,c0,e7,01,14,00
DATAR7 ,ed ,42,e%,01i,f0,0a,a”
DATAed, 42,1 ,38,03,22,c0,e7
DATA21,95,e7,44,b5,e7,04,e0
DATAO2,ed,b8,cd,31,e3,e6,01
DATAa7 ,3e,81,28,02,3e,80,06
DATA20,2i,bé,e4,77,23,140, fc
DATAcd,3i,e3,47,3a,b8,e7,b8
DATA38,17,cd,31,e3,e6,01,a7
DATA3a,ba,e?,06,01,28,02,06
DATAff,B80,fe,03,30,03,32,ba
DATQE?,zi,ba,e?,46,33,bb,e7
DATADS,80,fe,02,38,09, fe,27
DATA30,05,32,bb,e7,18,06,06
DATAD2,70,3a,bb,e7,cb, 3¢, 32
DATAbc ,e? ,4F,06,00,21 ,b6,e4
DATAD?,3a,bd,e7,1i,b0,e3,a7

DATA28,07,41,bb,e3,3d, 32, bd
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1260
1270
1280
1290
i300
1340
1320
1330
1340
1350
1360
1370
1380
1390
1400

1440

DATAe7,04,0b,00,eb,ed, b0, cd
DATAZL ,e3,47,32,b%,e7,b6,38
DﬁTﬁRB,cd,31,&3,26,3?,?9,03
DATASB0, ia,47 ,3a,bc,e7,80,4¢
DﬁTﬂDé,OU,Ei,bé,e4,09,36,?0
DATA23,36,92,14,1+,00,19,36
DATA%i,23,36,93,24i,d6,e4,11
DATADD,04,04,€0,02,cd,5c,00
DATACY,e5,d%, ed,5F,16,00,5¢F
DATARa,bé,e7,19,09,22,b6, €7
DATA7d ,0f ,0f ,0f ,0F,di,ei, c?
DATAdS, 14 ,35,e4,04,10,27 ,cd
DATA72,e3,04,e8,03,cd,72,e3
DATADL, 44,00,cd,72,e3,0e,0a
DATAcd,72,e3,7d,¢6,30,42,21
DATARS,e4,di,04,0%,00,cd,5¢
DATAOD,c9,c5,af, ed,42,38,03
DATA3c,i8,§9,¢1,09,c6,30,12
DATAL3,c?,3e,08,4e,00,cd,?3
DATADD, 3,09, 4ie,00,cd, 93,00
DATA3e,0a,ie,00,cd,?3,00,c?
DATA3e,08,ie,0d,cd,93,00,c?

DATAOD, 00, 00,00,00,00,00,00
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1420
1430
1440
1450
1440
1470
1480

1490

1560
i570

1580

14600
1610
1620
1630

1640

DATAOO,00,00,00,00,00,00,00
DATA89,00,00,00,00,00, 00,00
DATADO, 00, 8a,89,88,68, 88,80
DATABS,88,88,88,88,8a,20,20
DATAR0,20,53,43,4F,52, 45,20
DATAZ0, 30, 30,30, 30, 30,20, 20
DATAR0,20,48,49,2d,20,20, 20
DATA20,20,20,20,20,20,20,20
DATA47 ,44,4d,45,20,20,20,20
DATA4F,56,45,52,20,20, 50,55
DATAS3, 48,53,50,41,43,45,54
DATA48,45,20,43,44,52,20, 20
DATAS2,41,43,45,00,42,04, e
DATAO1,0e, 00,01, f0, f0, 0, f0
DATAFO,£0,€0,+0,f0,f0,f0, 0
DATAfO, 0,0, f0, 3c, f0,d0, a8
DATA70,00,0¢,di,70,04,08,33
DATA33,cc,cc,33,33,¢cc,ce,0f
DATAOF, £0,£0,0f,0¢, 0, 0,00
DATA40,00,00,00,00,02,00,00
DATAZ0,10,28,28,10,20,00,00
DATAD4,08,14,14,08,04,00, ff

DATAFF £ ,FF, 68, §F ,6F,¢F,0f
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1650
1660
1670
1680
1690
1700
1710
1720
1730

1740

DATAO3,37,3F,3F,37,06,0e,ie

DATALF 07,77 ,77 ,7¢,77,72,40
DaTAcO,ec,fc,fc,ec,60,70,78
DATAFE,e0,ece,ee,fe,ece,4e,00
DATAD?,40,14,01,09,05,44 22
DATALL, 419 ,af ,0f,c7 ,3F,1¢,00
DATAOO0,04,80,10,a0,10,84,40
DATAB4 ,e9,f0,céh,f0,fe, 8,50
DATA30,02,0a,0a,00,00,00,00

DATADD,00,00,00,00,00,00,00



CAPITULO

POKER PROFISSIONAL

Referéncias

Nivel de compreensdo do programa pelo usudrio: DIFICIL.
Tipo de jogo: LOGICA DE AZAR,
Dificuldade do jogo: DIFICIL.

O jogo

Agora vocé estd em uma mesa de POKER, com mais cinco jogadores experientes. Eles
conversam, blefam e jogam sozinhos (se vocé desistir da rodada). Todo cuidado é pouco ...

Este jogo simula, com alto grau de realidade, a movimenta¢do de uma mesa de POKER.
As cartas sdo distribufdas e as apostas se sucedem entre vocé e os jogadores restantes. O programa
representa um dos mais bem elaborados jogos de POKER existentes para microcomputadores,

jogando o “POKER completo” (com todas as cartas do baralho).
Fita K-7
Para armazenar: depois de digitar o programa, salve-o em fita com o comando:

CSAVE"POKER"

Para recuperar: para recuperar o programa da fita, digite:

CLOAD"POKER"

70
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Disquete

Para armazenar: depois de digitar o programa, salve-0 em disquete com o comando:
SAVE“POKER.BAS" «

Para recuperar: para recuperar o programa do disquete, digite:

LOAD"POKER.BAS' <

Como jogar

Digite RUN e <« ou pressione a tecla F5.
A primeira pergunta que os jogadores na mesa The fazem é:

Qual o seu nome?

Vocé deve escrever o seu nome (até 10 letras) e, ao terminar, pressionar <! (return). A
pergunta seguinte €é:

Vamos jogar? (S/N)

Para continuar jogando tecle S (Sim).

Apos “pagar a mesa” com $20, o jogo inicia. O pessoal comega a jogar, e entdo chega a sua
vez. Vocé tém trés opgdes: (S)egue o jogo, (A)posta e cobre o que estd na mesa ou (P)éra de
jogar. Selecione a sua opgdo simplesmente pressionando a letra correspondente (S, A ou P) e
o (return). Se mudar de idéia, antes de pressionar « (return), pressione a tecla BS e a letra
da sua opgao serd apagada.

Em seguida, se vocé quiser trocar uma ou mais cartas, siga o exemplo que aparece a seguir.
Suponhamos que vocé tenha a seguinte mao:

A 42 AK

Para ficar com o par e trocar as cartas restantes, digite 235 e < (retum). Como vocé pode
notar, as cartas sdo indicadas em numeragao crescente, de 1 (a primeira) até 5 (a tltima). :

Para continuar a jogar, basta ir usando os mesmos procedimentos de resposta. Muitas
surpresas e partidas emocionantes vio surgir, por isso aconselhamos: cautela!

Para interromper o jogo tecle CTRL + STOP.

{0 REM —— poker profissional

20 REM
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20 REM

40 ONSTOPGOSUBSO:STOPON:DEFUSR=&HF0:G0OTO70

S50 CLS:END

60 REM —- meb

70 X=RND(-TIME):POKE&44483!,41:SCREENO:COLORLS, 25WIDTHA0
RKEYOFF

BO DIHDX(13,4),T%(43),T2%(4) ,L8(13) ,L2%¢4) ,BX(6) ,MX(&)
(NBCP) ,FH(6),A%C6,5,1) ,L3%(E) ,VL(4,7),B7%(4) ,LAS(S) ,BL
£(6)

70 DEFFNRV(X3)=INT((RND(P)%X3)+1)

100 ZR=0:04=4:FR=4:FV=5:5X=4:TR=13

110 BN=5:EN=BiRN=4IFD=9

120 DIMBS(BN) 5%(5N) ,RE(RN) FR(FD)

130 FORX=4ATO&:ME(X)={000:NEXT

140 FORX=4{TOL3eREADLS (X) tNEXT

150 FORX=41TO04:L2%(X)=CHRS(X+19F) tNEXT

160 FORX=4ATOSIREADL3S(X) tNEXT

170 FORX=iTOZ:READNS (%X ) ENEXT

180 FORX={TOBN:=READB%(X):MEXT

190 FORX=1TOSNSREADSH (X ) INEXT

200 FORX=1TORN:IREADRS(X) INEXT

210 FORX={TOFD:READF3(X)INEXT

220 FORX=4TOL{0IREADMEN=2048+M#*B:FORXi={TOBsREADAS VP OK
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EN+X1*1,UAL(”&H”+QS)BNEXT:NEXT

230 ST#130=HA=ST=ﬁL=.22=FC=1.15=N6mb=u1n1

240 Mi%="Maximo de §1000” :M2%="Yoce nao pode gastar o
que nao tem.”

580 CLE:LOCATE,2EPRINT“4=mmmmmmmmmmm o mm mm i m =

270 DWN=-99:G0SUB4030

280 R$=“Qual seu nome?”IPA=FN RV(5):1G0SUB3470

290 13=5413G0SUB3410

300 IFLEN(IS)=2THEN29UELSEL3$(SX)=I§=N6S=I$=DUN=~99:GO
SUB4A030:DWN=0

3i0 GOSUB3550:G0SUB3520:R%="Sente~-se, “+I$2X=FNRV(S) P
A=X:G05UB3470

320 Xi=FNRV(5)IFXi=XTHEN320

330 R%="Vamos la!”3PA=X{:6G0SUB3670:W0=2:608UB3500:GOSY
B3950:W0=01:G0SUB3500

340 GOSUB3950:GOSUB3SL0

350 Li={i:Ri="Esta €’ uma mesa per igosa.” :GOSUB3830

2460 Li=2:R%="Boa sorte!”:G0OSUB3H30

370 W0=3:G0SUB3500

380 REM
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370
400
410
420
430
440
4350
4460
470
480
490
S00
510
520
530

560
570
SB0
270
600

&i0

I=I+01:IFI=7THENI=0{
IFFXC1)=20R(FX(I)=1ANDM% (1) (50) THEN3%0
GOSUBS40

GOSUB4000D

Ii=TeM=04:GOSUB41140
IFEOG=0{THENS1i0D

GOSUB 1430
IFFA(SX)=ZRTHENGOSUB 1090
Ii=TsM=2:G0SUB1110
IFEOG=0iTHENS1i0D

GOsuUB3130

GOSUB3?L0

GOTO3%0

REM

REHM

FORX=01{TOTR=FORXi=01TOFR
DX(X,X1)=ZRENEXTX4, X
MZ(ZR)=ZR:EO0G=ZR:NH=ZR :RS=ZR
FORX=SXTOOLSTEP~{
BX(X)=ZR:BLX(X)=2ZR
IFFXZ(X)(I)RTHENFX(X)=ZR s NH=NH+0 i
IFMZ(X){S0ANDFX(X){)2THENGOSUB780D

NEXT 1 IFNG=01 THENS20
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620
630
6;0
4650
660
670
207
680
46920
700
710
720
730
740
750
760
770
780

7%0

GOSUB3520:G0SUB3550: IFFX(8X)=2THENS70
RB="Vamos jogar? (S/N)”:Li=1:G0SUB3830

I13=544 :G0SUB3410: IFI$="N"THEN4260

GOSUB3520
REM

GOSUB4030:GOSUB35S0:R$="Sou mao. Todo mundo poe $

DWN=-1 :FORPA=1T0461GOSUB3950:NEXT:DWN=0:PA=1
PA=PA-1:IFPA=ZRTHENPA=6
IFFAZ(PA)=2THEN&70
GOSUB3470

REM

AB=20:FORIB=04TOSEX
IFFX(I8)=ZRTHENGOSUB3880
NEXTIS8

RETURN

REM

IFX< »SXTHENB40

RE=L3B(SX)+7, Voce esta com caixa baixo.”:Li=1:60S

UB3830:R$="Voce gostaria de continuar? (S/N)”:Li=2:60S

uB3830

800

810

GOSUB3440: IFIS="N"THENB40

GOSUB3S20:R%="0k , daremos para cada um $10007:Li=1
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:GOSUB3830

820 FORIB=04{TOSXEIFFX(I8){)2THENAB=-10002FX(IB)=03608U
B3880

830 NEXT:MZ(ZR)=ZR:iIRETURHN

840 FAL(X)=2:RD=01iNG=NG-041:Li=2

B850 PA=XiR%="En desisto, vou para casal”iGOSUR3470

860 WO=2:G0SUB3500

870 IFMZ(X))>=ZRTHENR%=L3%(X)+" sai com $"+STRE(ML(X) )z
GOSUB3830

880 IFMX(X)(ZRTHENR®=L3%(X)+” sai com divida de $“+STR
$(ZR-MZ (X)) 2GOSUB38B30

890 WO=3:G08SUB3500:G05UB3%520

200 RETURN

240 REM

220 GOSUB3S50:G0SUB3%20

930 FORX=04TOS8X

240 IFFX(X)=ZRTHEN®40

950 NEXT

260 R$="0 jogo acabou!!!”:Li={:G605UB3830

?70 R¥=L3%(X)+” e’ o campeao. Parabens!”:Li=2:G0SUB383

980 WO=10:G0SUB3500:CLSIEND

290 REM
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{000 FORXi=0L{TOFV:iFORX2=ITOI+5

1010 X=X2:IFX>&6THENX=X~6&

1020 IFFX(X)=2THENi070

41030 C=FNRV(i3):Ci=FNRV(4):IFDX(C,Ci)=01THENi030

£040 DX(C,Ci)=18A%(X, X1, ZR)=C3AX(X, X1,04)=C1

1050 DWN=§ :PA=X:C=X{:IFPA=SXTHENDWN=0

1060 GOSUBL980

1070 NEXTX2,Xi:GOSUB3550:RETURN

i080 REM

1090 PA=SX:DWN=ZR1GOSUBL?S0:RETURN

{100 REM

1140 B9=ZR:GOSUB3S20:G0SUB3T50

1120 IFFX(I4)<>ZRTHENGOTOL1220

1130 GOSUBZ0S0

1440 CB=ZR:IFDOYOTHENCB=C8B+1

1150 IFDi>ZRTHENC8=CB+1

1160 IFD2)>ZRTHENCS=CB8+1

1170 UZ(Ii,ZR)ﬂN?IUZ(Ii,Oi)=DO=UZ(Ii,2)¢DilUZ(Ii,3)HDE
=UZ(Ii,FR)=DB=UZ(Ii,FU)=N1=UK(11,BX)=NE=UZ(Ii,?)=t8
{180 IFNH=01THENRS=L3%(Ii)+” pega a mesa de B”+STRE(MX
(ZR)) :Li=18GOSUBIB30IE0G=1118=I1:AB=ZR~MZ(ZR) :GOSUB388
0:GOTO0L340

1490 IFIi=SXTHENGOSUB1450
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1200 IF1i<{>6XTHENGOSUEZBES0

1210 IFEOG=0iTHEMNi340

1220 Ii=I4+04:[FIi=7THENIi=01

1230 IFIL<>ITHENGOTOL420

1240 Ii=]

1250 IFFX(I1)=ZRANDBZ?: BX(I1i)THENONTILGOSUBR3DB0, 3080, 308
0,3080,3080, 1340

12460 I1=I1i+0i:IFI{i=7THENIi=01

1270 IFIi<>ITHEN1i250D

1280 IFFX(I{)=ZRTHENMA=AL*BX(SX)+(0i-AL)*HA

1290 G2=IZR:1G3=IR

1300 FORX=0L(TOSx

1340 IFFX(X)=ZRTHENG2=G2+01:63=X .

1320 NEXT

1330 IFG2=0iTHENEOG=01:60SUB3520:R$=L3%(63I)+” pega a m
esa de $'+STRE(ME(ZR)):Li=11G08UB3830:I8=6G3:AB=ZR-MX(7
R):(G0SUB3880:W0=3:G0SUB3500

1340 WO=2:G0SUB3S00:RETURN

1350 REM

1340 BOSUB3520:1RS=2ZR

1370 R$="A aposta e’ de $7+STRE(B?):Li=4:G0OSUB3E30
1380 R$="Voce (S)egue ou (Plara?”iLi=2:G0SUB3830

1370 I3=554:008UB3440:I9=LEFTS(1%,01)tG0SUB3S20
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1400 IFIS<C>7P7ANDISC>”E " THENL360

1440 IFISw”F”THENF%(SX)w01=BZ(SX)w2R=NH=NH“01=PA=Sx=GS
uBR27 100

1420 IFI$="G”THENI8=11:A8=B9-BX(I4i):6G0SUB3880

1430 RETURN

1440 REM

{450 GOSUB3520:IFB?=ZRANDI=0LTHENRS="A mesa tem $7+8TR
§(M%Z(ZR)>):Li=§:60SUB3B30:RE="A mesa e’ minha”:PA=8X:60
SU8367D=IBﬂSXlABﬂZR~MZ(ZR)=GOSUBBBBD=EOGm01SGOTOiéiD
1460 IFB9=ZRTHENRS=0itR%="Quanto voce aposta?”:Li=13G0

8U83830=13=541=GOSUBBE?D=GOSUBBS2U=GOSUB4130=IFLi()9TH

ENL640

1470 IFL1=9THENL1=1=GOSUBB$20=B?*ZR=GOT01460

1480 R$=N&%+”, a aposta e’ de $”+STR$<B9)=L1=1=BOSUBBB
30:RE="Voce (S)egue, (Alposta, ou (Plara? “:Li=2:605UB
3830

1490 13=559:G0SUB34403Z%8=LEFTS(1%,01)

1500 G2=ZR:G3=ZR

1540 FORX=0iTOFV

1520 IFFZ(X)=ZRTHENG2=G2+013G3=X

1530 NEXT

1540 GOSUB3520

1550 IFZ%¢ 3“8”ANDZS< Y “P”ANDZS< > ”A“THEN1 480
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1560 IFZ%="P"ANDG2=04THENRS=L3%(0G3)+” pega a mesa de
“+STRS(ME(ZR))2Li=1:G0SUB3830: I18=63:A8=ZR-MX(ZR ) 1GOSUB
36802 W0=2:GOSUB3S00E0G=01 tGOTOL1440

1570 IFZ%="P“THEN FX(S8X)=0{:BX(8X)=ZRENH=NH-01i:PA=SX:G
0SUB3960:G0T014610

1580 IFZ$="S”"THENBX(SX)=B9t18=SX:AB=B9:G0SUB3BBO:G0TO1
&10

1590 IFZS="A"ANDBY)=MX%(SX)THENRS="Voce nao tem dinheir
o suficiente”:L1=01:G08UB3B30:1W0=2:GOSUE3500:G0SUB3S20
:GOTO1480

1600 IFZ%="A"THENRS=0{:R%="Com quanto voce cobre a apo
sta?“1Li=041605UB3830:I13=540:G05UB3570:G0OSUB3520:R1=VA

L(I%):GOSUBA200: IFLi=2THENGOSUB3520:G0T041400

14i0 RETURM

1420 REM

1630 Ii=1:(0SUB3550:G0SUB3520

1640 IFFX(I1)=ZRANDIi=SXTHENBOSUBiB4D
1650 IFFX(14)=ZRANDIi<>SXTHENGOSUBL700D
1660 Ii=14+043IFIi=7THENIi=01

1670 IFIL<{>ITHENLi&40D

16480 RETURN

1670 REM

1700 D&=ZR:FORX=04TOFY
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1740 IFﬁZ(Ii,X,Oi)=UZ(11,4)0Rﬁ%(Ii,X,ZR)qutli,Oi)Oth
(Ii,X,ZR)ﬂU%(Ii,Q)ORﬁ%(Ii,X,ZR)=UZ(Ii,3)THENGOSUBi7BU
1720 NEXT

1730 IFDA=O04THENRS®=" carta”

1740 IFD6(>OLiTHENRS®=" cartas”

1750 PA=I4:R%="Eu troco “4+GTRE(DS)+RE:GOSUB3670

1760 IFD6=01ANDRND(5)< . 3THENBLZ(I1)=3

{770 RETURN

1780 C=FNRU(TR)=01MFNRU(FR)=IFDZ(C,CI)=01THEN17BD
{790 IFDX(C,Ci)=ZRTHENDX(C,6C1)=01

1800 ﬁ%(li,X,ZR)=C=Az{Ii,x,01)=C1=06ﬂDé+01

1810 IFD6=V(Ii,7)THENX=FV

1820 RETURN

i830 REM

{840 GOSUB3520:R%=~1 2 3 4 5 carta para trocar
“3.4=15G0OSUB3E30

§i850 RG=” 4 ~ ~ A * Exemplo -) 120 (RETURN) “aLi=2:0
05UB 3830

(860 I3=5581G0SUB3S70:6%=I%:G0SUBEI20

1870 FORX=0iTOLEN(G%)

1880 L=VAL(MID$(GS$,X,01))

1890 IFL)FV ORL{ZRTHENiB40

1?00 C=FNRU(TR)=Ci=FNRU(FR)=IFDZ(C,Ci)ﬂ01THENi?DO
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1910 IFD%(C,Ci)=ZRTHENDX(C,C1)=04
1920 A%(SX,L,ZR)=C:A%(SX,L,01)=C1

1930 NEXT

1940 RETURN

1950 REM

1960 FORC=1TO0S1GOSUBLi980:NEXTIRETURN

1970 REM

1980 YU=USR(0):GOSUB3740:Ci=4:IFPAY3THENCi=-3

1990 LOCATE,CSRLIN+C1:ONDWNGOTO2040

2000 CE(4)=" “+LEFTS(LS(AX(PA,C,ZR) )+~ # 3):iCH(2)=" “4+
L2$CA%(PA,C,01))+” “iCE(B)=RIGHTS(” “+LS(A%L(PA,C, ZR))
,3)1G0T02020

2010 CH%(1)=CHR$(204)+CHRS(205) :CE(2)=CHRS (207 )+CHRS (20
6):CH(I)=CH(L)

2020 FORWL=1TO02:G0SUB3770tLOCATEPOB(2)+2%C~1 tPRINTCS (W
1) :SOUND7, 49:PLAY”L&4A” s NEXT

2030 RETURN

2040 REM

2050 FORX=04TOTR:TX(X)=ZR3INEXT

2040 FORX=01TOFR:T2%(X)=ZR tNEXT

2070 N9=ZR:R=ZR!Bi=ZRIB2=ZRiP{=ZRIP2=ZR:N=ZR:N{i=ZR :N2=
ZREN3=ZR1D0=ZR:D1=ZR3D2=ZR tD3=ZR : T3=ZR

2080 FORX=0iTOFWV
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2090 TX(AX(IL, X, ZR)I=TX(A%(IL X, ZR)I+04 s T2X (A% (11, X, 04
))=T2%X(AX(IL,X,01))+04

2100 NEXT

2140 FORX=01iTOFR

2420 IFT2%(X) )RTHENR=T2X(X):8i=X

2130 MEXT

2440 FORXi=01TO0%

2450 IFTX(X4)=ZRTHEN2220

2160 IFTX(X4)<)ZRTHENY=ZR

2470 FORX=01TOFR

2480 IFTX(Xi+X))>=04 THENU=V+01

2490 IFTZ(X4+X)<OLTHENR2240

2200 NEXT

5210 IFV=30RV=FRTHEN2230

2220 NEXT

5030 IFR=FVANDU=FRTHENEi=.5:B2=.8:N9=01 :N{=X1+FREN2=S1
:G0T02830

2240 FORJ=01{TOTR

2250 IFT%(.J)=FRTHEN2270

2260 NEXT:GOTO2300

2270 FORJi=0iTOTR

5280 IFT%(J4) =04 THEND2=J4:Bi=.51B2=.7 sNi=J:N9=2:60TC28

30
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2290

2300

2310

2330

2340

2350

2360

2370

2380

2390

2400

2440

2420

2430

NEXT

FORJ3=TRTOOLSTEF—~1

IFTXCJ3y=04THEN2330

NEXT
IFR=FUTHENNLi=J3:N9=FR:Bi=.31BE=.46:60T02830
FOR.JA4=04TOTR

IFTA(J4)=3THENT3=J4:G0T02370

NEXT

FORJS=TRTOOLSTEP 1
IFTH(JS5)=2THENP 1=)5:60T02400
NEXT:IFJS=ZRTHEN2430
FORJ6=(J5~01)TOOLSTEP~1
IFTX(J6)=2THENP2=J46:G0TO2430
NEXT

IFT3)ZRANDP £ YZRTHENNY=38Bi=.451B2=,75:Ni=J4iN2=J5

:GOTO2830

2440

30

2450

2460

2470

2480

2490

IFU=FRTHENN?=StNi=Xi+FRIN2=X{11Bi=.20:B2=.5:60T028

FORHi=0iTOTR
IFTAC(HL =01 THEN2480
NEXT

IFHL >)=TRTHEN2%40

FORHZ2=Hi+04TOTR
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2500 IFT%(H2)=04THEN2G20
2510 NEXT

2520 IFH2>=TRTHEN2T&0
2530 FORHI=HR2+0LTOTR
2540 IFTX(H3)=0iTHENZ2560

2550 NEXT

OTO2830

2570 IFP1)ZRANDP2)ZRTHEMND=7 sNi=P{ iN2=P2iD2=Hi:Bi=.10%
B2=.15:60T0Z830

2580 IFR{ATHENZ630

2390 FORH4H01T0?R

2600 IFT2%Z(H4)=0iTHENZ420

2610 NEXT

2620 IFR=FRANDM=01THENBi=.13D3=H4:60T02830
2630 IFVHB0RM=2THENZ27 30

2640 FORH?=04iTOXi-2

2650 IFTZ(HS)=0LTHEN2720

2660 NEXT

2670 IFXi)BTHENZ720

2680 FORHY=X{+FUTOTR

2690 IFTX(H?)=04THENZ2720

2700 NEXT
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2710 IFH9=1{4THENH?=Pi

2720 IFV=3ANDM=LANDXI(?ANDXL < JOLTHENBiL=.07:Di=H?:G0TO2
830

2730 IFPi<{O0iTHEN22750

2740 N?=8:D0=HL:Di=H2:D2=H3:Bi=P§".33%.04253:B2=5QR (P 1
Y% . 0Z2B:NiA=P1:G0TO2B30

2750 IFV=3ANLCHM=0LTHENBiL=.031Di=H?:G0TO0Z830

2760 FORJI=TRTOOLSETEP -1

2770 IFTXA(J3)=0iTHEN27?0

2780 NEXT

2790 FdRJ4=J3"OiT001STEP—i

2800 IFTZ(J43=0iTHEN2820

2810 NEXT

2820 Bi=ZR:B2=ZRINF=9:Ni=J3:N2=J4:60TO02820

2830 RETURNM

2840 REM

2850 IFFX(IL1)<{>ZRTHEN3040

2860 IFM=0iTHENBZ=B1i*i000

2870 IFM=2THENB7=B2x 1000

2880 IFM=0iANDB7=ZRANDMX(1i)>800ANDRND (5x3<{.05THENGOSU
B4300

2820 IFBLZ(IL)=04iTHENBZ=200+FNRV(100)

2900 IFBLZC(Ii)=2THENB7=250+FNRV(4100)
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2940 IFM=01iANDB7=ZRTHENGOSUB4240:G0T03060

2920 IFBLXZ(I1)>=3ANDB7=ZRTHENB7=240+FNRV(100)

2930 IFM=2ANDB7=ZRANDVX(Ii,7)<=2ANDRND(SX)».75THENB7=3
&0

2940 S7=B7/FV:iBB8=ZR:B7X(1i)=B7

2950 FORX=01iTOLi21B8=B8+RND(8SX) s NEXT

2960 B8=((BB-6)%57)+B7

2970 B8=INT(B8)

2980 IFB?=ZRANDMZ(Ii)<(=ZRTHENR®="Aqui esta $ i em moed
as”:PA=I1:GOSUB3470sMX(ZR ) =M% (ZR)+04 3B (14)=01:B9=01:0
0T03060

2990 IFB9=ZRANDBS)>MA(IL) THENBB8=MX(I1)

3000 IFB9)>ZRANDBB8-S7 )=BYANDBEOMXL(IL) THENB8=MZ(11)

3010 IFB9=ZRTHENRG=BE(FNRU(BN))+STRH(BB)iPA=I1{:G0SUB36
70:B9=B8:I8=11:A8=BB8:GOSUB3880:B%(11)=BB:B0TC3040

3020 IFB8-S7)=BYTHENRS=RS(FNRV(RN))I+S5TRE(BB) :PA=11:6G0S
UB3670:B9=BB2I8=11i:AR8=B8:6G0SUB2880:BX(I11)=BB81G0OTO3060

3030 IF(VU%(Ii,ZR){(=70RVX(I{i,FV) =L0)AND(MA>STIAND (RS=0
1) THENS7 =87+ (MA-8T) *FC

3040 IF(B8-S7<{=BYANDB8+57)B?IOR(VX(IL,ZR){(=EX)OR(M=01A
NDB9< 100} THENRS=""2PA=11:6G05UB3670sR$=5% (FNRV(SN)):608
UB3670:BX(I41)=B9:18=11:A8=B9:G05UB3880:G0T03060

3050 IFB8-S7(BYTHENPA=I{:R%="":G0SUB3670:6068UB4240:60T
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03040
3060 B9=INT(B9):RETURN

3070 REM

3080 R7=BY-B%(I1):187=B7%(I1i)/FV:BB=B/%(I41)

3090 $3=87:IF(VA(IL,ZR)(=20RVX(IL, FVU)>=10)AND(MAYST) AN
D(RS=01) THENS3=87+ (MA-~ST) ~FC

3100 IF(BB+83>=BP)ORCVL(IL,ZRI(=8X)OR(M=01ANDBP< 100> TH
ENPA=T{:RE=5%(FNRV(SN) ) 1G0SUB3670:BX (I 1) =BF:I8=T1:A8=R
7:GOSUB3880:60T03420

3140 IFBB+S7<BYTHENPA=I{:R$="":GOSUB3670:G0SUB42403GOT
03120

3120 WO=2:G0OSUB3500:RETURN

3130 GOSUB3S20:G0SUB3S5S0:R%="A mesa e’ de B7+STRS(ML(Z
RY):Li=1260SUB3B30:RS="Abaixen suas cartas”:ili=2:G05U
B3830

3140 FORX=01TOSX

3450 IFFX(X){>ZRTHEN3260

3160 N9=VX(X,ZR)

31470 RE=NG(N?) :GOTO3230

3180 IFN9=20RN9P=SXORNP=RBTHENRS=NS (N9 I+ “+L§ (YN (X FY))
:GOTOE230

3190 IFN9=010RNS=FUTHENRS=NS(N9):60T03230

3200 IFN?=30RN?=7THENRS=N% (N?)::60TO3230
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3290
3300
3310
3320
3330
3340
3350

3360

IEN9=FRTHENRE=NS (N?) :GOTO3230
IFN9=9THENR $=N% (N%?)

PA=X3608UB3670

IFF%Z(X){>ZRTHEN3260

PA=X:tDWN=0:GOBUBL1950

NEXT
ﬁmZR=ﬂiﬂZR=GﬂiU!NU=4=GOBUBBSQU=BOSUB3550
FORX=01TO8X

IFFZ(X) YZRORV% (X, ZR) YGTHEN3370
IFUZ(X,ZR)(GTHENB=UZ(X,ZR)=ﬁwx=GOT033?U
IFUZ(X,FU))UE(A,FU)THENQ$X=BOT0337D
IFUZ(X,FU)<UZ(Q,FU)THEN33?U
IFUZ(K,SK))UZ(Q,SX)THENﬂ=X=GOTO337D
IFUZ(X,SX)<UZ(Q,GX)THEN337U
IFUK(X,ZR)*?ANDUE(X,B)}UZ(Q,B)THENQ=XEGDT0337D

IFU%(X,ZR)uBTHENﬂiﬂUX(ﬁ,3)*169+U%(ﬁ,2;*13+UK(h,1)

=X1=UZ(X,3)*16?+UZ(Xﬁ2)*13+UZ(X,1)=IFXi}ﬁiTHENﬁ$X=GQTO

3370

3370

3380

NEXT

GOSUB3520:R$=L3% A+ pega a mesa de F+STRE(MACL

R))=L1=01=GOSUB3830=18=ﬁ=ﬁ8mZR"HZ(ZR)=BO$U83880

3390

3400

WO=2:6G0TO 3500

REM
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3410 PLAY”" 77 “T2SSLG4EDC”:1%="""23G0SUB3480
3420 I1S=INPUTH(1):A=ASC(IL%)

3430 IFA=BANDLENC(I®))>ZRTHENPRINTCHR®(A);:I%=MIDS(I1%, 1,
LEN(I®)>-01):60T03420

3440 IFA=TRTHEN3480

3450 IFLENCI$)=10THENPRINT””;:G0T03420

3460 IFA<4BORA>POTHEN3420

3470 I%=I9+I14%:PRINTIL%;::G0T03420

3480 PA=6IR3="":1608UB36702RETURN

3490 REM

3500 FORWL=1TOWO*4DDINEXTWI *RETURN

3510 REM

3520 R®="":1L1{=1:G05UB3830:L1{=2:G0SUB3830:RETURN
3530 RETURN

3540 REM

3550 FORPA=4TO6:R®="":2:60SUB3&70:sNEXTIRETURN
3540 REM

3570 I%="":GOSUB3640

3580 If%=INPUTH(1i):A=ABC(Ii%)

3590 IFA=8ANDLENC(IS) YOTHENPRINTCHR® (A 3 s I$=MIDS (IS, 1, L
EN(IS)—Oi)BGOTOSSBU

3600 IFA=TRTHEN3630

3610 IFLENCI®)=f0THENPRINT””;2G0T03530
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34620 IF(A{4BORA>S7)ANDIi%< > F“THEN3580

3630 IFAC)TRTHENI$=I%+I141$sPRINTIL%;:G0TO3580
3640 PA=6:RE="721G0SUB3670:RETURN

3650 REM

3660 REM

34670 GOSUB3740:FORWi=~2TO0:GOSUB3770:PRINT”
#INEXT2G0SUB37405R%=R%+"

3480 WO=12:IFWi+WOILEN(RS) THENWO=LEN(RS)-W{
3690 IFMIDS (RS, Wi+WO,1)<(>” “THENWO=WO-1:G0OTO3690
3700 GOSUB3770:LOCATEPOS(0)+7-WO/2:PRINTHIDS (RS, Wi, WO0)
tWi=Wi+WO

3710 IFWi=LEN(R%)THENGOSUB3770:RETURN

3720 IFMIDS(R%,Wi,1)<>” “THEN3480

3730 Wi=Wi+1i:6GOTO3710

3740 ONPABOTO03750,37%0,3750,3760,3760,3760
3750 LOCATE,3:RETURN

3760 LOCATE,17:RETURN

3770 ONPAGOTO3780,3790,3800,3800,37%0,3780
3780 LOCATEL:RETURN

3790 LOCATE14:RETURN

3800 LOCATE27:RETURN

38410 REM

3820 REM
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3830

3840

3850

3860

3870

3880

3690

3900

3910

3920

3930

LOCATEZ , 9+LisFORLA=2TOBBPRINT "z sNEXT
LOCATEZLi~-LEN(RS) /2:FRINTRD

RETURRN

REM

REM

MACIB)=MA(IB)—ABIMAL(ZR ) =Mu (ZR I +AB
IFFXC(IB)=ZRTHENRG="$%" " +8TRS(MX (I8 ) :G0OSUB321i0
RETURN

FA=1IB8:GOSUB3520:Ci=12IFPA>3THENCL=0
LOCATE , CSRLIN+CH

GOSUB3770:L.OCATEPOSCO) +1 sPRINT” “22GOSUB

3770:L0CATEPCS (D) +7-LEN(RB ) /2:PRINTRESPLAY/Y, " T255L640

DEF”:RETURN

39240

3950

3960

3970

3980

3990

4000

4010

4020

REM

FORPA=04TOSX1G0SUB3?60NEXTERETURMN
IFFXZC(PAY=ZRANDDWNC >~ L THENRETURN
GOoSUB3740:Ci=4:IFPA>3THENCi=~3

LOCATE ,CSRLIN+CL:FORWiI=0TOL:GOSUB37702PRINT”
YINEXTERETURN
ONPAGOT04000,4000,4000,4010,40410,4010

LOCATE , O+VY::VUY=02RETURN

LOCATE,22:RETURN

REM
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4030 FORPA={TOSX:IFDWN( ) ~FFANDFX(PA)=ZRTHEN4110

4040 IFFX(PA)I=2THENC®(1)=" “3CR(2)=CH(1):CH
(3)=C%{1 ) IFPA{ATHENVY=1

40150 GOSUBZYSD:IFPACATHENGOSUB37 70sPRINTC® (1)

40460 FORWi=1TO3:GOSUB3770:PRINTCS®(2);NEXT

4070 IFPAX3THENGOSUB3770:zPRINTCS(3)y

4080 IFF%(PA)=2THEN4110

4090 IB=PA:AB=0:1G0SUB3B880:G05UB39%0:Ci=2:L1=2:IFFPA)3TH
ENCi=3:LI=24

4100 LGEﬁTE,LI—E:EGEUB37?0:LQEQTEPQEtD?+F*LEN{L35{Pﬁ)J
J2IPRINTL3%(PA) ; sBEEF

4110 NEXTPASRETURN

4120 REM

4130 BY=VALCIS®)

4140 IFB9=ZRTHEMNH=NH-01i:FX(SX)=01:60SUB3950:60T04180
4150 IFB?>1i000THENGOSUB3S20:RE=Mi%:L1=01:605UB3630:W0=
2:60SUB3500:L1=9:G0T04180

4160 IFBYIMYX(SX)ANDBS< »iTHENGOSUB3520:RE=M2%:L1=01260S
UB3B30:W0=3:G0SUB3500:L1=2:60T04180

4170 1B8=SX:AB=B?:G0SUB3BBO:BX(SX)=B9

4i80 RETURN

4190 REH

4200 IFR1+B%>i000THENGOSUE3S20:RS=M1%:L4=01:608UB3830:
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Wo=2:G0SUB3500:Li=?:G0T04230

4210 IFRi1+B9)MX(SX)THENGOSUB3520:R3=M2%:L1=01:=605UB3R3
O:WO=2:6G08UB3500:L1=9:G0T04230

4220 B9=R1+B?:BX(SX)=B?:]8=8SXtAB=BY:GOSUB3880

4230 RETURN

4240 RE=FS(FNRV(FD)):PA=I11:00SUB3&670:F%(I14)=01:B%(Ii)=
ZRENH=NH-01 :GOSUB3%40=2RETURMN

4250 REM

42460 GOSUB35Z20:G60S5UB3ISS0D

4270 R%="0br igado pelo jogo!” :Li=01:G05UB3830

4280 R$=”ﬂ;andu quiser, estaremos aquil”:Li=2:605U8383
D:W0=4:=G08SUB3S00:60T04280

4290 REM

4300 X=ZR:IFRND{-TIME){.iTHENX=01

4310 IFX=0fTHENBLX(IL)=2:VX(I4,67)=ZR:B7=120+FNRV(i00)
4320 IFX=ZRTHEMBLX(I{i)=0fVX(I14 7)=21VX(14,04)=A%(I14,601
JIR)EVX(IL ,2)=A% (14,2 ,ZR)1B7=1204FNRV(100)

4330 RETURN

4340 DATA2,3,4,5,6,7,8,9,98,J,8,K,A

4350 DATAMarli,Beto,Balo,Mar io,Carlos

4360 DATAStraight flush,Guadra,Full hand,Flush,Sequenc
ia,Trinca,Dois pares,Par, Nada

4370 DATAVou apostar %§,Esta maoc wvale §,Vou para §,E
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i aposto %,Vou tentar &

4380 DATAEston nessa,Verei essa,Vejo,Conte comigo,En

fico,Certo,%em proble- ma,Vou em frente

4390 DATA Vou subir para $,Aumento p/ %, jogo $,Ponho
isso em %

4400 DATAEstou fora!,Desisto!,Tchau! Espero a proxima!

,Nao conte comigo!,Sem chance! Vou para casa! Droga de
cartas!,Que cartas ruins!l

4410 DATA200,0,20,70,¥8,8,20,20,70

4420 DATA201,0,20,20,70,f8,70,20,20

4430 DATAZ202,0,20,20,f8,a8,20,20,70

4440 DATA203,0,0,50,f8,f8,70,20,20

4450 DATA346,3,53,78B,D3,73,58B,F3,53

44460 DATA204,7c,44,54,54,6c,68,74,6cC

4470 DATA205,f8,88,a8,a8,d8,568,b8,d8

4480 DATAZ204,d8,b8,58,d8,a8,a8,88,8

4490 DATA207 ,6c,74,68,6c,54,54,44,7¢C

4500 DATAG4,93,AB,AB,AB,AB,AB,93,3



CAPITULO

TREM MALUCO

Referéncias

Nivel de compreensdo do programa pelo usudrio: DIFICIL.
Tipo de jogo: LOGICA e AGILIDADE.
Dificuldade do jogo: DIFICIL.

O jogo
O trem estd prestes a descarrilhar, ou entdo uma ou outra locomotiva vai se chocar com ele!

Se voce for 4gil e calmo, conseguird salvd-lo do desastre!
O objetivo do jogo € passar por todas as estagdes de passageiros, mas serd necessirio con-

trolar os ramais ferrovidrios para colocar seu trem no trilho certo e, a0 mesmo tempo, evitar
colisdes com outros trens que se deslocam pelos trilhos constantemente.
Fita K-7
Para armazenar: depois de digitar o programa, salve-o em fita com o comando:
CSAVE"TREM" <«

FPara recuperar: para recuperar o programa da fita, digite:

CLOAD"TREM"

96
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Disquete

Para armazenar; depois de digitar o programa, salve-o em disquete com o comando:
SAVE"TREM.BAS™ J

Fara recuperar: para recuperar o programa do disquete digite:

LOAD"TREM.BAS™ +!

Como jogar

Digite RUN e « ou pressione a tecla F5.
0 jogo inicia com um pedido para pressionar a tecla de espago. Ao mesmo tempo ¢ visualizado
o melhor placar do jogo, que neste comego possui valor zero.

O quadro seguinte contém as seguintes informages:

SCORE: quantos pontos vocé tem até o presente momento da partida.
TRENS: o nimero de trens (vidas) disponiveis,
STAGE: nivel de dificuldade.

STATION: nimero de estagbes pelas quais vocé deve passar com seu trem para encerrar o nivel
atual e passar para o seguinte,

ApOs uma pausa, a lela de jogo ¢ desenhada. Nela estd construida uma rede ferrovidria,
por onde estdo distribuidas as estagGes.

Observe o quadrado intermitente no canto esquerdo superior da tela. Ele indica o ponto
onde queremos modificar os ramais ferrovidrios, porédm estes pontos de mudanga sfo determi-
nados: apenas alguns vértices da ferrovia podem ser alterados.

Por exemplo, na primeira ferrovia do jogo, experimente deslocar o quadrado duas casas
para baixo, pressionando a tecla de movimentagio do cursor (4) “para baixo™ duas vezes.

Para mudar o ramal, pressione a tecla de espago e observe: o ramal é modificado e a locomo-
tiva sofre um acidente, caindo num “fim de linha™.

Seu objetivo ¢, utilizando as teclas de movimentagdo de cursor (+, -, 1, {), manipular os
ramais para que o trem prelo passe por todas as estaghes. Evite também as colisbes com os
outros trens.

Continue jogando; o préprio jogo se explicard!
Para interromper o jogo, pressione CTRL + STOP,

i0 REH -- Trem Maluco

20 REMH
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30 CLEARGDD,&HDFFF:DEFIHTH*E=DIHP$#1,1Bh,Hﬂo,B},X(i),T
(43 ,DC4) ,PCié)

40 SCREENI .2, 03COLORIS . {,itWIDTH2YaKEYOFFICLS

S0 GOsSUBi290

60 ON INTERURLHiﬁGDﬁUBiEiU=GNSTRIGGOBUBBBDTBBD,BBO

70 GOSUBiY?0

80 SCl=0:M=~feL=S1M =0

?0 M=(M+1)AND

100 M1=Hi+i=IFHi)32THEHH~1

110 M2=(Mi-1)\22IFM2)i5THENM2=1S

120 GOSUB1230:G0OSUBi120

130 X=49:Y=24:X(0)=438Y(0)=32X(§s=2887(4)=i1

140 D(G)=6=D(i)=D=PUTSPRITE1,(X(U)i&“d,Y(O)*B*4J,6,0(0
YIIFHTHENPUTSPRITEZ, (X(1)%8, Y(i)*8) ,6,D(i)

150 D=6:PUTSPRITED, (X#8-2 Y®#8-8),1.D

i60 PUTSPRITE3,(28,19),8, 8

i70 XS=0=YS=0=POKE&HEOEE,D=POKE&HEDEF,D=UPOHE&H2010,&H
80

180 LOCﬂTEQ,i=PRINT””SPE(R&)=LOCﬁTE2,23=PPIHT”“SPC(2
4)IFORI=3T0225TEP3=UPOKE&H1802+I*32,32=UPDKE&H181E+I,3
2ENEXT

i%0 LOCQTED,S=PRINT””=LOCﬁTEQB,3=PRIHT””;

=00 SOUND?,12:S0UNDL0, 11 *SOUNDY  &H388POKERHEDAS, 031 GGSY
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e

Bi2i0: INTERVALONISTRIG(S)ON

240

220 XS=PEEK (&HEOEE):YS=PEEK (AHEOEF)1PUTSPRITE3 (XB=»24+

REM Principal

28, Y5%24419),9

230

240 XS=PEEK(&HEOQEE) : (S=PEEK ( &HEQEF *2PUTSPRITE3, (XE#*24+

GOSUB240:Z=USR<(5)

28, YE%24+19) B

250

240

330

340

350

340

370

380

370

400

FORI=0TOM:GOSUBS?0:Z=USR(S) INEXT:60TO0210
REM

Y=UPEEK ( &H1 800+ X+ Y#32 AND31 :DX=0:DY=0
ONDGOTO340, 340,410,430, 480,500,550
IFY=00RV=1i00RV=4STHENi1150
IFU=4THEND=1:DX=1:DY=1:60T0570
IFY=17THEND=71DX=-5:0Y==-5:G0T0S70
IFV=24THENPA=1:GOSUBL1030
DX=-48Y=Y-13G0TOS70
IFVU=ATHEND=21DX=-4:DY==13X=x+1:GOTOS/ 0
D=0:7=7-4:0X=~18DY=~4:1GOTOS70
IFVU=00RV=40RV=10THEN1150

IFV=1iSTHEND=1 tDX=-5:01=-73G0TOS70
IFV=17 THEND=3:DX==7:DY=2:60TOS70
IFY=24THENPA=2:GOSUB1030

DX=—B:tDY=—1:X=X+1:B0TOS570
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430

440

450

460

470

480

IFY={ 7 THEND=4:DX=~7tDY==4 Y=Y+ 260TOS70
D=2iX=X+1:DX=~4:DY=-1360TOS70
IFV=00RV={70RV=4THENL 150
IFVU=40THEND=3:DE{=~1:DY=-0260T0O570
IFV=1iSTHEND=5:DX=~i0:DY=~10:G0TOS70
IFU=24THENPA=1 :GOSUBL1030
DX=-7tDY=-108Y=Y+4:GOTOS70
IFU=4THEND=4:DX=-73DY=-78Y=Y+1 :GOTOS570
DX=-3:DY=-8iD=62XmX~12:G0TOS70
IFV=00RV=1%50RV=47 THEN1 150
IFV=4THEND=5:DX=~3:DY==5:G0T0S70
IFU=10THEND=7 s DX=2:DY=-R1G0OTO570
IFV=24THENP a=2:GOSUB 1030
DXe2iDY=-83x=X~-1360TOS570)
IFU=10THEND=0IDY=~43 Y=Y -1 3G0TOS70
Di=6iDX=-3DY=-§2 Xa)~4

PUTSPRITED, (X*#8+DX, Yy*8+DY ), ,DIFORI=0TOMIIF X=X (1 AN

DY=Y(I»THENL150ELSENEXT

S80

590

600

610

620

RETURN

U=UPEEK (&HL8O00+X (T +Y (L) #32)aND31iDX=03D7=1)
ONDCI)GOTOA50,4670,740,730,7270,7%0,830
IFV=00RV=100RV=15THEN?70

IFV=4THEND (T)=isDX=4:DY=12G0T0BG0



Trem maluco

101

630
640
650
660
670
680
620
700
710
720
730

740

760
770
780
790
BO0
810
820
830
840

850

IFVY=§ 7 THEND (I )=7 iDX=~53DY=-5:60T0850
DX==-43Y(I)=Y(I)~-12GOTOBL0

IFV=4THEND (I)=2sX(I)=X(1)+1:DX=~4:DY=~1160T08B50
DI =0sY(I)=Y(I)=1:DX=~120Y==43G0TOH50
IFV=00RU=40RV=10THEN?70
IFVU={S5THEND (I =4 :DX==5:D7=~7 :GOTOBL0
IFV={7THEND 1) =3:DX=~-7:DY=2:G0OTOB50
DX=-8iDY=-4 X (I)=X(I)+i:GOTOBI0
IFV={7THEND(I)=4:Y (1))=Y (I)+1i3DX=~-7:DY=~4:60T08%50
D(I)=2eX(1)=X(1)+iaDXa-4:iDY=~1:60TCB30
IFV=00RV=170RV=4THENY70
IFV={0THEND(T)=3:DX=~1:DY=~5:G0TOBL0
IFY=1STHEND (I )=S1DX=~40tDY=~10:60TOB50
DY=—-40:DX==7 Y (I)=Y([)+i:GOTOBS0

IFV=4THEND (I )=48Y (I)=Y(I)+1iiDX=~72DY==~7260T0850
D(Id=63X(I)=X(l)~1sDX==3sDY=-8:G0T0850
IFY=0C0RY=150RV=17THENS 70
IFV=4THEND (1) =5:DX=-3:DY=-53G0TOBOO

IFY=i0THEND (I)=72Dx=28DY=-2:60T03350
DY=-8sD¥=2sX(I)=X(1)=43G0TOBS0
iFU=iDTHEND(I):G=Y(I)=Y(IJ—i:DY=“6=GOTGBSD
DX=-3:DY=-B8:D(I)=6sX(I)=X(I)~1

PUTSPRITEI+i  (X(I)*8+DX,Y(I)*8+DY),  DCI)
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8460 FORJ=0OTOM: IFX=X( JrAaMDY=Y i JITHENL1SO0ELSENEXT
870 RETURH
280 REM
820 PM=M(YS_ XS)IFPM<BORFMILSTHENRETURN
200 STRIG(S)IOFF:30UNDL ,S5:50UMDL2 , 2:S0UNDE . 162 50UMNNI3, 0
210 JIFPH=BTHEMPC=1%:G0T0®S0
920 IFPM=1STHENPC=8:G0T0950
P30 IFPMCL2THENPC=PM+3:G0T0950
40 PC=PM—-3
950 LOCATEXS*3+1, YS#342:1PRINTPHC(2E+YSIMODZ, PC)sMI(S, X
S)=pPC
P60 SOUNDL  i:STRIG(S)ONZRETURN
970 REM
780 OND(INGOTOE50.4000,850,1010,850,1020
90 D(IX=4:Y (I =Y (I +i:G0TOBB0
1000 DI =463 X L)=X(1)~12BCTOB50
1010 DCI)=0:Y (I )=Y(I)~-12G0OTOBS0
1020 D(I)=2:X(I)=X(I)+1:60T0850
1030 REM
040 SOUNDL2, 9:S0UNDS,. i4:SO0UNDI . 0sSOUNDO, i00:S0UNDL3 . 4
1030 SCI1=8C1+90+Mi*i0:8TRIG(S)IOFF:LOCATELD,O*PRINTSC! &
LOCATEX-3,Y-iPRINTPS( (X \3+Y\3)MOD2_.PA)ISTRIG(S) UM

1060 P(M2)=P(M2)—1:IFP(M2){iTHENL1DS8O
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1070 RETURN

i080 REM

{090 STRIB(S)OFF:FORA=0TO3000:NE:Tt INTERVALOFFIBEEPiPL
AY mPU00t132s11é60cBeqgeBeyolvibecd4sca”  "n?000t 132s18039r
BoviSg4=94” “m?000t1321803screcrBvibcdscs

1100 IFPLAY(O:THEW1100

1140 GOTORO

1120 REH

1130 FORI=0TOosFORJ=0TOB:LOCATE J*3+1i ,  I*3+2:FRINTF&((I+
JIHODZ2 M(I,J) ) FNEXT = NEXT

1140 RETURM

1150 REM

11460 STRIG(S)OFF :SOUND1 . 5:SOUNDL2, 251S0UNDS 16

1170 FORI=0TOi4:PUTSPRITED, ( x%#8-4,7#8-4)  (1ANDi)»7+1 1
AND7 1 SOUNDOD, I#44AND2SS:FORI=0TO40INEXT1S0UML1 3, O NEXT

1i80 L=L-1:IFL{OTHENZ2160

1190 LOCATEZs . 0sPRINTL

i200 INTERVALOFF:=BEEP:GOTO130

1210 REM Musica

1220 Z=USR1(0):FORW=0TO20-H=*203MEXT:RETURN

1230 REH

1240 FORI=0TO20:PUTSFRITEI (0 209):ME.T

1250 CLS:LOCATES ,O:PRINT“SCORE"SC! :LOCATEZ2L  OsPRINT TR
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ENS”L

12460 GOSUBZ22410

1270 LOCATELD, 7 :PRINT/STHGE HitLOCATELQ,.RIFRINT“STATIO
NP (M2 )

1280 FORW=0DTOS000:NEXT*RETURN

1290 REM

1300 REMFORI=ZHiBOTO&H700:VFOKEL YPEEK (I ORYPEEK <L)/ 24
NEXT

1310 LOCATES, 10:PRINT™ AGUARDE

1320 DATADGDZiF3F3FiF 070707071 F3¢3F4F07 05000 efac0F04
Ocd4fcfocccccefofel4

1330 DATACQO3NF0703B377¢ 7 f 31 7+ feSc0el703032070e 0T 0FB84 8¢
ceee/B2c070e0cDBO0O0

1340 DATAOOOOIB3c3cFfFH+7F7F 7463637 FFF00000000LBIC S ffe
ffefefeocbcOeBela OO

1350 DATAD4De070Fif34F7e3773d4190B80001030400c0ee0cler
efefcfeff7atDcOB0O0O

1360 DATAR203f3F3333333F34230F0F037+7f030060e0F8F ctcfe
Oelelelf8FfcfefBesD

1370 DATAOOD103070eN341e7773F4F1F0F07004c0c0e0 0307 F ¢
efcfefeecc0e0e0cO00

1380 DATADO30313036367 7 ¥ 7+ 3¢3ca 8000000001 fFec oot

efefeffff3c3ciBOO00
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1390 DATADDDI03075eff7f3Ff7F7¢37030707030080c080001078b
ceec7effoefBi 007020

1400 DATAFF++c0c0clc0c0c0c0cOcOcOcOcOfFFFFFFFFO20303030
303030303030303FFFF

1440 FOR1=0TOB:READAS:BE=""EtFORJ=0TO31:B5=BS+CHRE VAL
“Bh+MIDS (A%, J*2+4 . 2) ) ) sHEXT:SPRITES (1 »=BStNEXT

1420 REM

1430 DATALS, 255, 46,666,064 ,205,060,66,34,255,34,34,34,34,
255,34 &4 ,2595,446,.90,90,.4646,2595 4o

1440 DATAD,0.4,3,3,37,24,206,68,95,100,1i64,36,36,1%1 ,16
4.19,32,225,93,467 ,66,2585,466,224,192,32,0,192.0,0,0
1450 DATA&e ., 66,295, 06,66.63,224,1%,0,0,0,0,0,1i460,200,2
00,28,24,37,3,3,4,0,0,186,143,18,18,1446.98,63,34

1460 DATAD.0,0,3.0,4,3.7.66,255,66,194,186,135,4,200,3
7,2%93,34,346,37,36,250,34,54,24,164,192,192,32,0,0

1470 DATA&B 2%2,70,73,72,72,241,93,0,0,32,192,1%2,1064,
24 .56,1%9,1%,5,0,0,0,0,0,200,7,2%2,60,646,2355,66,664

1480 DATALD,64,105,129,165,153,66,40

1490 FORI=&HAO0TO&HAD7 :VUPOKEI ,O:VPOKEL+256,08NEXT

1500 RESTORE14201FORI=8H&0BTORHLIF sREADAIVPOKEI .AsVPOK
EI+2564 , ASNEXTEFORI=0TOZ *READASVPOKE&HACO+] A VPOKEEH?T
O+1 AzNEXT

1510 FORI=&H20iBTORH201inIUPOKEL _&H1S:VPOKEL+4 &H1AENEX
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T2UPOKE&H204LB , &HL1 9 VP OKE&HZ0OLF , &HL®
1520 DATACOCOCOCOCOCOCOCOCO

1530 DATaACOCLICOCOCiICOCOCiCO

1540 DaTACOCOCOC2C2C2C0C0C0

1550 DATACOCiCOC2C3C2C0C4C0

1560 DATACOCOCOCOCACSCOCSHC”

1570 DATACOCBCYCOCACBCOCOCO

1580 DATACCCDCOCECFCOCOCOCO

1590 DATACOCOCODODLCOD2D3CO

1600 DATACOCOCOCR2C4CSCOCHCT

1610 DATACOCHBCPCOCACBLOCLCO

1620 DATACCCDCOCECFC2C0COCD

1630 DATACOCLCODODiCOD2D3CO

1640 DATACOCLCOCOCACSCOCHCT

1650 DATACOCBCPCZLACBCOCOCO

1660 DATACCCDCOCECFCOCOCLICO

1670 DATACOCOCODODLC2D203CD

1680 DaTACOCOCOC2DBCZCOCOCO

1690 DATACOCiCOCODSBCOCOCIiCO

1700 K$=CHRE(31)+STRINGS(3,2%)

1710 FORI=0TOi7:A%="":READLSS:FORLS=1T0iBSTEPREAS=AS+(
HRS (VAL ("&h”+MIDS(LSS,LS,2)) ) sNEXTEBS=""I1CS="“1FORJ=0T

02:B8=BS+MIDB(AS, J%3+1 , 3)+KS*NEXTSPS(0, I)=LEFT$(B%,17)
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1720 FORJ=1iTO9:CH=CE+CHRE(ASC(MIDS(AS,J, 1)) +32)NEXT3D
§=7* 3 FORI=0TO28D%=D+MIDS(CS, In3+1,3)+KBsNEXTEPS (L, 1) =
LEFTS (D%, 47) s NEXT

1730 REM

1740 DﬁTﬁ24,24,24,255,255,126,60,24,24,60,iaé,255,255,
24,24, 24

1750 DATAZ4,28,30,25%,255%,30,268,24,24,56,120,255,255.1
20,56, 24

1760 RESTOREL740:FORI=0T0O34 :READAIVPOKE&H400+I ASNEXT
1770 REM Data Musica

1780 DQTQO,D,&Q,i,28,1,233,0,23?,0,213,0,iB?,Q,i??,U
i790 DﬁTﬁiBé,3,82,3,245,2,203,2,125,2,55,2,250,1,221,1
367,5,101,3%

£800 DATA444141456666444477074455666666602223434211014
444466676465544444400

1810 DATA“Bi{:1B:(e8e B Pp=D=,=7=Bi(EB2 3 g=?=( QaABIC
CERGAERE L RAVES: TR : LR

1820 RESTOREiL7703FORI=0TO348TEP21READOL  022POKE&HEDBU+
[,04sPOKEEHEOBL+I , O2ENEXT

1830 READASIFORI=0T063:POKEEHEOOU+I ASC(MIDS(AD I+1,1)
) -4y s NEXT

1840 READA%IFOR1=0T0&3:POKEZHED4U+I ASCLMIDS (A, I+1 1)

1=4B8ENEXT
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1850 DATA3a,a%.e0,3c,es,3fF,32,a5,¢0,+45,21,00,€0,85,6F,
7e,21,80,e0,87,85,6F,5€,23,56,3e,02,cd,93,00

1860 DATA3c,%a,cd,?3,00,¢1,24,40,e0,85,0f,7€¢,87,21,80,
e0,85,6f,5¢,23,%56,3e,04,cd,?3,00,3¢,%a,cd,?3,00,c?,00,
00

1870 DATA23,23,7¢,cd,d5,00,b7,c8,5,21,24,18,3a,¢ee,¢0,
47,07 ,80,%5,89,6F,8e,20,cd,4d 00,21, ¢4, 12 ,¢1,80,0f, Je,
20,cd,4d,00,3a,ef,€0,3c,11,60,00,47,21.02,18,49,10,+d,
36,20, cd.4d,.00,41 ;. 4c D0, 1%, 6d,4d .00, +4

1880 DﬁTHBd,&U,DS,cd,da,ei,jH,BF,Bd,EU,OB,cd,da,Ei,cd,
af,ei, i6,34,3d,20,0% , cd,af,ei 18,2c,3d,20,08,cd,af, el

1890 DATAcd,ce,ei 18, 21 ,3d,20,0% ¢d,cc,ei i8,4%,3d, 20,
08,cd,bd,ei,cd,ce,el, iB, 0e, 3d,20,05%,cd, bd. ei1,18,06,cd,
bd,ei,cd,da.ei,3a,ee,e0

1900 DATARL,24.18,47 .07.80,f5,85,4F,3¢,80,cd . a4d,00,24,
€e4,1ia,.11,89,6F,3e,81 ,cd, 4d 00, da,ef,e0,3c,i1,60,00.47,
24,02,18,19,410,fd,3¢,82,cd,4d .00

1210 DATALL , 4, 00,19 ,3¢c,cd,4d,00,c?,+5, 210 ,ee.e0,7e, 3¢,
fe,09,20,01i,af,77,f1,c®,f5 24, ,ee,e0,7e, 3d,fe,ff 20,02,
3e,08,77,f1,c?

17220 DATATS .21 ,ef,e0.7e,3c ,fe, 07,20, 0%, 8¢, 7278, FLl;c?,£5;
2i,ef,el0,7e,3d,te, £+ ,20,02,3e. 06,77 ,F1,c®

1930 DEFUSRiA=&HEUBORDREFUSRO=&HEOFOFOR [=&HEOBOTORHE LES



Trem maluco 109

PREADASIPOKET VAL (7 &H +A% ) sNEXT

1940 DﬁTﬁBDcDeD#D?SFcFefF,¥F€chF8FﬂaDcU80,fFFFFFFFFFF
FFFFF,0L03070F443¢74 44

1950 UﬁTﬁFF?#BFiFUFU?UBDi,%eFeTefeFaFefafe,80402010080
40201, fFffefdfbf7e3c180

1960 DﬁTﬁUO#ueQeieieie?Fc,DDiBBcaée?e?e?e?,OD#EBB38383
83638, 00F0eDe0e0elelel

1970 DﬁTﬁfDFUeBe6€4e¢e?00,e?e?e?ffe?e?e?ﬂﬂ,38383838383
600, c0e0e0e0eleifFO0

ieago FORIwDTOiﬂ=REﬁDH$:FGRJ%GTG?:UPGKE&HﬁBD+1*8+J,UALt
CEHAMIDBCAS, JR2+1, 21 ) sNEXTENEATARETURN

1990 REM Demonstracao

2000 CLS

2010 RESTOREZ1L 40

2020 FOR [=0T04:READAS S FOR=1 TOBILOCATE J®3—)  I#3+93PKIN
TPG((I+J)MOD2, VAL (riTDh (A, J, 1) 2 0 p $HEXT i NEXT

2030 WxieotY=22i0=63PUTSPRITEQ ., (X*8-4, (*8-8),1,0D

20410 XRG)316=T(DJﬂiD=Dtﬂ?=2=PUTSPRITEi,(R(UJ*B‘ii,Y(G)
#B-1) &, ,D(0)

2050 FORI=DTO6:LOCATES, i3+ tPRINTEPC(16) INELT

=060 POKE&HEUQS,U:SOUHD?,1$=SOUN010,12=BOUNQ?,&H38=GOS
UBLi2408 INTERUALON

2070 LOCATES,14:PRINT " Tecle espaco” tLOUATEB, 1 6sPRINT m
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aior placar”:sLOCATELZ,i8ePRINTHS!

2080 GOSUB240:I=0:G05UBSS0

2090 FORI=0OTO®:IFSTRIG(OITHENS=02G0TOZ130

2100 IFSTRIGCLITHENS=1:1560T024 30

2410 IFSTRIGCR) THENS=25G0TOR2130

2120 NEXTAC=RNDC(i)#*i5+1i:UPOKE&H2016, . C*i6260T02080
2130 BEEP:CL8: INTERVALOFF*RETURN

2140 DATA42222227 .1.0000001 , 100000041 ,10000001 52222226
2150 GOTO21%50

2160 REM Fim do Jogo

2170 FORI=0TOZ2:LOCATER . 40+13PRINTSPC(Lii)*NEXTILOCATE®S
L113PRINT”GAME OVER”:FORI=0TO3000:NEXT

2180 M=0:PUTSPRITEQ, (0_.208):BEEP: INTERVALOFF:GOSUB2210
FPUTSPRITER, (0,208)

2190 CLS:IFSCIIHS I THENHS | =5C!

2200 CLS:GOSUBLR90:GOTOB0

2210 REM Data Ferrovia

2220 DATAD41615020202020807 . 010004000004020601 . 1202030
21603020704 ,010012020214000447 ,17000100000410004104,0100
05024 406000104 ,050202020202021006,5

2230 DATAO41645020202080207,040001000000470004,0400040
00402060001 ,0104100203146070004,041700000502110004 ,0401

00000000040001 ,050302020202101606,5
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2240 DATAO415080202446021507,04040545161507470i.1747000
507010%4101,010502020306040601 , 010402020600010001,0101
04021602110017,0%51013020202100206. 7

2250 DATAD4A0B14020202070407 ,04i7040808140311i01,01 12064
70100470404 ,011700050600120601,0i0104081508100701,4712
110502i0070117 ,0506050202020560506, 9

2260 DATAD41502160202081607,010908160700010411.0117010
0420203111i7,170005020302410i01,040104020314061701 ,0906
0400050207051 4, 05161 2020202101606, 10

2270 DATADA0Z1S021402020807 , 120803160207 001701, 1701051
54503070417 ,050316020340030601,040302150302110001.1705
16060516030701 ,050202020202060506, 10

2260 DATAD41615020216070407 . 040017041602001701 0902030
30704024402,1700051 11747004701, 120216050303020604 . 1704
16060513081611,051316020202101605,.15

2290 DATADA0215020214150207, 010403141502060411 , 1701010
00507040601 ,0101090216032030701 , 12060%5i60203040101 . £202
16020206000401 ,0502020202024461 306, 7

2300 DATAD41508020202070407,471747040202101101 . 1206090

30700041101 ,010047170507470404,421610131513061704,4704
1516101607014 7,050605020202401006,12
2310 DATAD4UZ216020202020700,1214151460700090307 , 17000914

60302140417 ,050603164046060401,0404605024602021401, 4700
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0402021602031 ,0%021 3020202160600, 12
2320 DﬁTﬁU4U?D40216021“080T,UiDlDSU?UQibUBUéDi,UiUﬁDED
30315060001 i7D4Umtii7UJiuU7i“ 0i0502030316021404, i 202
16060502020604 . 050202020202020206, 08
330 DATAD41502021402070407,1701041608020304014 , D10%030
7050?050701,1202060i00010017i7,iEUEiSOSGEUSDBDéUJ,i?DD
17051606010001, 0502160202024 30206, 08
2340 DﬁTﬁ04i50202&2020?040?,01i?ﬂﬂﬂﬁiéﬂ&&ﬁﬂéﬂlri?Dﬁiﬂi
61508030?01,0?0&0?000101171?01,U?iéDBOEUéDiiQUéUi,OiDﬂ
03021610030?01,DSU&U?OQOQDEDQDSU&,G?

350 DATAD4OZ0B02i602080207 . 090203020704030241 . LOR02031
50303130701,090&031&030&00011?,U?iéUéD403160£UéDi,0104
U2060516020214,051302020202020206,07
2360 DATQU#OQiSOBDQUEiSiéG?,1?04030216U21404i4,1211050
70402060401 ,010516400302161401 FO050208020316150601 ,0416
03020600010017,050213020202130206,GB
2370 DQT9040215020216081603,i?00050?040210080?r0104160
303020?01i?,OSOBU?Dii?ODDiDiUi,ﬂ41311010302ﬂ31014,1?00
01051605110001,050213020202101406,0?

2380 RESTORE2210:IFM2THENFORK=1TOM2:FORT = 0TO04 tREADAS EN
EXT:READASNEXT
2390 FORI=OTO&=REQDQ$=FORJ=DTOB=H(I,J)=UAL(MID${Q$,J*a

+1,2)) ENEXTJ, I8READP (M2 s SRETURN



CAPITULO

CAPLE

Referéncias

Nivel de compreensdo do programa pelo usudrio: DIFICIL.
Tipo de jogo: AGILIDADE e INTELIGENCIA.
Dificuldade do jogo: MEDIANA.

O jogo

Vocé controla o CAPLE, um monstrinho verde que passeia pelo labirinto. O CAPLE deve,
pulando e andando pelas paredes, empurrar o ZOING (outro monstrinho) até a safda (OUT).

Fita K-7
Para armazenar: depois de digitar o programa, salve-o em fita com o comando:
CSAVE"CAPLE" «

Para recuperar: para recuperar o programa da fita, digite:

CLOAD"CAPLE" «!

113
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Disquete

Fara armazenar: depois de digitar o programa, salve-o em disquete com o comando:
SAVE"CAPLE.BAS" <

Para recuperar: para recuperar o programa do disquete digite:

LOAD"'CAPLE.BAS" <J

Como jogar

Digite RUN e <« ou pressione a tecla F5.

Vocé deve utilizar duas teclas de movimentagdo de cursor para controlar o CAPLE: a (<)
para mové-lo “para a esquerda™ e a (—) para mové-lo “para a direita”.

Seu objetivo é movimentar o CAPLE de tal forma que ele guie 0 ZOING para a posigio
OUT (saida) do labirinto. Para tanto, vocé pode bloquear o caminho do ZOING, carregd-lo nas
costas etc.

O ZOING n4o pode cair em buracos, pois daf ele ndo saird jamais ...

Quando esta iltima situagdo ocorrer e o jogo estacionar no mesmo movimento do ZOING,
vocé deverd pressionar a tecla ESC (de escapar). Vocé tem, ainda, um mimero médximo de vezes
em que € permitido pressionar a tecla ESC, quando entdo seu jogo terminard.

A melhor receita para aprender a jogar o CAPLE é “ficar jogando”. Conforme vocé vai
avan¢ando no jogo cada nivel apresentard uma dificuldade a mais, que serd descoberta com
inteligéncia. Experimente!

Para iniciar o jogo, pressione a barra de espago; para encerrar pressione CTRL + STOP.

10 REM -— Caple

20 7

30 7

40 CLS:CLEARSO0:GOSUB4710

50 DEFINTA-Z:DIMM(i&, 23 tHL=082%="VT"
60 NO%$=" CAPLE “3RESTORE

70 ONSTOPGOSUBAS40:8TOPON

B0 LE=ifCA=5:1AC=0
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90 5%="36000000000000F BODOFOF

£00 SDE="H05040354050707 0007

140 PH=Ti30610M5000"

£20 FORI=0TO24:PRINT

£30 IFT=i2THENLOCATELS,23:PRINT.JOGO
140 NEXT

£50 PLAYPS+ 04LBCCCFAFAFAOSES 7, “ T130840M500003L.BRBRERS
FOCFFLO403”

160 REM

170 FORI=iTOLi4

180 MC1,0)=0iNEXT

190 M%="sFORI=1T0S

200 READMME : HE=M$+rtih s HE T

240 FORJ=iTO23

220 MOB=HIDE M, (J=i)%d+1, 4)

230 M1$=B1NS (VAL (7 &H  +iiD$ )

240 Mi%=RIGHTS(STRINGH 1%, 48)+M1$ ., 16)
250 FORL=1TOL1é

260 ML, ) =VAL (MIDS (Mi%. L, 1))

270 MEXTL, JREADHO, ML, S, 00,00, M8

280 REM

290 LOCATED, 23:PRINTIFORL=0TOR:

300 LOCATEL,23sPRINTILLI",
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310 FORJ=1T01é

320 LOCATEJ+4_ 24

330 PRINTCHR®(32+M(J_. 1)),

340 NEXTJ=LOCATEZL,23

350 PRINT LIV IEELLY,

360 IFLCY23THENFRINT

370 NEXTI:CH=UC#

380 LOCATE22, 1 :PRINTSPC(H )

370 LOCATEZ2,2:PRINT" acikqgs
400 LOCATEZZ,3*FRINT bdjlrt
410 LOCATEZZ,4:PRINT” egmouw *
4220 LOCATEZ22 5:PRINTY fhnpvse
430 LOCATERZ, osFRINTSPCOS)

440 LOCATEZZ , 9 PRINT “NIVEL.

450 LOCATE22. 11 3PREINT CHaMNCE
460 LOCATEZ2, i43PRINT” NOME O~
470 LOUATEZZ, 19sPRINT WNIVEL
460 LOCATEZZ A7 3PRINMTNDS

490 LOCATEZ2, 223PRINTPOR MER
D00 REM

S0 MEX=MOSMY =M 80 =008 B

920 MOnX, My rsa M oOx Gy )=

NE=RIGHTS( RN, B
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Ha0

400
610
620
&30

640

660
670
630
670
700

710

730

740

N

50

760

LOCATEOX+4 OYIPRINT "

KO=(Mx+4) %@ Y0=M=~1

PUTSPRITES, (X0,Y0),i5.F

3
o
I}

LOCATER2S 9ePRINTUSING H#" s
LOCATERZS, 14 sPRINTUSTNG # 3 CH
PUTSPRITED. (40.-1) .14 8
PUTSPRITEL, (40,~1),12,12
PUTSPRITESD, (160, ~1),4, 20

FOR 1=0T010)

SOUNDI . VAl ¢ “&H +MILL 5%  (I+LixZ-1,20)
NEXT

REM

Y=jrr=0rX8=) tBr=16iBY=0rB =11 =0

REM

REM

XX=XayY=YsM=idCX, (+1)

IF Hi=0THENY =Y+ i 3F OR [=0T04% : NEXT 2507790
K=STICK(0)

IFK< > 3ANDK ¢ 3 7THEN7 50

XG=-(K=3)+K=7)

X=X+ XG

IFX<iORX )1 6THENX=XX3B0TC0 770
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770
780
790
800
810
820
830
840
850
8460
870
880
8%0
200

®i0

IFMOX, V) =3THENX X=X XEBE=XE XG=~XGsSOUNDE 152 GOTO790D
Xz=X# (MOX, Y3=0)-XX%(MCX, ¥ )<>0)
MOXX, YY o =0sMOX, ¢ h=2
F=GGN(X5+1)*B+0
COo=CO0+1:CO=COMO4
X0=(X+4)»3aYU=Y%8~1

PUTSPRITEO, (XO,Y0D>, 44 ,P
PUTSPRITES, (X0,Y0),2 P+4
Z=74 41 2 2= MODY

SOUND4 VAL C7&H " +MIDG(SDS , Z+1,2))
REM

IFINKEYS=UCHRS (27 ) THENL 330

RE. M

XB=Bx:iYB=BYtM=M(Bx _By+1i)
TFM=0THENBY =B+ 1 i FORI=0TC4sNEXT s GOTCL0L0
IFM=5THENL 100

IFM< D 4THEN?BO

TFSG=1 THENB S=-}

IFS=2THENE S=1

ITFG=3THENE r=RY 1
IFS=4THENBY=BY+12GOTOL0LO
Hr=Bx+BS

IFBe 1 6OFRBX A THENBX=xB tBG=~BL 1 30GUMNDY . 19
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LO00 TFMCBY BY < 20EHLMEX  BY )¢ »3THENB X=XB :BS=-BE5250UND
8,195

1040 M(XB,.7B)=02rBX By =3 nNx, 1Y 1=4
i020 P=HLLN(-BS+i #4+BC+HLH

1030 BC=BU+i:BC=RCMOL4

1040 XO=(BX+4)#E 27 0=By w31

1050 PUTSPRITE2 (X0.702,5,P

1060 Z=Z+18i=IMO0Y

1070 SOUMD4 Yal C E&H +MIDG S0 243, 220)
1080 SoUNLES, O

10590 GOTOSED

1100 REM

440 LE=LE+1sIFLE>A0THENLDD

1120 GOSUBREOIO

1430 PLAYFS+ 18o2qagenldccce”, "ti30sita30001830539.3109€0
T it o i il

1440 LOCATEZ ,SIPRINT " #msmemmmmom
1450 LOCATE? 7:PRINT”! HMUITO Jdt
1460 LOCATE? B:PRIMTY!  BEM \ b
1470 LOCATEZ ,9:PRINT! PROXIMO 17
£480 LOCATEZ (A0RFRINT ! NIVEL A~
190D LOCATEZ (A4 sPRINT L7 sby” 1™

£200 LOCATET 4Z2:PRINTZ!IHOIA SORTEN!C
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1340

1350

1340

1370

1380

1400

1410

LOCATE? , 133PRINT“ oe e e e 47
AC=AC+CH: NOF=LEF TS (NG &)
IFAC )59 THENS 60)

REM

PLATL6406CDECDECDE
M$="7F 447 77D LT EO0”
FORI=1TO8

H=UAL (“8H-+MHIDS (H$, T%2~1,2))
VPOKER63+1, M

NEXT

Ca=Y

BOTO140

REM

PLAY” T130510m50002L 8FFEEDDCCCE S
FORI=1TO448TEPS
BC=BC+1:BC=BCMODA
P=SGN(-BS+1 ) »44BC+16
XO0=(Bx+4 1 %33Y0D=BY*E~{
PUTSPRITEZ, (X0, Y0),5,P
FORJ=1T064~T tNEXT J. I
PUTSPRITER, (X0,Y0), 15,20
CH=CH-1 t IFCH( { THEN4 460

MOX, Y =0:M(BX,BY)=0
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1440

i4%

1440

1590

1405

14610

id20)

1630

1640

1650

1660

FORJ=0TOi99%INEXT
TFINKEY®<>*" " THEN{4SOELSEDOO

REM

PLATPS+“0518ccdfocdendetriéodfcd”
GOSUB2070

LOCATED,23eFORI=0T023
IFI=12THENLOCATELD, 23*PRINT”FIM DE JOGCG \7;
PRINTEMEXT=GOSUBZ1LL0

LOCATES, 20:PRINTPREGSEIONE A BARRA DE ESPACO
IFSTRIG(O) THENSDELSELG30
GOSUBR070 LE=-1 *RETURNLA&0

REM

SOUMD4, 0:PLAYTPS+ OSLBCDECDECDELOELond
IFPLAY (Q) THENLSZO

CLS:GOSUBZN70

LOCATED, 1GPRIMT L1117 8PC228) LI
FORI=STT0LES

LOCATEY . L38PRINT 17

LOCATEI-S, 45sPRINTY 7 ¢

LOUATE3L-T  AS5sPRINY 17y

LOCATESS-1, iS93PRINTY 7y

PUTSPRITED, (CI-4®8 3410 ,11 4

PUTSPRITEL, ¢ CI-4x%8 lil)y 12,12
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1670
1480
1690
1700
1710
i720
1730
1740
1730
1760
1770
1780
17910
Le0
1810
1820
1830

1840

18460

1870

1880

1890

PUTBPRITEQ,(Rﬁ1w[)*3,1ii),ii,ﬁ9

PUTSPRITEH,{ﬁ3i*1?*&,1ii},13,30

FORJ=0TO99sNE T J. [
FORI=0TO8: (=]

CO=CGHOD4

PO+ 8

AN WS R 2
PUTSPRITED, ¢X0. 490,44 F
PUTSPRITEL . (X0.111),12,P+4
FOR J=0TOL95 s EXT J, ]

LOCATES, 35PRINY . PaARABEHS

LOCHTED &

PRINTTARC s’ . S

PRINTTAB(Z)s" .

PRINTTHUBZ 00’

PRINTTAB(Z v o

PRINTTAE (G

S eBPC i)y

PRINTTABC(7 ) s CAPLE € GRGHDE

L g

PRINTTAB(7 ) 3% _“ s 5P 8 &) 8 -

PRINTTHE(? ) g B BP LG LRy g

PRINTTAB(7 )

Y1 T ol 5 R
PRINTTABC? )e” 000001000

PRIMTTAB ) s m o
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1900 PRINTTAB(7);” = S
1910 PRINTTAB(7)3” - e
1920 PRINTTABCZ 5" -
£930 PRINTTABC(Z 12" -

1940 PRINTEPRINTTAB(7)”PRESGIONE A BARRA DE ESPACO"y
1950 ONSTRIGBOSUB2061

i9G0 STRIGCD)ION

970 Aa%="Ti30V15510m500006 1 8edcedcedcedard
1960 B%="0618deoSbosdeobbodtedadrt

1990 CH=-nsélBdeoSbotareBuBrBcBeary

2000 De="o4alfedcedcedcdarss

2010 E$="p418dco3boddecodbo4fededrB

2020 Fé="0418dcoldbotgfebcBrBcBodrt

2030 PLATAS+BHIPLAYAD+CE

2040 PLAYDS+ED:FLATDE+FD

2050 6OY02030

2060 CLSsGOSUBRO7ORUN

2070 REM

2080 FORI=0TOS

2090 PUTSPRITEL.<0,207).41%5,0

2100 MEXTERETLURNM

2410 REM

2420 IFLE<HLTHENZZ30
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2130 HL=LE:LOCATES, =23

2140 PRINTTERMINOU SEU JOGOW

2150 FORI=DTOSzPRINTINEXT

2160 POKE64683!,i:LOCﬁTE?,iB:PRINTTSEU MOME P 2
2170 Z%="":FORI=0TOZ

2180 AB=INPUTH (1

2190 IFCAB<7AYORAL > I IANDASC > “THENZ180
2200 Z=Z%+ABIPRINTAD: tNEXT

2210 IFZ%$="CAR”THEMNI2&0

2220 GOT022%0

2230 LOCATES  23:PRINT"HELHOR MIVEL “2Z%sHL
2240 FORI=0UTOGAPRINT s HEXT

2250 RETURN

2260 PLAYPS+ ceqgoée”

2270 MOMX Mr)=08MX Yo=0tM(Bx By )=03M00X,0Y)=0
2280 FORI=DTOZ4:PRINT

2290 IFI=12THENLOCATELZ . 233PRIMT EXTEND -
2300 NEXTERETURNRZED

2310 DATABLFfYciffe0fO3B00000

2320 DATABL?cAbSadbSas3%adbde

2330 DATAebSEI3SB0000031e03418

2340 DATAOSLB031c03150%1303de

2350 DATAOOODOF ¥+ 4
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2360

2370

27380

23%0

400

2410

2420

2430

2440

2450

2460

2470

2480

2490

2500

DATALD,4,1,2,2,5P00NS 1
DATAFRBIFFC3FO0004FCO3000
DATANDD2007COUN02TFOL800
DATANOZFOD000000L FFO0BOU
DATADODOOOODOIF200044FC0
DaTAZ0OVOOLBIFFFF
DATALS,1%.3,4,.14,Cakkr ]
DETAF 3FFOD000000000040100
DATAAFOEDDZ70000000000000
DATADC300L300C 3000000000
DATADOODAFFOLD1010106FEL
CAaTACO03EOU FFEFF

DATAY, 7, L, 45, & DOWNDOWN
CATASO0L00024004400344 F1)
DATA4n00s0027 + FE40004000
DATA20OVN0000000OUONUI00
DATAN07 0000000000001 Fte
DaTASFfe ffet t4f

DATALG, 22,3,2,21  TRAP 1
DATAEQZFFRFFOLFFO3FFLFFF
DATAS000B000EREBESBBBRREER
DATEEHEBRBBE0/113420384200

DATARZ)EA2DB420842484240
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2590 DATA40004000FFFF

2600 DATA3Z,S, 2,123 . H5X 1
2640 DATAFEFFCO03B00100000000
2620 DATAODODODBLS 124591 0DA0ARADA
2630 DATAATEBABHIABB4ARASIETYL
2640 DATADOOOFZFEOOOOO0O00000
2650 DﬁTﬁEDDi;DDBFFFF

26460 [ATAS,7,2,146,21,vAalHT ]
2470 DATACFFFEQOOFFFEOOQF 80000
2680 DAaTADDOLD0OD0L000L000340
24690 DaATAD3400745007 &00F 700F 70
2700 DATADDODAL0230FCAFFROFFD
2710 DATAQSEDDUOOFFFF

2720 DATA7 ,i8,3,16,47 ,ATTACK 1
2730 DATABO7FAOOO0%7BOB0O0ZEOQSC
2740 DATAFOOOFEDOFFOQOOOO0DOO00
2750 DaVYA0UOOO0ud00oa e a00oiog
2740 DATANODOOOUOOOCOOODO0000
2770 DATAZS080CL2OFFFF

2780 DATAD, 3, 2,146,253 SIMPLE 1
2790 DATAF FRFOOOOOOOO0000N000
2800 DATAOOOOOOOO000000008LFF

2810 DATASS000000000300000000
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2820
B30
26410
2850
2E&1T)
2870
2880
2690
2700
2?10
2920
2930
2940
2990
2%&0
29710
2980
2990
F000
3010
4020
3030

anaf

DA TADDOODDDDLONO0N0D0O000
LA TADOOONODOFFFF
pATAS.11,.1,16,10,FACE 1
DaTAZFFFOO0000FEQDIOFEQD
DATAODODIESCI P2416201224
DATALEICOD0000UUNO00LEON
LA TADOFFOOO000008000ENOD
DATAFE00FFFDFFFF
DATAIS, 22, 4,16, 22, JUNF
DATAEOZFOOLFOOOFDFOFCOTF
DATABOIF O00F D007 DO030004
DATADODO 3CD03CONBFFCIFED
DATAIFENIFEOIFEOSFEDZFEL
D TABFEL3FFLFFFF
DATALL, 4,3, 36,20, #8011 1
DaATAEZFFOO03FFF 100710007
DATADIFFO0O0D00023255455
DATASASSS2457 15551555625
DATAO000F 74 0D0D00N0UEDD
DATHFFEFFFFFFEFF
DATALIZ, 21 ,1,1%,.21.UP UP 1
DATACDOACO0ZCO04CD0BL LY

PATACOUOEDOOFFECODOOODDE
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3060

3070

3080

30%0

3100

3110

3120

3130

3140

3150

3140

3170

3180

3§20

3200

3210

")"}LJ

3230

3240

3250

Sl

3270

DATADDL00040003800000000
DATACDO3000D00000D000000
DATASFFB7FFEFFFF
DATAL4,24,3,4,22,POCKETS]
DATAFBLFFLi0IFOFCEOOOBO0Y
DATADFFFNOO07EQQ7FDE7 006
DATAGD0ZA03E408240024002
DATA4AD024D02400240024002
DATAAOD2AFFEFFFF
DATA4,22,2,3,22, TRAP 2 1]
DETADFFFCOOUEZFEL002B9F v
DATHBC7AFEZ7ADLTAFBY AFBT A
DATADOOOOUD0 AFFAZFFE3FFL
DATALFFLD00A3FDR24F $O0F 21
DATAODOLZFFOFFFF

DaTaL, 18,3,1,22, SFACE 1
DATAF iFFOB00040000FEONUU
DATAGZOO0DDO00000D0DO000
BATEO0O0000DB000I0TNON00
LATAOOOOO00DONNHNN000000
DaTAODOOOCDVFFFF

DaTAR .S, 3, B.ETGHT

DaTAaCLFFEOLFI0OOF "403 1000
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3300

3310

2320

3330

3340

3350

3360

3370

2380

3390

3400

3410

3420

3430

3440

34510

3460

3470

3460

3470

3500

DATAYROLCCOIEONLLFFCED0E
DATAZO024002SFFCa002200.2
DaTACDOZ20024FF COUOMDD0A
DaTAA0036007FFFF
DATAS,4.3,1.22.CIRCUS 1
DATAE3FFF3FFFOD3FB0LFFEY
DATACON3BD0LZ00020022002
DATA2002140A04080SE S0 408
DATADFPO00ZD0DCEEDLULFD
DATADDOOFFOVFFFF
DATALR, 43,3, 16,22, JUMP 2
DATAF DOFFOOFEQDUE OO0F LF w
BATAECOOCONDE0DO00000000
DATACDOL000300000003001C
DATADOULOYEADNOCOEF L5004
DATACLOAELOSFFFF
DATAZ,%,3, 13,23, VAKaTh 3
DATABOOFBO0LCO0)LFFFSE00S
LATAZUDSB041 603980018001
DATABDOSEFFF8001 8501 E00
DATHS00BBOLEEDIS0Si8481
CATABUOI9BICFFFF

DATA4,18,3,45,22, TOWER

]
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3510 DATAF3FFO000FCOOFEONNON0
3520 DATADDODOODOOOBO01BOOICO
3530 DATAO3CO07E007ECO7EOO7ED
3540 DATAOZEQ07EQO7END7EO07ED
3550 DATAOZEQU7EOFFFF

3560 DATAB,B,3,5,23 REALTIME]
3570 DATABFFFOO00FFDFO0000000
3580 DATAOADF0400040004000000
3590 DATAODIFOLEOO000001ESFED
3600 DATAB000CD3FEFCOD0000000
3610 DATAOOOOCOLOFFFF

3620 DATAG,14,2,3,22, FACE 2 1
3630 DATABFFD10045002100033FF
3640 DATAOOOOSBFO00007BFEAATE
3650 DATA4A7EAA7E7BFE7BFEOOOD
3660 DATAGED6240425F 04000500
3670 DATADDOOD200FFFF

3680 DATAS,22,3, 6,22 BUN BUNI
3690 DATAEBFFES2FCO079FF 32549
3700 DATAG7CD3FFPB95 334554445
3710 DATASC7S5(7S5CIS5C7S5C7S
3720 DATASC7SSC75406524499013

3730 DATACALZEOOFFFFF
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3740 DATAS,2i,3,8,22, ATTACK 2]
3750 DATAEOLFFO3FF9FFO0000000

3740 DATAOONNAS1045104%104540

3770 DATAZSEND200000041004100

3780 DATABEDNDODiONFCODDDE 100

3790 DATABIO0B100FFFF

3800. DATALS,18,3,16,22,B0X 1

3810 DATAFCFFO480FCFFO000000N
3820 DATAFCOO07BOFOBF LF ADDO3F

3830 DATADODO0OV407DEOCS3FOS00
3840 DATAFDFFO0003FBOEOECOEAS

3850 DATAFBCODOLCOTFFF

3860 DATA?,6,3,1,23.BUILDING]

3870 DATAED3FN0A04780403E082A
3680 DATADOBEORZAZCBEDI2ADO3E

3890 DATAOFAADABEDFAADABECF AA
3900 DATAOABEOFAADABESFFF&FFF

3940 DATADODOYOVOFFFF

3920 DATAZ,22,1,16,23, TIMING 1
3930 DATACOOFA0038400840084008

3940 DATACOOFS80007FFO000DO000

3950 DATADOO000N00D0D0002003C0

3960 DATASFC28002000200020002
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3970 DATAFFFAFFFEFF

3980 DATASZ,20,3,14,24 ,ET 1
3990 DATAFAFFB0073BE34D314D34
4000 DATA4DZDISEO0200020007 80
4010 DATADS8000001020&7COCO0NS
4020 DATAFO20FFEODLEOF BEQDCAHD
4030 DATAEDSOFC&UFFFF

4040 DATAS,14,3,12,16 . AFPLE
4050 DATAC7FFEOOFFOiFFB3FFB7F
4040 DATAFCFF8483000100000600
4070 DATADG060604060600060600
4080 DATAD?B606046682083C1C004
4090 DATAEOO3FF(7FFFF

4100 DATA&,19,3,143,22, TRICK 1
4110 DATAeDO0f2008200820082008
4120 DATAeDOFBO00FFFe00000020
4130 DATA7F4AFfD140014001400140
4140 DATADLA00140044001400140
4150 DATADL400140Fd ¥

4140 DATAL2,41,3,7,83,ACROSS 2
4170 DATAEOFFFiFFO00007000000
4180 DATABOCO39FN300002000200

4190 DATADOUOO00O3BR07BFE0000
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4310

4320

4330

4 341)

4350

4370

4380

4370

44000

4410

4420

LT ADS LADEL07BEODODEFFFE
DATAODO 2 FFBFFFF
pATHZ,7,3,1,22,STEP 1
BATAFS3F000000000 003800
DaTALDDODIF COODGOOOUT 7FF

DAaTARDOODOOE000F EQDE00051L

DaTANBOOFADDFFFF
DATA&,7,3.16. 22, TRAP 3 ]
DaTABZFFY001CFFLL3F10003
DATABOOLAFFCOO0LAFFFA0SF
DAaTEICIFFEOF 3043000000120
D&ETAO0000L00EO0aDFEFD I
DATAFCOOFEQOFFEF
DATAB,15,4,.15,22 VICTIM 3
CaTAF7FF 14001 TFFFO000000
LaTAOEFE 1 0002000a000C000
[ TADI0OO000OVO25FFCE000
DaTadOOLiEQODLFFAQOLUDDOLE
DATADOOIO00IFFFF

DATAlé, 1L, 2,0 ,2, HARD ]
DaTal 7FF20001 45203720000

DaTAYECONDZO000VAA4%4A4Y
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4430 DaTA4A4931840000FCO00000
4340 DATA4BE2482248204822301C
4450 DATAODOU/FFEOFFFF

4360 DATA3Z,6,2,1,22, ABALN 1
4470 DATALIF7A711004412004014
4480 DATADLN0%S443000002925000
4490 DATAOZFSECOE41A112830001F
4500 DATAONOAOFF230007FEADS20
4510 DATA4O0BAVOEFFFF

4520 DLATA4,87,2,53, 22 WALT 1
4540 DATAF \FFOB000400FI0000FE
4540 DATADDUNL40D100008000006
4550 DATAQLIFE3800000302041204
4540 DATAL2040C030120012F 3600
4570 DATA3IBOO3BO0FFFF

4560 LATAS,12.3,.16. 22, FUTURE 1
1590 DATALUFFCCFFEAE 784E 7 B4E7
4400 DATAB+67ADEZBLELICC? 5007
4610 DATAULE33F3200007DFF&0LF
4520 DATAOBDFCHIFLBLFELFFFAQD
4630 DATAD2001E20FFEF

44640 DATALD, 23,3, 16,22, RaNDOM

4650 DaTAFEFFO0004924200804210)
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4460
4470
44680
4670
4700

4740

4770
47850
47%0
4300

4810

4830
A5340)
4850
4860
4870

4880

DaTADOS2910746440020220%4
DATASS2008458443221084020)
DAT@O25%020427E0100FFFLO0O
DATANIDO00LO0FFFF
DaTAS,S,.3,.1,22,A

. 17/03/84

P e R et

* I NI C1ALIZACAC

SCREEME ,0.0:COLORIS 1. 4

WIDTH32:KEYOFF

LOCATE 8, 10:PRINTESPERE UM HOMENMTO
RESTORE S050

FORI=0TO30

READ PHEP&HB=""

FOR J=4T015 STEPZ
PSE=PSH+CHRS (VAL “&H +1ilDB(PS, 0,21 ))
NEXT J

SPRITESCL»=P5%

MEXTI

RESTORE %340

S=0:FORLI=0 TOQ 74

IF 1>18THENP=46:G0T04920
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4890 IF 1>7THENP=40:G0T04920
4900 IF IXAiTHEN P=20:GOT04920

4940 READ P

4920 READ P$:PS$=””

4930 FOR J=4TO {SSTEP2

4940 UPOKEP*B+I*B+(J-1i)/2 VAL (“&H”+MNIDS(P$.J, 21)
4950 NEXTJ,1

49460 YPOKE&HZ004,&HB1

4970 VPOKE&H200%5 , &H7 4

4980 YPOKE&H20i0, &HD1

4990 VPOKE&H200C . &H31

5000 VPOKE&H200D , &H31

5040 UPCOKE&HR200E , &H3 4

5020 UPOKE&HZOOF . &H31

$030 FORI=DTO73VPOKE725+1,031VPOKE 4441 O:READAS TP OKED
00841, VAL (“&H”+A% ) sNEXT

5040 GOT061i20

5050 DATA 3C7F?FAEAEFC7000

5060 DATA 3C7F7FDEDEF 0400

5070 DATA 3C7F7FBEBEFCA4400

5080 DATw 3C7F7FDEDEFC&000

5090 DATA 0000D00000000EDE

5100 DATA QOO00VVOOGLC3C7E
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G240

St

DaTh

DaTea

CATA

DATA

DATA

DATw

DATA

DT

LaTah

Deala

DATA

DT

DATA

DATA

LATA

D T

LAt

DETa

D&ETH

DATHA

DATHA

DATA

DATA

ODa000GoO000367 A
OOOUoQoO0RO00LC3C
BCFEFE?STS3FOEOO
ACFEFEFEZBOSO200
FCVFEFEZD7D3F2200
ACFEFEZBZR 370600
000000000007 07E
QOoUODOO0O38 30 1LE
DO00000000O00%CSE
OO00OOUHDNO0EE 30
BUHEBDBODFFF7783E
BC72FLFFDFBFE23C
ZULEEFFEDDDDY ABC
SUFDCDFEFFBF4E 30
SCPABLDBDFFEF LEZC
SCAEBFFFFBFDAD 2L
FETGFPFFRELBDSESC
SCE2BFLFFFFL7230
TEEFUF8isiCFEFYE
TEFZF 3B8iRIFIFFPE
TEEZ?CHBBIETETE?7E
JEEFEZEFBLU3ET7E

4% 20006B0D02/4200



138 M5 X-Jogos. Para aprender & crigr. Jogos profissionais

3340 DATA 3B737CACREFC&000
5350 DATA D40CO3020000LCBC
T340 DATA 33,.0DFOFDFOOFBFBFBOO
5370 DATA 40,FFODEF AAFAOOFF DO
5380 DATA iBiBRIB1IB1IBIBIB4LE
53%0 DATA O00DOOOFFFFOOODODO
5400 DATA ODDODODLFiFiGiBAG
24i0 DATA OODDOOFBFBiBiGiB
5420 DATA 1B181iBAF1FO00000
5430 DATA 1B8iB1BFBF8000000
5440 DATA 3EA3476B73633E00
2450 DATA 1E3BE5B1BiBi8YEOD
594460 DATA 3ES4363033E407FO0
5470 DATA 3E&Z030ED3&33EQD
5480 DATA 1E344664647FO0&400
5490 DATA 7Fa07E03463433E00
5500 DATA 3E636D7E43633E00
5910 DATA 7F4303040C181800
5520 DAaTA 3E&434633E43433E00
5530 DATA 3E63633F034633E00
3540 DATA O0O0ODODDOACICiCOO
5550 DATA 1C22634637F 636300

5560 DATA 7ES34637E63437ED0
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5400

5610

D620

5630

5640

5650

5660

5670

5680

5690

5700

5760
5770
5780

5790

DATA
DATA
DATA
DATA
DATA
DATA
DATA!
DATA
DATA
DATA
DATA
DATaA
RATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA

BE43636063633E00
7C626363634627C00
7F60607C40607F00
7F60607C60600000
3E6£3636067633E00
6363637F 63636300
7EiBiBiBi8187END
3FOCDC6CHLC7C3800
666L7870786C6600
6060606060607E00
6377 7F6B63636300
63737B7F6F 676300
BEL563463634633E00
7E6363637E4606000
3E&3634636B663D00
7E6363637E6C6700
3E63403E03633E00
7Ei18161818181800
63636346363633E00
6363636336361C00
634B46B6B6B7F 3600
63773EiC3E776300

Abbb6663C18181800
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5800 DATA 7E040CiB30407E00
5810 DATA 3C30303030303C00
5820 DATA i83C3C1800481800
$830 DATA 3COCOCOCHCOC3CO0
5840 DATA i0307FFFFF7F3010
5850 DATA QOBOCFEFFFFFEOCOB
5860 DATA 0000000000000000
5870 DATA iF3F7FFFFFFFFFFE
5880 DATA FCFCFCFCFCFCFCFC
9890 DATA FBFDFEFFEFFFOZFB
5900 DATA FDFCFCFCFCFCFCFC
5940 DATA FCFCFCFCFCFCFCFC
5920 DATA FEFFFFFFFF7FA3FiF
5930 DATA FCFCFCFFFFFFFEFD
5940 DATA FBOZFFFFFFFEFCFS
5950 DATA FBFDFEZF7E7F 3F 3F
5960 DATA 3FBFBFEFBFBFBFEF
5970 DATA FEFDFEZF?F7F3F3F
5980 DATA 3F3F3F3FEFIFIF7F
5990 DATA BFBF3FFFEFFFFF?F
6000 DATA 7F3F3F3F3FBFBFSE
6010 DATA 7F7EZ7DAZSFSFSFSF

6020 DATA SFSFSFSFSFEFSFRE
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6030

4040

4050

46060

60710

6080

4090

6100

6410

6120

6130

6140

& 150

=160

6170

G180

6190

G200

DATA BFDFDFSFSFSFSFSF

DATA SFSFSFSFSFSFSFSF

DATA FEFFFFFFFFFFFECOD

DATA COCOCOCUCOFEFFFF

DATA SFDFDFLFDFDFDFDF

DATA DFCiFEFFFFFFFFFE

paTa FFEFFECOCOCOCOCO

DATA COCOFE7F7F7F7FFE

DATA OE,iB,30,30,30,18,0E,4i8
REM

REM

CLS

PRINT" ¥ L
PRINT” ey 1
PRINT - o i
PRINT” e )
PRINT o '
PRINT” b X ¥
PRINT" ! ' '
PRINT” b 1
PRIMT" b N I
PRINT” rro ! '
PRINT” 'y

EEEE

B 2 fh
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6260 PRINT

6270 PRINT” 1986 “

4280 PRIMT

6290 PRINT” PRESSIONE A BARRA DE ESPA{0”
6300 PRINT

6310 PRINT” CHAVE 88 :CAPLE"

6320 PRINT” v

6330 PRINT®  » N $22Z0ING
6340 PRINT” -

6350 PRINT” 2 2RETORNO C “IPRINMT
6360 PRINT” » 2:rGAIDA 7
6370 PUT SPRITED, (48,143} 14,0

4380 PUT SPRITEQ, (48,143),i2.4

6390 PUT SPRITE2,(i04.i27).41,0

4400 PUTSPRITE,(104.127) 12 4

4410 PUTSPRITEA4, (i04,143),5, 16

6420 PUTSPRITES, (104,15%9),415, 24

4430 ONSTFIGBOSUBSS30

6440 STRIGD (N

6450 0%="Y155%11000T255"

5460 A%="03LBGANBGBEAC4AAFBABF 4D 4B a4k BBEGIE R
4470 E$=“EAF404R4"

6480 F$="F4E4QD2"
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6490 G$="07C2C1iR4"

6500 PLAYOSIPLAYTAS+ESIPLAVAB+FS

6510 PLAYAS+ESIPLATASIESIPLATAS+FS

6520 BOT06450

6530 FORI=0TOSIPUTSPRITEI, (0,208),15,0:NEXT¢STRIGCOIOF
F :RETURNS0

6540 SCREENO:BEEF
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FORMULA INTERLAGOS

Referéncias

Nivel de compreensdo do programa pelo usudrio: DIFICIL.
Tipo de jogo: AGILIDADE.

Dificuldade do jogo: MEDIANA.

O jogo

Vocé deve pilotar o seu carro férmula 1, desviando dos outros carros da pista e tentando
nio bater contra o guard-rail. Para chegar ao fim desta movimentada e colorida corrida, vocé
precisara de seus reflexos de corredor!

Este é um jogo répido de se digitar, exigindo apenas atengdo para nao copiar 0 programa
errado. Toda vez que copiar cerca de.20 linhas de programa, lembre-se de guardar a nova versio
em fita cassete, pois nunca se sabe quando a energia elétrica serd interrompida ...

Fita K-7

Para armazenar: depois de digitar o programa, salve-o em fita com o comando:
CSAVE"F-2" <l

Para recuperar: para recuperar o programa da fita, digite:

CLOAD 'F-2 <!

144
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Disquete

Para armazenar: depois de digitar o programa, salve-o em disquete com 0 comando:
SAVE"F-2.BAS"

Para recuperar: para recuperar o programa do disquete digite:

LOAD"F-2.BAS"

Como jogar
Digite RUN e < ou pressione a tecla F5.

Para iniciar o jogo, pressione a tecla de espago, quando entdo seu carro comegard a correr
na pista.

Para dirigir o carro, utilize as teclas de movimentagdo de cursor ‘“‘para esquerda” (+) e
““para direita” ().

Quando desejar interromper o jogo, pressione CTRL + STOP.

L0 REM == Formula Incverlagos
20 RERM

30 OMGTOPGOSUB2AG05TOPON

41) DEFINTH“EIGCRHENl,ﬁ:COLORi,14,iﬂtKEHOFF=DHFUSHH&HFE
sa=USR (0 sWIDTHER

50 PRINTS AGUARDE Ui MOMEMTO " sFGRI=3TO48R 0 [a=y
PIRS (L y=YRRNEXT

60 DQTQDBUFDFBBSFBFQBD?Um?q?C?HTFTTDfﬂéﬂUFUFDEHFCFLDCE
D602E3EREFEEEEOQSD

70 DﬁTHDDUiUHU?%BT@FTFEﬁSBUTQFG3FLﬁUﬁUﬁU?HBEHEFFFFFEFF
ASESCCEBOFBFOEQCD

80 DATADO3EIE3ELICFFFA7070F iFFLC3E3E3EQNDO00 7274 TEBSFFIF
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FFFFFE&47E7B700000

90 DATADE0DLE3FFO7B3058FCF7783307030100COEOFOF8BOCESCS
EFBFZFFFFBEBETC30

100 DATADS0?777F7C7C7406073B3F IF 3BOFOF 0 320ECEEFE3E2E 3E
S0EODCFCFCDCFOFOCH

110 DATAO3070FOF0Si33A7A3FFFFFF7D7C3EOC10B07 8FCBF LEOC
143FEF 1 ELCEBLOSDOOD

120 DATADODOLIEIEZESUFFFFFFFFA07ELEAEQ00U007C7C7C 3BFF8F
DEDEBFFF387C7C7CO0

130 DATAOC3EZC7DFFFF4F 3F 74341 3050F0F07 0300800 0EBLC 1 EEF
3F LADCiEBFFCTBBOIO

i40

150 FORT=0TO7 :READAS:FORI=0TO34 1BS=BS+CHRS (Uil (“&H +M1
DFCAS, 1%244 20 1 ) sNEXTESPRITES (T+4)=ES:B%=""2E«T

160 7

170 S=PEEk .4 +PEEK(5)*256

i80 FORT=0TOZ5FOP [=&Hi0010&HZFF tU=PEEL (1+5) tUPOKET+T#&
HBOO , VOR V0 /2) s IF 1) &HICFORT{BHLBOTHEHVPOKE T+ T+ &HBO0O+&HE
000, &HIE:6OTO200

190 UPOKEL+ (*£HBOO+EH2000. &HeE

200 MEXTI.T

=S R1

220 DHTATE S307530594 3054 3054 3LS430 1 47Ei47FE 7830983080 20
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Be30H63CHA3CLOTELSYEFBSLFBILEASCEm

230 DHTQHGBQSCHHSC1&7€iﬁfﬁ323€3£3££ﬂ3€&ﬂ3C£E3L$MFC1E7E

SCCCIFCCAF3SiF33LFLCAFCCLF 35 LF330F

240 DHTGDHHEUCHEOCHEDEAEFFHEFFHEOEHEDCnEUHHEJUBOUOGBDU

000000000000 00000000DGNH0NOG00NLO0000

250

260 FORT$0T02=RE§FOREELOIFQPIWUTO£=FEHDH$=FQFJ£U?Qa?=U

POKET*ZHEOO+ 14204 )+ &H308 Val 7 &H RUES N L AT N AU B R AN

OKET*&HBGU+I*£D+J+&HQSOB,UHL#”&H“+NID$aA$-J*4+3ﬂ£

XTJ,

350

440

|

LOCATED . 24DEFLNTR~-Z

PRINT
PRINTY
PRINY
PRINT"
PRINT™
PRINT"
PRINT™
PRINT™
PRINT
PRINT

PEIMNT

dd

ddd

ddd

dd

dd

dd

dddd

bbbk

T
i1
g
m
iT-
m

€ e
4 €&
e €
e &

egege

ARQAR

v aNE
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400 PRINT” dddddd cccecc bbbbbb aaaaa

410 PRINT™ dd dd cc cc bb bb aa

420 PRINT™ dddddd ccccee bb EEEE

430 PRINT™ ddddd ccccocc bbb bb aa

440 PRINT” dd ddd cc  cc bbbbbb amaaa

450 PRIMT™ dd dd cc cc  bbbb aaaaa

4460 PRINTHPRIMTEPRINTEIFRINT sPRINT

470 PRINTY PRESSIONE A BARRA DE ESPACO

480 FORI=iTOBIIFSTRIG(OITHENK=0:BCTOS40

470 PLAY ULiTT29%03 +CHRE(RNL (L) #7+65) 4+ 4%

500 PUTSPRITED, (208,39),4.7T

910 FORI=0TO3002NET

D20 NEXTIGOTOA480

a3dg r

540 LOCATEZ. 22

230 PRINT”QUAL O NIVEL CE DIFICULDADE ? s

09460 Ab=IMKETS: IFAL=""THEN%&0

570 1IFA%: "470RAS<“{“THENS&

980 TPaVAL (ASYLOCAHTER, 225PRINT "QUANT S UL ThS DESE Jw
2 s
290 A%B=1HKEYD:* IFAS=""THENS%()
600 IFAS: "S70RPAS 1 " THEHSYD

210 GV=VUal (Aa%)
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420 PUTSFEITED, ,Q:GMTPGOSUR L3390, 1620, 18%0 2080

430 PRINT” bod

640 PRINY” bed SEU TEMPO 13z 0 LaP 0 dcb 7y

650

660 x=EHindF 1B=338=205 =0

470 PUTSPRITED, ((Xpi0l32)%8~-4, (K32 #8-4) 1B

&80 FORT=0TO2:PLaAr“VISTi%N03AR sLOCAHTELE iBiPRINT '+ C
HRB (2PN g CHRB (34 y 37 s CHRB 29 3CHRG (31 p F7FORLI=0TOL00
ENEXT

690 LOCHTELR, iB3PRIMTY " sCHRE (29 UHR B 322" " sCHRS 29

Ve CHRB (3L " ¥FORI=0TOS00:EXTL .Y
700 PLAY "odazna’

7i0 TIME=D

720 IFPLAC(DNTHENT 20

730 SOUNDL, 1 290URNDE, 250U D2 A50UNDY 12

750 Ki=X

760 IFSTRIG K A THEMS=5-4 ¢ IFS<OTHEM G =026 To780ELSE 730
FA0 GG+ R lFS P 2OTHENS =20

780 ONBGOTQZS0.800, 810,820,330, 840,350 . tal

70 XaX-323 [FUPEEK (X} 232 THEMSSOELSEST D

BO0 X=x-3i 8 IFYPEEK X)) < 32 THEMYSOELSER 70

B0 X=X+t IFUPEEK (X)) < 232THEN?SDELSES70
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B30

840

860

870

880

890

X=X+338 IFVPEEK (1 { ) 32THENSSOEL SER70
X=X+325 IFUPEEK ¢ X) ¢ » 32 THENYSOELSERF D)
X=X+34 1 IFUPEEK (X )< 3 32 THENSSDELSERY O
X=x~13 IFVPEEK (X1 ¢ »32THENYSOELSER?O
X=X~33: IFYPEEK (X)< »32THENYSOEL SEG70
PUTSPRITED, ( (XMOD32) #B-4, (X\32)*8~4) , 1 B
FORT=0TO(ABB(L-4)%3) *2+30:NEXT

GTe=IMNKEYS: IFGTS=""THENGT=02GOTOPDOELSEIFASC(GTS =

SBTHENGT=3ELSEIFASC(GTH ) =29 THENGT=7

00

210

220

IFGT=3THENB=B+i s IFB »BTHENB =1
IFGT=7THENB=B-4 3 IFB« i THENB=3

LOCATELS , 24PRINTRIGHTS(BTRG (TIMEN3400) , 237+ 3RIG

HTS(STROC(TIME-(TIMENISQU ) #3400 60) ,2) s

230

240

P50

240

270

280

gv0

SOUNDO , S%11
GOTO740
IF UPEEK (X)=&H&5% AND Bri aND B<S THENLOZ0

X=X 4
SOUNDZ , 0z 50UNDG , 20:PLAY "m20000s 0024

FORT=0TOS0:PUTSPRITED, , :PUTSPRITED, , 1D:PUTSPRITED

, - LINEXT

1000 IFPLAY(OYTHENLINOOD

1040 SOUNDL, £ 3S0UNDE, 25 SOUNDE , 122 80UNDT , 122 80UNLY , &8H3E
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tSOUNDL, 1

1020 S=20:60T70870

1030 -~

1040 PUTSPRITEQ, ((XMOD32)%xB8-4, (X\32)xB-4),1,B

1050 Le=l+4: IFL=GU+iTHENT=TIME *GOTOi0B0ELSELOCATEZS, 243
PRINTL

10460 FORT=0I105"2+30:NEXT

iD70 B=3:G070780

1080

1090 BEEP

1100 PLAY”viSo3codco3codcodcodc”, "viSoScobécobcaécodcosd
c”,“viSo4coScodcobcodcode”

£1i0 FORI=0TO30Q0tNE=TIPUTSPRITED, O

1120 IFINKEVSCO)"'THENLL20

1130 CLS:LOCATED 24

1140 PRINT CEEEEEEEEEEEREECHREREREREEEREeeE

1150 PRINT”e e’y
1160 PRINT e e’y
L1170 PRINT e ey
1180 PRINT”e ey
1190 PRINT"e e’y
1200 PRINT & CRE

1240 PRINT”e R
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1220 PRINT ‘ceeverefEccEEEEREECEREEERCEEEEER
1230 PRINT CcCCCtECt L Lt ECoCEECCECCCCCCLCOenc’

1240 PRINT”c e

e

1250 PRINTc SEU TEMPO FO1 "¢

1260 HT(TP)=T da00tMSCTPI=( T-(T3400 1 #3600\ 40

1270 PRINTRIGHTBC(STRB(HMTCTRP ) 227" sRIGHTE STRB (ML TP
). 2y

L1280 LOCATESL,24:PRINT "¢y

1290 PRIMT ¢ S

1300 PRINT”ccoccccccoccocecececeeetecegecoccee™s

1310 PRIMT:FRINT

1320 PRINT“bbbbbhbbhbbbbbbbbbbbbbbbbbbbbbbb™ .

1330 PRINT”b bz

1340 PRINT”b PRESSIONE A BARFA DE ESPACO b

1350 PRINT”b by

1360 PRINT ‘anasaaaazadaaaananaasasadaanaaasa’ -

1370 FGRT=D1HEEGETEFEEPUTEPRITED,(T,iE?J,T:16,35H5=1HK
EY$:1Fa%=" “THEMPUTSPRITEQ, ,0¢V=3:CLE:GOTO270ELSEIFA%=
"NTORAS="N"THEN LIBOELSENEXTsGOTOL A0

1380 SCREENMO=END

1370 CLS

1400 PRIMTYAR82A333RARAARANARAAAARARAARARRAD ¢

1410 PRINT"amaaaananaa AAHAARARABDARD
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1420 PRINT”aaaaaaa aanaaaanaa’s
1430 PRINT”aaaa HARRAARRA
1440 PRINT aaa aaaa’”y
1450 PRINT”aa ARRADAR ana’sy
1460 PRINT aa ARAARAAARAAR aa’’s
1470 PRINT a=a AARAAADARAAARAAR a’y
1480 PRIMY & AAAARARAAAAARAAAA A’
1420 PRINT”a HAAARAAAAAARARAAR a’y
1500 PRINT & ANARAAARDAARAARA a’sy
1510 PRINT™a AAQARAAAAAARANAA an’y
1520 PRINT a ARARNARRAADARA aaas
1530 PRINT an ARARARARAAAR aaaa’p
1540 PRINT”a=a AARARADAAAAR aaarn’;
1950 PRINT”aa AUANAARAARNA ana’y
1560 PRINT aaa AARARAAAAR aa’y
1570 PRINT aaas ARAAQAR an’p
15680 PRINT aaaan = aa’s
1590 PRINT aasama’s € aaa’s
i 600 PRINT“aaaaaaaaaa € aaaaaa’ e
1640 PRINT ansanaadaapaiaadasaaaaaananaaaaasnda’” ; *RETURN

1620 CLS

£630 PRINT”bbbbbbbbbbbbbbbbbbbbbbbbbbbbbbbb™

s

1640 PRINT”bbbbbbbbbbbbbbb bbbhbbb”

az
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1650 PRINT”bbbbbbbbbbbbb bbbb"
1440 PRINT”bbbbbbbbbbbb bbb
1670 PRINT”bbbb bbbbb bbb bbby
1680 PRINT bbb bbbb bbbbbh bbby
1690 PRINT “bb bbbb bbbbbbbb bbby
1700 PRINT”b bbb bbbbbbbb b
1710 PRINT”b bbbb bbbbbbbb b“s
1720 PRINT”b bbb bbbbbbbb by
1730 PRINT”b b b bbbbbbbb by
1740 PRINT™b b bbbbbbbbb b’
1750 PRINT b b bbbbbbbbb b
1760 PRINT”b bb bbbbbbbbbb b
1770 PRINT”b bbbb bbbbbbbbbb bb™y
1780 PRINT“b bbbbbbbbbbbbbbbbbbb bb*y
1790 PRINT”b bbbbbbbbbbbbbbbb bbb«
1800 PRINT”bb bbbhbbbbbbbb bbb’y
1810 PRINY Dbb € bbbb* s
1820 PRINT”bbb e bbbbbb*
330 PRINT“bbbbbh e bbbbhbbbbb
140 PRINT”bbbbbbbbbbbbbbbbbbbbbbbbbbbbbbbbb*y sRETURN
1850 CLS

1860 PRINT”ccccccraceeeccoccececccaccecceeeee™sy
1870 PRINT cc teciee ce’y
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1880

1890

1200

1960
1970
1980
1990
2000
2010
2020
2030

2040

2060

2070

2080

2090

2100

PRIMNT"c
PRINT
PRINT”cC
PRINT”c
PRIMT"c
PRINT”cc
PRINT”cccoc

PRINT"ccecceoc

cCCCCCdLC

CCECOCC

ool ]l o

CCCeC

ol o ) ) o

ceco

CCeC

ccoo

C

cCcC

cCcc

[ ot ot

cccco

o o oo ol oo o vl o ool o i o ol o

PRINT”ccccoc tc
PRINT”creccc [
PRINT cc (=
PRINT”c C
FRINT c cc
PRINTc cceeee
PRINT ¢ (g ol ol ol o g o
PR;NT”C

PRINT

PRINT”c

PRIMT cc

PRINT”cccccccccccccccccccccccccccccccc”g!RETURN

CLS

ccccccooceeccccccee”y

€

&

€

ceeoccceccoccecccccccoccc

cc.ﬂ'n"9

. 84
-
< r

cchl;

PRINT“dddddddddddddddddddddddddddddddd”;

PRINT”dddd

ddddddd

ddddddddd”;
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2110

21420

430

2140

=150

2160

2170

2ehi

PRINT “dud

PRIMT “ddl

PRINT” d
PRINT" «
PRIMT dd

PRIMT “dddddd

PRIMT“cdddd

FRIMT“dddcd

PRINT ddd

PRINT dd

PRIMNT “clded

PRIMNT “cdiddd

PRINT "ddddddddd

PRINT dd

SCREENGIBERF

dddd dddddd”
ddd "y
ddd dddd “3
ddd  dddddddddd “
dddd daddddddddddddddd™
dil dddddddddddaddddd’”
dd dddd ddadddd“;
ol did daodddd” e
dddd ddd”;
ddddddd dd”y
dddd dy2ddd o
dddd ddddddd d’"s
ddddddddddddd 2 el



CAPITULO

LABIRINTO TRIDIMENSIONAL

Referéncias

Nivel de compreensio do programa pelo usudrio: MEDIANO.
Tipo de jogo: LOGICA.
Dificuldade do jogo: DIFICIL.

O jogo
Vocé estd perdido dentro do labirinto do rei Minos, na ilha de Creta. Seu tempo se esgota

a cada segundo ... Vocé tem de correr pelas passagens e achar a saida, antes que as portas sejam
fechadas para sempre.

Fita K-7

Para armazenar: depois de digitar o programa, salve-o em fita com o comando:
CSAVE''LAB-3D" «J

Para recuperar: para recuperar o programa da fita, digite:

CLOAD"LAB-3D" «!

157
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Disquete

Para armazenar: depois de digitar o programa, salve-o em disquete com o comando:
SAVE"LAB-3D.BAS" «

Para recuperar: para recuperar o programa do disquete digite:

LOAD"LAB-3D.BAS""

Como jogar

Digite RUN e «' ou pressione a tecla FS.

O jogo consiste em tentar sair, velozmente (inicialmente dentro de um intervalo de 400
segundos), de dentro do labirinto.

Na tela aparece uma visio frontal do labirinto, tal como veria uma pessoa, com as paredes
e passagens. No rodapé da tela estd o crondmetro progressivo, que corre até o tempo limite. Além
disso, uma seta indica a dire¢@o verdadeira, representando uma espécie de biissola.

Utilizando as teclas de movimentagdo de cursor de “para esquerda™ (+) e ““para direita” (=),
altera-se a diregio de movimentagio, enquanto a tecla “para cima” (1) acarretard em um passo
adiante, e a tecla “para baixo” ({) terd o efeito de um passo para trds. Todos estes movimentos
possuem correspondéncia com o joystick, que também pode ser utilizado.

Conseguindo sair do labirinto em tempo hdbil, um novo tempo limite serd estabelecido
com um valor inferior ao anterior.

Para interromper o jogo a qualquer momento, pressione CTRL + STOP,

i0 REM -- Labirinto Tridimensional

20 REM

30 SCREENL,,0:CLEAR 500, &HEEFF

40 DEFUSR=&HEFUOOQIKEYOFFzWIDTH32

S0 ON INTERVAL=50 GOSUEB 240

40 DIM S$(41),C%C43)  WX(L8,2,4) , ME(P_ 2) MTX(9,9)2TTH=4
0o

70 LOCATE 14, 1i:PRINTYAGUARDE=GOSUB 1020
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80 GQSUB 740:605UB 190:INTERVAL ON

90 PLAY“T255L64VAISNAON4LINA27 :GOSUB 410

100 IS=INKEY®:FOR IXZ=0 TO 2

140 IPX=STICK(IX):IF IPX THEN IZ=2

120 NEXT I%Z:IF IPXZ=0 THEN 100

130 IF IP%=i AND MX(X%,YX)=2 THEN GOTO 320

140 IF IP%=1 AND YX<9 THEN IF MA(XXZ,YXZ+1)>0 THEN YX=YX
+1:6G0SUB 4190

150 IF IPX=%5 AND YX>0 THEN IF MX(XX,Y%Z-1))0 THEN YX=YX
=45 GOSUB 190

160 IF IP%=3 THEN SPX=(SPX+i) AND 3:60SUB i190:G0OSUB 54
0

170 IF IP%=7 THEN SPZ=(SP%-1i) AND 3:G0SUB 190:60SUB 359
0

180 GOTO 0

190 IF IPX%=3 OR IPX=7 THEN 220

00 X8%=XG%+(3 AND (IPX=i AND SP%=1 OR IPX=35 AND SP%=3
33-(3 AND C(IP%Z=% AND SPX={1 OR IPX=1 AND SPZ=3))

D40 Y8Z=YSX+(3 AND (IP%=i AND $PX=2 OR IPX=5 AND SPX=0
1)-¢3 AND (IP%Z=5 AND SPX=Z OR IPX=1 AND SPX=0))

220 PUTSPRITE 0, (X8%,YSX),4,SPX:RETURN

230

240 TMY=TH%i+1:LOCATE 23,22:PRINT USINGHHHH" 3 THX

r
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250 IF TMXZSTTX THEN RETURN
260 INTERVAL OFF

270 CLS:LOCATE 4,14

280 PLAYZTA0VISLENZONLONLBNL 7

290 PRINT” F1COU PRESO...”

300 RETURN 360

340

320 CLS:INTERVAL OFF:COLOR 15

330 AB="TBOVISLIZNSORIZNSORBINGORIZTSONS4R 16 THONSAR 32N
SARBINGARI2HG7R L NG 7R AZNG TR 32NS R B2 T 32N62

340 PLAY “XA%3"  “R32XA%s”, "R6AXGG s

3%0 LOCATE 4,1isPRINT"ESCAPOU!~

360 PRINTZTEMPO:” 3 THX;" SEGUNDOS.,

370 IF THECTTY THEN TT%=TMX

380 PUTSPRITE 0, (126,208) 4,0

390 FOR I={ TO L0000 NEXT:GOTO 80

400

440 FOR Wi=2 TO O STEP-1i:Ufsyi+3-Wh

420 IF UX=40 THEN GOSUB 4708K%=W5 s WZ=0

430 IF VX440 THEN IF MX(a%, V%) =0 THEN GOSUB LV RN A TS

440 MNMEXT WAOX=03[F Mioxy p Tobd=Ko )2 THEN QXmf tWXak G

OLUE 470
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450 IF X%=9 THEMN FOR DX=3 TO §+KX STEP -130CZ=0:605LB
AP0 ENEXT LDHGOTO 490

460 VA=02FOR D%=3 TO 4{+KX STEP -1:0CxL=0

470 IF M (XA+L YX+VX2 0 THEN OCK=1

480 GOSUB &903VX=VUZ+1INEXT DX

490 IF X%=0 THEN FOR D%=é T0O 4+Ki GTEP ~1:0CX=D3GASUB
AP0 INEXT DEAGOTC 520

500 Yr=0:2FOR DX=¢ YO A+KZ STEP -~§i0CX=0sLF Mioxi-1, Yi+
VX0 THEN OCXK=1

510 GOSUB AROFVE=YZ+LINEXT DX

20 RETURN l

H3n 7

540 FOR IX%=0 10 9iFOR Jx=0 To ¢

580 MTACIA, IX)=MACTY, $~J2)

S60 MEXT Ju, LA

570 SWAP XX, YXAXA=9-XAi60THO &30

580 7

500 FOR IX=0 TO 2iFOR J4=0 T0 ¥

GO0 MTACIX, 9-TXd»=MICTIX, JX)

GA0 NEXT JX, LA

420 SWAF X%, YHiYK=9-YH

630 FOR I%=0 TO 9:FOR JZ=0 TO ¥

H40 MU A, IX y=MTACIZ, 14)
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490 NEXT %, IX:RETURN

(=710

670 A=USR(VARFTR(WZ (O, WX, 0% ) ) IRETURN

4680 7

690 CAX=0:C2%=128-(32 AND (DZ=2 OR DX=%))

700 IX=8204+D%: JX=B210+DX%

710 IF OC% THEN VYPOKE 1X_CiX%iVPOKE J%, C2% ELSE CiX=144

C2Z=CL%L200K=13GOTO 710

720

730

740

750

760

770

780

790

800

810

820

830

840

850

8460

RETURN

RESTORE {%50030X=038PX=11 TMY=0sXS%=11 31 75%=459
FORIZ=0 T0 9:FOR J%=0 TO ©

READ MY (I%,J%)

NEXT Ji, ITZeXX=08YK=0

COLOR D.0,0:CLS

RESTORE 1610

GOSUB 990:3FOR I%=0 TO 11

LOCATE 0,1%:FOR J%=1 TO 16

KX=ASC (MIDSCSH LX), J%, 1)

PRINT CH(KX) s MEXT J%, I%

BOSUB 9$Y0:FOR I%=0 TO 44

LOCATE 16, IX3FOR J%=16 TO & STEP-1

KZ=ASC(MIDS SSC(T%) . J%. 1))
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B0
880
890
200
?i0
220
730
240
50
&0
“TEM
70
780
990
1000
1010
1020
1030
1040
1050
1060
1070

i080

PRINT CHCKZ e 8 NEXT JX. 1%

GOSUE 990:FOR I%=44 VO 0O STEP-{

LOCATE 0,&23-1%:FOR Jx=1 TO i6é
KE=AGC(MIDS CSSCTIXy  JX. 1))

PRINT CHCKZ) g sNEXT JK,I?

GOSUE PY0:FOR 1IX={1{i TO O STEP =i
LOCATE 16 ,23~1%43FO0R JX=16 YO & STEP ~i
KE=QSC(HIU$(S$&12),JZ,1$)

PRINT CB(KZ)y sNEXT J%, %

LOCATE 2,21:COLOR 15z PRINT TEMPO LIMITE ~ TAB(23)

FO~

PRINTTAB(6) s TTX
KETURN

FOR IZ=1 TO 13:READ KZ:CHCIXN)=CHRS (K% sNEXT IX
RETURM

FOR 1X=832 TO 1984 STEP 44

FOR JX=0 TO 7
KA=206~2 " (7~Jud s LX=2" ( JX+1 )~

MA=Z22 (B~JX )~ 1 s NL=256-2~ )%

VPOKE IX4+JX 28%:1VUPOKE IX+Jx+8.K%
VPOKE TIZ+JZ+16,L%3VUPOKE 1X+.X+24 M

VPOKE IX+JX+32 NX:UPOKE IX+J%+40,0
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1090 NEXT J%, 1%
£100 FOR IX=0 TO $£1:FOR JX=1 TO 16

1440 READ K%3S$(IX)=6%(IXI+CHRS (KX)

1120 NEXT J%, 1%

1430 FOR I%=0 TO £:FOR JX=0 TO 2:FOR KX=0 TO i8
1140 READ WX(KX,J%,I1%) sNEXT KX, )%, 1%

1150 FOR IX%=0 T0 3:6$=“"1FOR J%=0 TO 7

1160 READ KX:S$=S$+0HRSG (KX ) s NEXT J%

1470 SPRITE®(IX)=S%sNEXT %

1180 1%=&HEF 00

1190 READ H$2XF H%=":" THEN RETURN

1200 POKE I%, VAL (“&H"+H%)

1240 I%=IX+1:GOTO 1190

1220

1230 DATA 8,4,8,4,1,48,4,4,1,48,4,4,¢,4,1.4

1240 DATA 9,8,4,4,4,4,1,4,4,4,4,4,4,1,4,1

1250 DATA 9,9,8,4,1,4,4,4,4,4,4,4,14,4,4,1

£260 DATA '9,9,9,8,5,%, 38,8 4,8 ,0,8.0,1,4.4

1270 DATA 5,5,5,%5,10,2,2,2,2,2,2,2,2,2,2,2

1280 DATA

4]
&)
-
&)
]
-
[E Y
i
-
s
o
e
g
‘: -
na
-
g
™
n
HPJ
D
;‘J
B
o

1290 DATA 5,5,5,5,i1,11,40,2,2,2,2,2,2,2,2,2
1300 DATA 5,5,5,5,6,6,6,12,3,3,3,3,3,3,3.3

1310 DATA 5,5,5,5,6,6,6,13,12,3,3,3,3,3,3,3
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1320 DATA 5,%5,5,5,6,6,6,7,7,4,4,4,4,4,4 4
£330 DaTA 5,%,5,5,6,6,6,7,7,4,4,4,4,4,4,4

1340 DATA 5,5.,5,5,6,6,6,7,7,4,4,4,4,4,4,4

1350 °

1360 DATA 144,144 444,144 144,444,144 144, 144 144, 144,
144.0,0,0,0,0,0,96

1370 DATA 102,144,144 102,144,144, 96,144,444 ,96 144,14
4,6,0,0,6,0,0,96

£380 DATA 102,402,144,102,102,444,56,%6,144 96,56, 144,
6,6,0,6,6,0,96

1390 DATA 144,144 144,144,144 444 144 144,144 144 144,
144,0,0,0,0,0,0,0

£400 DATA 0,144,144, 0,144,144,0,144,144,0 144, 144,0,0,
0,0,0,6,0

£410 DATA 0,0,144,0,0,144,0,0,144,0,0,144,0,0,0,0,0,0,
0

1420 7

1430 DATA 16,56,68.130,16,16,46,16

1440 DATA 6,4,2,255,2,4,8,0

$450 DATA 16,16,16,16,130,68,%6,16

1460 DATA 16,32,64,25%,64,32,46,0

1470

1480 DATA 23,23,5e,23,%56,21,d,20,cd,53,0,e3,e3,eb,4,13
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,7€,d43,98,23,23,10, 9,9,

1490
1500

1510

1590
1600

1610

Data

DATA

DATA

DaTA

DATA

DATA

DATA

DATA

) DATA

DATA

DATA

129,128

1620

DATA

106,104

1630

DATA

132,128

1640

DATA

107,104

1,1,1,0,4,1,4,0,4,14
1,0,i,1,1,0,4,4,4,0
1,4,0,4,0,4,4,0,4,1
0,4,0.3,.5,4,0,.0,0,4
1,1,1,0,0,0,1,1,1,0
0,0,1,0,1,1,1,0,1,0
1,1,1,0,0,4,0,i,14,4
1,0,0,1,4,1,0,1,0,1
oS0 kot 850

0,0,1.1,1,0,1,0,1,2

245,237 ,229,248,492,184,176, 145, 144,137,136,
245,237,229,248,168,160,152,122,120,114,1i2,
221,213,205,248,192,1684,176,148, 144,140,136,

221,213,205,248,168,160,152,123,120,141%5,112,

JAG Composicbes e Artes Gréficas Ltda.
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