


LES HITS COMMODORE 
Ace-CID 
Acrojet • D 
Adventure Cst Set • D 
Aiiey cal • CID 
Archon Il · CID 
Astérix • CID 
Batalyx • CID 
Batman • C 
Biggles • C/D 
Bombjack ·CID 
Borrowed Time • D 
Boulder Dash Ill • CID 
Cauldron • C 
Cauldron Il • CID 
Colossus Chess IV • C/D 
Commando • CID 
Crusade in Europe • CID 
Danse Macabre • D 
Dragon's Lair • CID 
Eidolon • C/D 
Elite (français) • C/D 
Empire -C 
Ghost'n Goblins • CID 
Golf Cst set • CID 
Goonies • CID 
Green Beret • C/D 
Gyroscope • C/D 
Hacker Il • CID 
Hardball • CID 
International Karat • C 
Karateka·C 
Koronis Rift • CID 
Kung fu Master • C/D 
Leader Board • CID 
Legende des Amazones • C 
Little Computer People • CID 

Club du logiciel 
KicrostorJ 

100/0 
;ur tous le& logicielS 

1 venez 
chercher votre carte 

CBEDIT 
Achetez en décembre 

payez en mars 

109/150 F 
150 F 
175F 

99/135 f 
115/145F 
99/150F 
95/135 F 

95F 
105/145 f 
99/155 F 

160F 
109/160 F 

89F 
105/160 F 
105/155 F 
89/135 F 

160/205f 
165F 

99/135F 
105/155 F 
135/185 F 

105F 
105/135 F 
150/165 F 
105/135 F 
89/140 F 
99/150 F 

105/145 F 
00/155 F 

79F 
105F 

89/145 F 
105/145F 
115/160 F 

99 F 
89/145F 

Mandragôre • CID 
Masquerade • D 
Mermaid Madness • CID 
Miami Vice • CID 
Knight Riders ·CID 
Paper Boy • CID 
Pinball Csl set • D 
Ping-pong· CID 
Pitstop Il • CID 
Questron - D 
Rambo · CID 
Raspoutin • C 
Revs -CID 
RMS Titanic • CID 
Road Race • CID 
Rocky Horror Show (128) • D 
Saboteur- C 
Shogun ·CID 
Silent Service • CID 
Skyfox ·CID 
Solo Aight 11 • CID 
Sorcery- C 
SPY VS Spy Il · CID 
Starship Androméda • CID 
Summer games I · CID 
Summer gammes Il · CID 
Supercycle • CID 
ThaïBoxing (64-128) 
ThePawn-D 
They sold a million Il · CID 
Ultimalll - D 
UltimalV·D 
Uridium·CID 
V-CID 
Way of the Tiger • CID 
Winter Garnes • CID 
World Cup Camival • CID 
Yie-ar Kung Fu • CID 
Zorro · CID 

235/250F 
145F 

110/160 F 
99/135 F 
99/165 F 
95/145 F 

170F 
891135 F 

109/155 F 
150F 

89/125 F 
95F 

140/170 F 
109/160 F 
105/145 F 

135 F 
95F 

105/145 F 
1 1~155F 

11~145F 
105/150 f 

95F 
1 1~155F 
1 1~145 f 
109l155F 
951155 F 

105/165 f 
891135F 

155F 
105/165 F 

150F 
185F 

991150 F 
105/135 F 
1151155F 
991155 f 

109/165 F 
891125 F 
891145 F 

BON DE COMMANDE : 
à retourner à MICROSTORY 
14, rue de Poissy, 75005 PARIS 

>\Oresse •... 

Tel ---

commande lematenelsuv;rtt ---···-

Je, soussigné, M 

Préoom JlOU' ta somme totale de : 

MICROSTOllY 14, RUE DE POISSY 7SOOS PARIS 

llmstrad 
LES DERNIERS HITS ... 
Asterix • C/D 
1942 · CID 
Thanatos • CID 
Fist Il · CID 
Antiriad • CID 
Bobby Bearing • C 
Gladiator • CID 
Druid • C 
Galian • C 
Glider Rider • CID 
Grand Prix 500 • CID 
Knight Garnes • CID 
Lightforce • CID 
Miami Vice • C 
Knight Riders • C 
Now Garnes 3 • C 
Nomad-C 
Revolution • CID 
Robbot· CID 
Supercycle • C 
Street Hawk • C 
Sai Combat· CID 
Silent Service • C 
Samantha Fox. CID 
Tomahawk· CID 
They sold a million Il • CID 
They sold a million Ill • C 
Ushi Mata - C 
Wortd Garnes • C 
lnfiltrator- C 
Dragon's Lair· CID 
Fer et Flamme· D 
Trivial Poursuite· CID 
MGT·CID 
Bactron • CID 
Le Pacte · D 
Top Secret • D 
Le Secret du Tombeau • CID 
Rescue on Fractalus • CID 

Afflri 
JEUX 
Arena 
Black Cauldron 
Borrowed Time 
Brattacas 
Cards 
Chess (Psion) 
DeepSpace 
Jiacker Il 
Leader Board 
Little Computer People 
Major Motion 
The Pawn 
Silent Service 
Spiderman 
~ 
ST ProlledDr 
STKA M 
ST $pac:e Sblboll V 
Smlog 

s.ord " bdllsli 
Tnebnll 
T nlogJ d Aolt:a 
ÎrKy 
.,,...9119' 

----~ 
IOQICPIS 
~ 
CAO~ 
~isp 
Dbase 
08 rmtsone 
Easychw 
HabawnterD 
Haba-
laser base 
Lattioe. c 
Macro-assembleur 
Pascal 
Megamax-C 
Music studio 

N.C. 
N.C. 
N.C. 

99/145 F 
N.C. 
99F 

85/135 F 
85F 
89F 

89/145 F 
135/185 F 
89/130F 
89/130 F 

89F 
89 F 
99F 
85F 

99/139 F 
105/145 F 

109F 
89F 

89/125F 
89F 

95/135F 
89/125 F 

95F 
99 F 
95F 

109F 
N.C. 
N.C. 
N.C. 
N.C. 

120/160 F 
120/160 F 

195F 
215F 

145/175 F 
89/125 F 

330F 
390F 
255F 
330F 
199F 
N.C. 

375F 
255F 
270F 
290F 
199F 
239F 
239 F 
199 F 
250F 
225F 
225F 
22SF 
ll>F 

F 
Jt~f 
s; 

r. 
l'Sf 
r::F 

299 F 
499F 

1 490 F 
1190 F 

590 F 
850 F 
895 F 
750 F 
990F 
990F 
490F 
790F 

1590F 
295F 

TU 

FratS de por1 solts 20 F, maténel nous car.lilts 

Règlemenl : 

chèque C mandat - c:slt 

Hacker Il • CID 
Prodigy • CID 
Hi-Jack • CID 
Xarq-C/D 
T empest • CID 
Aliens-CID 
Mermaid Madness • CID 
Affaire Sidney • CID 
4ème Protocole • C/D 
Dandare • CID 
Deactivator • C/D 
Elite français • CID 
Leader Board • C 
Les mines du roi Aquantus . CID 
L'héritage Il • CID 
Maraca'ibo • C/D 
Scrabble • CID 
Shogun· CID 
Skyfox- CID 
Biggles • CID 
Billie la banlieue • C/D 
Boulder dash Ill • C 
Bridge· CID 
Cauldron Il • CID 
Commando· CID 
Fairtight ·CID 
Gold hits • CID 
Green beret • C/D 
Impossible Mission • C/D 
Infernal runner • CID 
Jumpjet • CID 
Kung Fu Master ·CID 
Mission Elevator • C/D 
Nexus · CID 
PaperBoy-C 
Ping-Pong • CID 
Room Ten · CID 
Tennis 3 D · CID 
The Way od the Tiger • C/D 
V -C/D 
Winter game • CID 
Camelot Warriors • C/D 

Paintworks 
Printmaster 
Artgallery 
Profortran 
VIP 
Plus paint 
Textomat 
Data mat 
Calcomat 
Systeme expert 
Fast basic (cartouche) 

llmigd 
LOGICIELS 
Dekixe PÜlt 
Deluxe Print 
Mg.slmage 
Mg.s ArDatOf 
Mtp~ 

l&:iœC 
~ 

Br3!lxa:s 
~Fox 
King Ouest Il 
Seven Cities of Gold 
Marbel Madness 
Borrowed Time 
Analyse tableur 
De Luxe video 
Instant Music 
Aegis impact 
Assembleur 
True Basic 
Leader~ 

Chess 
The 
~ 

951135 F 
99/145 F 
99/145 F 
99/145 F 
99/145F 
99/145 F 
89/125F 

135/175 F 
175/175 F 
95/150 F 
99/145 F 

175/225 F 
99F 

99/150 F 
145/175F 
135/175 F 
2j5/250 F 
99/150 F 
99/150 F 
95/135 F 

120/175 F 
85F 

225/235F 
89/130 F 
85/120 F 

105/155 F 
105/150 F 
89/150F 
89/165 F 

125/175 F 
75/115 F 
99/130F 
89/135 ~ 
89/130 F 

89F 
85/145F 
851135 F 

125/175 F 
89/125 F 
89/130F 
89/135f 

N.C. 

370F 
390F 
270F 

1290F 
1 B90F 

395F 
450F 
450F 
450F 

1590F 
B90F 

890F 
890F 
790F 

1 290 F 
1590 F 

390 f 
1990F 
1150F 

890F 
360F 
290F 

NC 
350 F 
290F 
2S5F 
N.C. 

c. 
290F 

'c. 
c. 

lf.C. 
NC 



~--o··.··r; .. ·c •l) 

Y01~.···.~~.Wf 
l'IICROWISIRS 

DEUSTINGS 
SOMMAIRE Formule 1 
Tableaux des équivalences MSX 
pour adapter tous les jeux Break out 
à votre micro ordinateur 4 Bombardier 
AMSTRAD Bataille navale 
Etoiles 7 Game 86 
Alpha Bomb 9 ORIC 
Chrono Poursuite 11 Epidémie 
Master Mind 15 
Turbotron 16 

Master Design 
Zaxxon 

Fractales 18 Eddy Lode 
Explorer 19 Caterpillar 
Mined in 20 Rescue Mur 22 Quai des Orfèvres 
APPLEll Camel's Battle 
Tracourbe 23 Meteor 
Formule oubliée 29 Freeze Bert 
Minotaure 34 PC IBM et Speedway 39 Compatibles Double Haute résolution 41 

ATARI ST/XL Pac Atout 
Tihatak 

Awari 43 Espace Attak 
Jack Pot 46 Otilto 
Ski 47 

QL Music 48 
Russe 50 Chateau maudit 

Poster 52 Master Mind 

Minitest 53 Le Compte est bon 

Tour de l'Atari 54 Arène 2024 

Minute! 59 Worm 

Maître Corbeau 62 SPECTRUM 
Llfsting 64 Qix 

COMMODORE Tronix 

64/128 Destroyer 

Moto-Cross 66 Xogs 

Guerre sous-marine 69 
Barrage 

Poursuite 72 Mine 86 

Palais de Haches 74 Caism 
Rads Champ magnétique 78 Spectdraw Champs 80 Pendu Night Mission 82 
THOMSON Tarz.an 84 

Labyrinthe 88 Description 
Dessus dessous 91 Métallurgiste 
Evasions 93 Diskix 
Pinceau % Snake 
Instruments 97 Poulailler 
Uranium 99 Horticuheur 
Double 103 Morse 
Para 106 Puissance 4 
Tanks 109 Processeu·r 
Bank 112 ZX81 
EXLlOO Introduction au ZX 
Threat Star 116 421 
Crayon magique 120 Jeu de dés 
Musicorgue 123 Calculs 
Clavier bavard 124 Numéroscopie 

Ce numéro comporte un encart abonnement 
non folioté entte les pages 2 et 3. 

• Le prix : 
garanti le plus bas du marché ··. , 

• Le service après vente 
129 

• La formation 
133 • Le crédit 
135 .i 

• Les facilités de paiement 136 ,. 
137 

138 
141 
143 
146 • Amstrad 
149 • A tari 
152 
154 • Commodore 
156 • Exelvislon 
159 
161 • MSX - Sony - Philips 

• Téléstrat 

166 • Thomson 
168 
170 
172 

176 • Périphériques 180 
182 • Imprimantes 
184 Logiciels 187 • 
188 
190 
191 
193 
196 
19_7 ~lus de 3.000 logiciels 
200 "" 206 à prix cassés !!! --~ 

207 ~-
209 

~-
~ -- ·-210 .... - -· . . - ·:· 

213 . - . ~:~~.,~-
215 
217 Du ~ndi au samedi de 9 h 30 à 19 h. 
217 50, rue de Richelieu 75001 Palis - Tél. : (1) 42.96.93.95 ·Métro : Palais-Royal 

219 251, bOIAevard Raspail 7501~ Paris· Tél.: (1143.21.54.45 ·Métro : Raspail 

221 ---------------------- ~ 

224 VIDEOSHOP, Département VPC, BP 105, 75749 Paris Cedex 15 
226 Joindre 3 ti mbres à 2.20 F. 

Nom Je dési-9. recevoir 
228 Prénom ~-"'-~~on sur: 
231 Adresse ... · ... ~. •, 

234 .... 

235 Code Postal -~~po~· 237 
Ville 1,Jn.11'1 . . . • 

:.. .. . ··. 
Téléphone 

... , .,; ;. 
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APPLED• 

COMMODORE AMIGA 

AMSTRAD 

ORICA1MOS 

ZXll 

SPECTRUM 

Tl99/ 4A 

THOMSON • TO 7 

MSXI 

APPLEil• 

ATARI '80 XL/800 XU400/llO 

COMMODORE AMIGA 

AMSTRAD 

ORICA1MOS 

ZXll 

SPECTRUM 

Tl9'/4A 

THOMSON • TO 7 

MSXl 

APPLED• 

ATARl 6418 XL/880 XL/480/ 880 

COMMODORE AMIGA 

ORICATMOS 

ZXll 

SPECTRUM 

Tl99/4A 

THOMSON· TO 7 

MSXI 

4 

ÉQUIVALENCES DES INSTRUCTIONS BASIC 

ABS 

ABS 

ABS 

ABS 

ABS 

ABS 

ABS 

ABS 

ABS 

ABS 

CALL 

CALL 

CALL 

CALL 

RAND 
USR 

RANDOMISE 
USR 

EXEC 

USR 

CONT 

CONT 

CONT 

CONT 

CONT 

CONT 

CONTINUE 

CONT 

CONT 

CONT 

ACS 

ACS 

CHR$ 

CHRS 

CHRS 

CHRS 

CHRS 

CHRS 
mais pas ASCII 

CHR$ 

CHRS 

CHR$ 

HCOLOR 

COLOR 

CO LOR 

INK 

INK 

INK 

COLOR 

CO LOR 

CO LOR 

AND 

AND 

AND 

AND 

AND 

AND 

AND 

AND 

AND 

CDBL 

CDBL 

CDBL 

cos 

cos 

cos 

cos 

cos 

cos 

cos 

cos 

cos 

cos 

ASC 

ASC 

ASC 

ASC 

ASC 

ASC 

ASC ' 

ASC 

CLEAR 

CLR 

CLEAR 

CLEAR 

CLEAR 

CLEAR 

CLEAR 

CLEAR 

CLEAR 

SAVE 

CSAVE 

SAVE 

CSAVE 

SAVE 

SAVE 

SAVE 

SAVE 

SAVE 

ASN 

ASN 

LOAD"" 

CLOAD"" 

LOAD"" 

CLOAD"" 

LOAD"" 

LOAD"" 

OLD"" 

LOAD"" 

LOAD"" 

SAVE 

SAVE Dl 

SAVE 

SAVE 

SAVE 

SAVE OS KI 

SAVE 

SAVE 

ATN 

ATN 

ATN 

ATN 

ATN 

ATN 

ATN 

ATN 

ATN 

LOAD 

LOADDI 

LO;\D 

LOAD 

FONCTION 
DU DOS 

OLDDSKI 

LOAD 

LOAD 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

AUTO 

NUM 

AUTO 

AUTO 

HOME 

UTILISEZ 
ORAPHICS 

CLS 

CLS 
CLO 

CLS 

CLS 

CLS 

CLEAR 

CLS 

CLS 

DEFFNx = 

DEFFNx = 

DEFFNx = 

DEFFNx = 

DEFFNx = 

DEFFNx = 

DEFFNx = 

DEFFNx = 

&x 

BIN 

&B 

&B 

CODE 

CODES 

DEG 

DEG 



ÉQUIVALENCES DES INSTRUCTIONS BASIC 

APPLEll' DIM END EXP FLASH FOR 1 = x GOSUB GOTO 

A TARI 600 XL/ 800 XU400/ IOO DIM END EXP FOR 1 = x GOSUB GOTO 

COMMODORE AMIGA DIM END EXP FIX BEEP FOR!= x GOSUB GOTO 

AMSTRAD DIM END EXP FIX INK FOR!= x GOSUB GOTO 

ORICATMOS DIM END EXP FOR!= x GOSUB GOTO 

ZX81 DIM EXP FOR!= x GOSUB GOTO 

SPECTRUM DIM EXP FLASH FOR I = x GOSUB GOTO 

Tl99/4A DIM END EXP FOR 1 = x GOSUB GOTO 

moMSON·T07 DIM END EXP FIX FOR I = x GOSUB GOTO 

MSX 1 DIM END EXP FIX FOR! = X GOSUB GOTO 

APPLE D• IF-THEN 
éventuellement 

GETx$ '' INPUT !NT INVERSE LEFT$ 

ATARI 600 XL/ 800 XL/ 400/800 IF-THEN INPUT INT 

COMMODORE AMIGA HEX IF-THEN ELSE INKEYS INPUT !NT LEFT$ 

AMSTRAD HEX IF-THEN ELSE INKEY$ INPUT !NT LEFTS 

ORICATMOS HEXS IF-THEN ELSE KEY$ INPUT !NT LEFT$ 

ZX81 IF!'fHEN INKEYS INPUT INT 

SPECTRUM IF-THEN INKEYS INPUT !NT INVERSE 

Tl 99/4A IF-THEN ELSE KEY$ INPUT !NT 

THOMSON • TO 7 HEX$ IF-THEN ELSE INKEYS INPUT !NT LEFT$ 

MSX 1 HEXS IF-THEN ELSE INKEY$ INPUT INT LEFT$ 

APPLEII• LEN LET LOG ONxGOTO PEEK PLOT POKE 

ATARI 600 XL/ 800 XL/ 400/ 800 LEN LET LOG ONxGOTO PEEK PLOT POKE 

COMMODORE AMIGA LEN LET LOG ON xGOTO PEEK PSET POKE 

AMSTRAD LEN LET LOG ONxGOTO OUT PEEK PLOT POKE 

ORICATMOS LEN LET LN ON x GOTO POKE PEEK PLOT POKE 

ZX81 LEN LET LN PEEK PLOT POKE 

SPECTRUM LEN LET LN OUT PEEK PLOT POKE 

TI99/4A LEN LET LOG ONxGOTO 
CALL 

MCHAR 

THOMSON • TO 7 LEN LET LOG ONxGOTO PEEK PSET POKE 

MSXl LEN LET LOG ONxGOTO OUT PEEK PSET POKE 

5 



EQUIVALENCES DES INSTRUCTIONS BASIC 

APPLEII• 
H TAB 

PRINT RND READ REM RESTO RE RETURN 
VTAB 

ATARI 600 XL/ 800 XL/ 400/ 800 POSITION PRJNT RND READ REM RESTO RE RETURN 

COMMODORE AMIGA LOCATE PRINT PRINTUSINO RND READ REM RESTO RE RETURN 

AMSTRAD LOCATE PRJNT PRINTUSINO RND READ REM RESTO RE RETURN 

ORIC ATMOS 1@ PRINT RND READ REM RESTO RE RETURN 

zx 81 PRINT AT PRINT RND REM RETURN 

SPECTRUM PRJNT AT PRJNT RND READ REM RESTO RE RETURN 

TI99/ 4A PRINT RND READ REM RESTO RE RETURN 

THOMSON • TO 7 LOCATE PRINT PRINT USINO RND READ REM RESTO RE RETURN .. 

APPLEU• RJOHT$ SCRN SON SIN SQR STOP STR$ 

A TARI 600 XL/ 800/ XL 400/ 800 POINT SON SIN SQR STOP STRS 

COMMODORE AMIGA RIOHT$ POINT SON SIN SQR STOP STR$ OBJECT ... 

AMSTRAD RJOHT$ TEST SON SIN SQR STOP STRS 

ORICATMOS RIOHT$ POINT SON SIN SQR STOP STR$ 

ZX81 SON SIN SQR STOP STRS 

SPECl'RUM POINT SON SIN SQR STOP STRS 

TI99/ 4A SON SIN SQR STOP STR$ CALLSPRITE 

THOMSON • TO 7 RIOHTS POINT SON SIN SQR STOP STRS 

MSX 1 RIOHTS POINT SON SIN SQR STOP STR$ SPR!TE 

ORDINATEURS 

APPLEJI• TAN TEXT VAL 

ATARI 600 XL/ 800 XL/400/ 800 ORAPHICS VAL 

COMMODORE AMIGA TAN TIMES REPEAT UNTIL VAL WAIT 

AMSTRAD TAN TIME WHILE WEND VAL 

ORICATMOS TAN TEXT REPEAT VAL WAJT 

ZX81 TAN VAL PAUSE 

SPECTRUM TAN VAL PAUSE 

TI 99/ 4A TAN VAL 

THOMSON - TO 7 TAN VAL 

MSXJ TAN SCREEN 1, 1 TIME VAL 

6 



AMSTRAD 

ETOILES 
Aux commandes de votre super vaisseau spatial, gare aux 

envahisseurs qui vous attaquent. Des particules 
neuroniques pleuvent de tous côtés, menaçant de vous 

détruire. Un jeu extrêmement rapide qui 
demande des réflexes impressionnants et des nerfs d'acier ... 

1U At:::1v1 *******1'•. ETOILES ********* 
1'90 DATA 112,252,254,:254,254,254,254,251:'. 

2U REM COPYRIGHT 1986 BOULDER MAN· 

3U REM ************************** 
210 DATA 24s,224,192,12s,o,o,o,o 

4U HEM 220 DATA 24,60,126,122,255,253,253,255,2 

jü REM initialisation de 1' ecran 

oU REl''I ************************* 
230 DATA 96,240,240,96~240,240,252,252,2 

7ü MODE 1:1NK o,o:INK 1,6:INK 2,1:INK 3, 40~240,240,96,96,96,96,120 

l~~BURDER 1 240 GOTO 750 

au PEN #0,1:PAPEH #0,0:PEN #1,l:PAPER #1 250 REM AFFICHAGE DU TABLEAU 

,2:PEN #2,l:PAPER #2,2:PEN #3,3:PAPER #3 26U REM******************** 

270 SCORE=O:NBVIE=3:NBTAB=l:Y=11 

90 WINDOW #0,11,30,1,2o:w1NDOW #1,1,10,1 280 FEU=O:FEUN=O:FOR i=O TO 9:t(i)=O:NEX 

,2S;WINDOW #2,11,30,21,25:WINDOW #3,31,4 l 

ü, 1,:2~j 290 GOSUB 820 

100 SPEED KEY 10,1 300 CLS#2::LOCATE #2,8,4:PRINT #2,"ETOIL 

110 REM INITIALISATION DE VARIABLES ES" 

120 REM *************************** 310 CLS #J:LOCATE #3,2,21:PRINT #3,"TABL 

L.3ü DEFINT A-Z:DIM TOP$C7),T0P(7>,tC9) EAUX" ~ t-;~~ l NT #3, " " ; l\IBTAB 

14LJ FUI-< l=O TO 7:TOP$Cl)=" •....• ":NEXT 320 LOCATE #3,3,24:PRINT #3," SCORE" 

150 REM DEFI~ITION DE CARACTERES 330 FOR 1=1 TO NBVIE:LOCATE#3,1,I*4:PRIN 

loU REM ************************ T :!:~] 'I " ";CHR$<24S>;CHR$(246):PRINT #3 

lJO SYMBOL AFTER 244:FOR i=245 TO 252:RE , ";CHR$C247);CHR$C248J:NEXT 

AD dl,d2,d3,d4,d5,d6,d7,d8:SYMBOL I,Dl,D 340 LOCATE 1,21:FOR I=O TO 19:PRINT:FOR 

2,D3,04,D5,D6,D7,DB:NEXT J=ü TU SO:NEXT:NEXT 

180 DAl"A 60,126,239,223,223,255,255,127 35U ~OR r~u TO lDD*NBTAB:PLOT 176+RND*28 
--~~~~~~~~~~~~~~~~.1...-~~~~~~~~~~~~~~~__J· 
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8 

8,8ü+RND*32ü,RND*2 +1:NEXT 0 

3 bD FOR J;=:l TO 2Cl STEP 2:LOCATE 20,I:PR 520 IF XN>l68 THEN XN=XN-42:FtLOT XN,FEUN 

INT CHR$(249);:LOCATE 20,i+l:PRINT CHR$C ,3:PLOT XN,FEUN1,3:PLOT XN,FEUN2,3:PLOT 

:25 U ) ; : l\IE X T 

3 70 ~EM ,JOUER 

380 REl"I ***** 

XN,FEUN3,J:PLOT XN,FEUN4,3:PLOT XN,FEUNS 

, 3: PLOT XN, FEUN6, 3: GOTO 3'l0 

530 IF 19-2*H=Y OR 19-2*Hl=Y OR 19-2*H2= 

390 LOCATE 1,Y:PRtNT CHR$C251):PRINT CHR y OR 19-2*H3=Y OR 19-2*H4=Y OR 19-2*H5= 

$ <:252 ) ; 

400 LOCATE #3,2 7 25:PRINT #3," ";SCORE 

Y OR 19~2*H6=Y THEN 650 ELSE FEUN=O 

540 i.=O 

410 ü=U:AS=INKEY$:IF A$=CHR$C249) AND Y< 550 IF t<i>=O THEN 390 

>1 THEN D=-2 

420 IF A$=CHR$C241> AND Y< >19 THEN 0=2 

560 i=i+l:IF i <> lO THEN 550 

570 REM FIN DE PARTIE 

430 IF D<>O THEN L.OCATE l,Y:PRINT " ":PR 580 REM************** 

lN-r ·· ·• ; : v::;;;v+o 

440 IF FEU=ü THEN FEU=4DD-Y*16:X=176 

450 lF FEUN <> D THEN 480 

590 FOR i=O TO 10 

6Uü PEN #3,0:LOCATE #3,3,24:PRINT #3," B 

UNUS":PRINT #3," +1000 ":FOR J=O TO 10 

460 H'-'< C NT< RND*lO >:Hl:= INT < RND*lO) : H2 = INT < ü: l\IEXl 

RND*10>:HJ=INT<RND*10):H4=INTCRND*1D>:H5 610 PEN #3,3:LOCATE #3,3,24:PRINT #3," B 

=IN~CRND*l0):H6=INT<RND*l0) ONus~:PRINT #3," +1000 »:SOUND 1,200,1 

470 FEUN=96+32*H:FEUN1=96+32*Hl:FEUN2=96 ü,14:FOR J=O TO 100:NEXT 

+32*H2:FEUN3=96+32*H3:FEUN4=96+32*H4:FEU 620 NEXT 

630 SCORE=SCORE+lOOO:NBTAB=NBTAB+l 

48U SOUND 1,x,1,1s::PLOT X,FEU,O=PLOT XN 640 Go·ro 280 

,~EUN , U:PLOT XN,FEUN1,o:PLOT XN,FEUN2,o: 650 LOCATE s,s:PRINT " TOUCHE" 

PLUT XN,FEUN3,0:PLOT XN,FEUN4,0:PLOT XN, ~60 N~VIE~NBVIE-l:IF NBVIE>-1 THEN 280 

F~UNS,U:PLOT XN,FEUN6,0 67'0 CLS 

490 i~ X<472 THEN X=X+lS:PLOT X,FEU,1:GO 680 FOR I=O TO 7:JF SCORE>TOP<I> THEN 70 

,. 0- 520 Cl 

Süü HH=FEU/32-3:IF T<HH>=O THEN SCORE=SC 690 NEXT:GOTO 750 

OHE+lDO ELSE IF SCORE< >O THEN SCORE=SCOR 7 00 CLS:PRINT "ENTREZ VOTRE NOM " 

E-50 710 INPUT A$:IF LENCA$))6 THEN 700 

510 tCHH>~l:LOCATE 20, <9-HH>*2+1:PRINT" 720 IF !=7 THEN 740 

";:LOCATE 20, C9-HH>*2+2:PRINT ~ ";:feu= 130 FOR J=7 TO I+l STEP -1:TOP$CJ>=TOP$( 



,J-1 i : r 0 P ( ,J ) = T 0 P ( J -1 ) : NE X T une~~uche vous gagnez 100 PTS ,si 

·;40 TOP1Il~SCORE:TOP$(l)=A$:GOSUB 820 vous tirez a cote vous perdez 50 PTS. 

"/50 CL_S: PR I NT " Utilisez les fle- ches " 

HAUT et BAS pour vous deplacer, votre 790 PRlNT :PRINT" APPUYEZ SUR UNE TO 

tir est auto- matique." UCHE POUR JOUER":CALL &BB06:GOTO 270 

760 PRINT:PRINT " Vous devez detrui-re HUO REM AFFICHAGE DES SCORES 

lRs ruches inter-galactiques parmi les 810 REM ******************** 

eto1les dont lenombre augmentera sa 820 CLS#l:FOR I=O TO 7 

ns cesse pour genez la visibilite des 83U LOCATE #1,1~1*3+1 

tirs." 8•1U PflINT #l,I+l;TOP$(l):PRINT#1,SPCCJ); 

!ID PRINT:PRINT " APPUYEZ SUR UNE 

TOUCHE":CALL &BB06 850 NEXT:RETURN 

780 CLS:PRINT:PRINT " Quand vous detrui 

AMSTRAD 

ALPHA BOMB 
Un bon programme qui allie le jeu à la réflexion. Un petit 

bonhomme fort sympathique est chargé de collecter les lettres 
disséminées sur l'écran. Il doit le faire en respectant 

l'ordre alphabétique et en ne repassant pas dans le sillage 
qu'il a laissé derrière lui. Plus ardu qu'on ne pense ... 

10 ' ***************************** :2U 0 = GAUCHE P = DROITE 

.L J ') * * 
:?.1 -, 

1/ * ALPHA BOMB * 
.~;. .··;. ,. 
.&......:... LE BUT DU JEU EST DE COLLECTER LES 

L.3 ' * * 23 ' BOMBES DANS L'ORDRE ALPHABETIQUE 

* COPYRfGHT 1986 BOULDERMAN * 24 ' SANS JAMAIS REPASSER AU MEME 

15 , * * 25 ' ENDROIT ... 

16 , ***************************** CONSIDEREZ VOUS COMME MORT A LA 
' 

1 / ; 27 ' MOINDRE ERREUR 

18 ' POUR VOUS DIRIGER 28 ' VOUS COMMENCEZ AVEC B BOMBES, 

1 '7 ' Cl = H/~UT A = BAS 29 ' ARRIVEREZ-VOUS JUSQU'AU SCORE 

,__~~~~~~~~~~~~~~~~~~~~~....___~~~~~~~~~~~~~~~~~~~~~....i 
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30 ' CONSIDERE COMME IMPOSSIBLE DE 56 IF T(X, Y>=2 0 THEN GOSUB 64:LOCATE 2,1 

31 ' 26 BOMBES ? :PEN 3:PAPEH 2:PRINT"1L NE FAUT JAMAIS R 

32 • EPASSER LA OU ON A":LOCATE 14,2:PRINT"DE 

33 MODE !:BORDER O:ENV 2,7,-1,JO:ENV 3,4 JA MARCHE":GOTO 61 

,-1,40 57 iF T<X, Y><> PB+l THEN GOSUB 64:PEN l:P 

34 INK o,o:INK 1,26:INK 2,6:INK 3,24:PEN AP~R 2:LOCATE" 3,1:PRINT"VOUS DEVEZ PREND 

t:PAPER 0 RE LES BOMBES DANS":LOCATE 15,2:PRINT"L' 

35 DEFSTR A-H:DEFINT I-Z:DIM T<41,25) :PF ORDRE ~" :G<:>TO 61 

=6:KL=248:GOSUB 70 58 PB=T<X,Y>:T(X,Y>=O:IF PB=PF-1 THEN SO 

36 PB=O:X=20=Y=3:T<X,Y>=21:LOCA~E x,v:PR UND 1,568,210,15,2:soUND 4,1,210,12,3,0, 

INT CHHS<249) lO;LOCATE 7,12:PAPER 2:PEN l:PRINT"NIVEA 

37 1 BOUCLE PRINCIPALE U SUPERIEUR :•;:PRINT PF;:PRINT"BOMBES": 

38 ' ================= FOR I=O TO 19 : C=INKEY$:NEXT:CALL &BB06:M 

39 X2=J(:Y2=Y ODE 1:GOSUB 70:GOTO 36:ELSE GOSUB 76:RET 

40 C==IN~ŒYS URl\l 

41 IF C=""THEN 40 59 FIN DE PARTIE 

42 C=UPPER$(C) 60 ' ============= ! 

43 IF C="O"THEN X=X-1 61 PEN 2:PAPER 3:LOCATE 11,12:PRINT"VOUS 

44 IF C="P"THEN X=X+l AVEZ PERDU !":FOR I=O TO 19:C=INKEY$:NE 

45 IF C="Q"THEN Y=Y-1 XT:LQCATE 4,14:PRINT"PRESSEZ UNE TOUCHE 

46 IF C="A"THEN Y=Y+l POUR REJOUER":CALL &BBQ6:RUN 

47 lF X=X2 AND Y=Y2 THEN 40 62 ' EXPLOSION 

48 G<JSUP. 55 63 , ========== 

49 IF X<l OR X>40 OR Y< l OR Y>24 THEN X= 64 OUT 255,s:our 256,l:FOR 1=1 TO 2000 : N 

X2 :Y=Y2:GOTO 40 EXT : OUT 256, 2 :RETURN 

50 LJCATE x2,v2:PRINT CHR$(231>:T<X2,Y2) 65 ., CONTACT AVEC UNE BOMBE 

=20 66 , ====================== 

51 LOCATE X,Y:PRINT CHR$CKL>:KLsKL+1:IF 67 LOCATE 3,1:PEN 2:PAPER l:PRINT"P.RAVO 

KL=2~- THEN KL=248 ! ~ ! VOUS AVEZ FRANCHIS TOUS LES":LOCATE 

~· 2 GOTO 39 6,2:PRINT"TABLEAUX, VOUS ETES UN AS 1 H • . . 

53 1 COLLISIONS LOCATE 4,14:PRINT"PRESSEZ UNE TOUCHE POU 

54 ., =====:o::==== R REJOUER":CALL &BB06:RUN 

55 lF T<X,Y>=O THEN RETURN 68 1 PLACEMENT DES BOMBES 

10 



69 ' ==================== R$164+1):ELSE 72 

IU IF PF=27 THEN 67 '1.3 -l"ŒJ..T:PF=PH-1 :PAPER O:PEN 1 :RETUl~N 

Il PAPER O:PEN 2:ERASE T:DIM TC41,25>:FO 74 ' PRISE D'UNE BOMBE 

R l:::: 1 TO PF 75 ' ================== 

72 X=INTCRND*34)+3:Y~INT<RND*18)+3:IF TC 76 SOUND 1,478,210,1s,2:souND 4,1,210,12 

X,Yl=D THEN T<X~Y>=I:LOCATE X,Y:PRINT CH ,3,0,lO:RETURN 

AMSTRAD 

CHRONO POURSUITE 
Deux adversaires s'affrontent dans une délirante 

partie de gendarme-voleur. Habillé de rouge ou de vert, vous 
poursuivez votre voleur de case en case et 

l'attrapez ... Si vous n'y parvenez pas dans le temps imparti, 
vous vous transformez comme par magie en voleur 

et c'est à votre tour de prendre la poudre d'escampette. 

1 • *********************************** 

2 ' -~ CHRONO-POURSUITE * 
COPYRIGHT BOULDERMAN * 

4 > *********************************** 
s '} 

ci ' CE JEU NECESSITE 2 JOUEURS, LES 

J TOUCHES SONT : CURSEURS POUR LE 1er 

8 w,z,A,S, POUR LE SECOND 

10 ' VOUS VOUS TROUVEZ DANS L'ARENE 

11 ' SPATIALE D'ANDROMEDE, A BORD 

12' D'UN ENGIN NOMME 'META-NAVETTE'. 

13 ., 

14 ' LE BUT DU JEU EST DE COMBATTRE 

15 1 SON ADVERSAIRE EN SE PRECIPITANT 

16 1 DESSUS A TOUTE VITESSE ... 

11 



17 • ALTERNATIVEMENT, LE JOUEUR SE VOIT 

18 • ATTRIBUE LE ROLE DE POURSUIVANT 

19' OU POURSUIVI ... 

20 SI VOUS E'fES POURSUIVANT, CHERCHEZ 

2 1 ' PAR TOUS LES MOYENS POSSIBLES A LUI 

22 RENTRER DEDANS, VOUS N'AVEZ 

2 3 ., ' POUR CELA qUE 30 S. , CE DELAI 

24 ' EXPIRE, LES ROLES S'INVERSERONT 

25 ' SI VOUS AVEZ LE ROLE OE•POURSUIVI, 

26 VOUS DEVREZ TOUT FAIRE POUR L' 

27 EVITER PENDANT CES 30 S. POUR 

28 • QUE LES ROLES SOIENT INVERSES. 

29 LE JEU SE DEROULE EN 5 MANCHES DE 

30 ' 30 S.,AU BOUT DES QUELS SERA NOMME 

31 • VAINQUEUR, CELUI QUI AURA EU LE 

32 ' PLUS GRAND NOMBRE DE VICTOIRE. 

33 ' < IL PEUT Y AVOIR EGALITE) 

34 ' LE ROLE DE CHACUN EST AFFICHE EN 

3 5 • PERMANENCE EN HAUT DE L'ECRAN 

36 MODE !:BORDER 0 

37 INK o,o:INK 1,24:JNK 2,6:INK 3,2:CLS 

38 SYMBOL 2ss,o,o,21,43,21,43,21,63 

39 SYMBOL 254,1,131,71,175,87,187,125,255 

40 DEFINT 1-Z=GOSUB 72 

41 PEN 1:FOR J~2 TO 39:FOR I=2 TO 24 

42 LOCATE J,I:PRINT CHR$(255J;:NEXT I,J 

43.LOCATE x1,v1:PEN 2:PRINT CHR$(254>; 

4~ LOCATE x2,v2:PEN J:PRINT CHR$(~54); 

45 LOCATE 2,25:PEN 3:PRINT~TEMPS: 30":PEN 

l ~ LO CATE 13,25:PRINT"TOUR:"WN:PEN J:LOCATE 

12 



RI l\JT" ROUGE : 0" 

46 ., 

47 , 

48 , 

49 GOSUB 61:TD=TIME/300:X1=39:Yl=2:X2=2:Y2 

=::~:4 

50 T=(TIME/300)-TO:IF T~>T2 THEN LOCATE 8, 

25:PEN 2:PRINT 30-T:T2=T:IF T>.29 THEN 66 

51 IF Xl=X2 AND Y1=Y2 THEN SOUND. 1,145,15: vr~ /, 
1 .. \ 

GOTO 65 

S? X3=Xl:Y3=Yt:X4=X2:Y4=Y2 

53 -X1~X1+( IN•ŒY<B><>-1 )-( INKEY< 1 ><>-1 > :Yl= 

Y1+<INKEYCD><>-1>-<INKEY<2><>-1> 

54 X2=X2+<INKEYC69><>-1>-CINKEYC60><>-1>:Y 

2=Y2+<INKEYC59><>-1>-<INKEY<71><>-1> 

55 Xl=X1+(X1=40>-<X1=1):Y1=Y1+CY1=25)-(V1= 

1) 

56 X2=X2+CX2=40)-<X2=1):Y2=Y2+CY2=25>-<Y2= 

1 ) 

57 LOCATE X3,Y3:PEN t:PRINT CHR$C255>:LOCA 

TE X1,Y1:PEN 2:PRINT CHR$(254):LOCATE X4,Y 

4:PEN t:PRINT CHR$(255):LOCATE x2,v2:PEN 3 

:PRINT CHR$C254):-GOTO 50 

58 7 

59 ' *** QUI DOIT ATTRAPER QUI ? *** 
60 > 

61 LOCATE 2,t:PEN 3-W:PRINT A$CW>:RETURN 

62 , 

63 ' *** SCORE ET TOUR *** 

13 



64 ' 

65 WS<W>=WS<W>+l:LOCATE 22,25:PEN 3:PRINT" 

BLEU:"WS<O>:LOCATE 31,25:PEN 2:PRINT"ROUGE 

: "ws ( 1 ) 

66 W=- <W=O):WN=WN+l:LOCATE 13,25:PEN l:PRI 

NT"TOUR:"WN:IF WN<6 THEN LOCATE x1,v1:PRIN 

T CHR$(255):LQCATE x2,v2:PRINT CHR$(255):G 

OTO 49 

67 LOCATE 1,1:PRINT SPACE$C38):LOCATE 2,1: . 
IF WS<O>-WS<l> <>O THEN PRINT B$~<WS<O> <WS< 

l ))) :ELSE PRINT · B$<2> 

68 FOR I=D TO 120QO:NEXT:FOR I=O TO 19:C$= 

INKEY$:NEXT:CALL &BB06:RUN 

69 ' 

70 ' *** INITIALISATION DU JEU *** 
71 ., 

·72 WN=1:x1=39:Y1=2:x2=2:Y2=24:DIM WS<1>,A$ 

( 1 ) , B$ < 2 > 

73 A$(~)="LE BLEU DOIT ATTRAPER LE ROUGE 

74 A$(1)="LE ROUGE DOIT ATTRAPER LE BLEU 

75 E.$(0)="LE VAJNc~UEUR EST LE BLEU 1 1 1 

7 6 P. $ ( 1 > = 11 LE VAINQUEUR EST LE ROUGE 1 1 1 

T l P.$(2)="1L y A EGALITE 1 1 1 

7 8 RETURN 

. .. ' 
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AMSTRAD 

MASTERMIND 
Un grand classique dans la lutte sans merci 

que se livrent neurones et octets. Ce programme d'aérobie 
axonial vous offre la couleur en prime. 

S REM master mi nd 
G REM Cc) PATR ICE LELARGE 1986 
7 REM 
1 0 GO::::UE: S l 0 
20 DEF FNtitre$(nom$ )=STRING$( (85-LEN ( noM$ )) /2 ," 
FN ( n·-·ri· $ "I ·i ; ·-,. " "'> • - • - 1 • • ~ I • t 
30 PRI NT:PRINT : PR INT ; PRINT 
40 PRINT " M M A .-..-.... ... . -. 

·=··=-·=··::· TTTTT EEEEE 
DDDD" 

.so PR[NT" MM MM A A ~~ T E 
D D" 

r::.c} PHINT 11 M M M A A ~: ..... ,.... 
1 t:. 

D D" 
70 PRINT" M M AAAAA ~3~=:~: T EEEE 

D D" 
::::o PRINT " M M A A :=; T E 

D D" 
·~o PRINT" M M A A ~=~ T E 

D D " 

Il ) ·+-:'> 

1 00 F·RINT " M M A A ss::::s T EEEEE R 
N DDDD" 
1 10 PRI NT :PRINT:PRINT:PRINT:PRI NT:PRI NT : PR INT " 
" : "APPIJY EZ SUR IJNE TOUCHE POUR COMMENCa~" : CHR$ ( 27) +" 
q" ; .: ... ttente=l 

M i"i 

!"IM r"! r-1 

M !F) 1· ... ., 

f"! !"! 

r,.; M 

!"i ... ; 
~ . ! 

F~: 

' .! . . l ;·,,~ 

>.;;°\, 1-., 

1 · •• '" 

J 

.L 

T 1·.1 

1 2 0 WH ILE I Nf~:EY$="" : a t tent.e=a t ten t e + l : IF .;.. t. t e 1-, t:'"° :=· 2 00(; Th:;:_ f,i ~- t. t(-:ïï t~:::.- =<i: r,;·:·· ( "' t. t.•:=.-. ·; : '"! /:? 

l ::;::o WENO 
·1 4 0 Go·;ue: s 1 o 
lSO PR I NT FNt itr e$ C"M A S T E R 
HR$ ( 187 ) +" Mal placéu>:PRINT 
16 0 RANOOMIZE Cattente > 

M I N D " +CHR$( l :;:::::::>+" E::l.en pJ.<::•.cé 

170 FOR i =l TO 5 :numeroCi ) =INT (RNDC 1 )*9 ) + 1 :NE XT i 
1 ::::ci c •:•L~ps=O 
190 cou ps=coups+l :i=O 
200 PRI NT"ENTREZ VOS NUMEROS 
::~ 1 0 I=i+l 
2 20 n $=INfŒY$: IF n$=" " THEN 2:20 
230 I F n$ ( " 1" OR nS) "9" THEN 2 2 0 

"' ) 

2 4 0 n(i)=VAL(n$ ) :PRINT n$;" " ;: IF i <S THEN 2 10 
250 FOR i=l TO 5:num( i)=numero ( i):NEXT i 
2 60 F'RINT" "; 
2 70 bien=O 
2 ::::0 FOR i = 1 TO .S 
29 0 I F nuM( i ) =n (i ) THEN bien=b i en+ l : n(i )=O : n u m(i ) =O · 
:300 NEXT i 
:~:10 mal=-=O 
320 FOR i = 1 TO .5 
330 IF num ( i ) =O THEN 380 
340 FOFi j = l TO S 
3 5 0 IF n (j)=O THEN 370 
360 IF numCi>=n ( j ) THEN mal=ma l + l : n (j)=O : nu m(i)=O 

., . ;­-,r,_. 

--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~--' 
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370 NE XT j 
:::;::::o NE XT i 
:;:9 0 IF toil'.:.-n >O THEN FOR i=l TO t ii en:PRINT CHR$ C: l::::::::i;" "; :NE XT i 
il.OO IF ri"1ê:d. >O THEN FOR i=l TO r1·1al: F'RINT CHFi'.$ ( 'I :=:7 ) ;" " ; : NEXT i 
41 0 F·RINT 
420 IF bien<> S THEN GOTO 190 
11. :~:O PHI ~..;T 
L~ 4 l) F'Rlt\IT" V•:,us a\,.ez t.rouvez t?l1"; c.:•ups ; " cc•'..JJ:• S" 
4 5 0 PRINT : PR I NT "VOULEZ VOUS REJOUER CO/N) " 

470 r$=UPPERS(r$) 
.:1. :::0 IF 1' $:;;::" F" THEN END 
•1 ":H) IF 1' $=" 0" THEN GOTO l 40 
.SOO END 
r;.1 0 F' RI NT CHR$(27) + " E"+CHR$ (27)+" H" ; 
.S20 RETURN 

AMSTRAD 

TURBOTRON 
Qui ne connait ce magnifique film de Walt Disney réalisé 
entièrement en images de synthèse 7 Ici, vous vous livrez, 

dans une course effrénée, à une lutte sans merci contre un 
adversaire redoutable qui jalonne sa route_ d'embûches que 
vous devez éviter. Les sillons que vous laissez tous deux 

derrière vous s'avèrent mortels pour l'un comme pour l'autre 1 

LO ************************************ .~NT #1,A3$ 

20 * BOULDE RMAN PRESENTE: * 17 0 LOCATE #1,1, 22 :PRINT #1,AS:PRINT #1, 

30 * TURBOTRON * A2S:PRINT #1,A3S 

40 ************************************ 180 LO CATE #1,1,6:PRINT#l,•ROUGE :":LOCA 

100 BORDER o:MODE 1:INK o,o:DEFINT A-Z:I TE #1, 2 ,11:PRINT #1,"BLEU :• 

NK 1,2a:INK 2 , 1s: I NK 3 ,26:W I NDOW#1,34,40 190 x 1=0:yl =O: x2=0:y2 =0:D=l:E=t:ORIGI N 2 

' 1 ' 2 5 56,200,0,51 2 ,0,400: CLG O:MOVE 256,196:DR 

11 0 CLEAR:D=l:E= l AW 256,-200,3:DRAW -256,-200,3:DRAW - 25 6 

120 A$= CHR$(150 )+STRING$(4,CHR$(154))+CH ,1 9 6,J:DRAW 256 ,1 96,3:MOVE 25 2 ,192:DRAW 

R$ ( 156) 25 ~ , - 1 96, J :DRAW - 2 5 2 , - 196,3:DRAW - 2 5 2 ,19 

130 A2 S=CHR$ C149> +"TRON"+CHRS C149) 2 ,3:DRAW 252 ,192 ,3 

140 AJS=CHRS <147) +5TRING$C4,CHRSC154)>+C 200 LO CA -E #1,3,S:PRINT #1 , Il:LOCATE #1, 

HR$( 153> 3 , 1 4 : PR I tJT # l. , I 2 

15 0 CLS# l 2 10 , 

160 PR INT #1: PRI NT #1,AS:PRINT #1,A2$:PR 220 , *** BOUC~E PRINCIPALE *** 

16 



230 ., in=2=<:iOTO 410 

240 IF INKEY(47)=0 THEN m1=2:GOTO 29Q:EL 370 MOVE c2,b2:DRAW x2,y2,2:GOTO 240 

SE ml=l:IF al <>O THEN 280 380 REM 

250 tol=INKEYC67J:tul=INKEYC59):JF tul=D 390 REM *FIN DE BOUCLE* 

AND tol=O THEN tul=-1 4DD RE~M 

260 D=D+Cto1=0l*<4*CD<=ll+ll-Ctul=D>*<4* 410 MOVE cl,bl:DRAW <x l+cl)/2, Cyl+bl) / 2, 

iD>=4J+l):IF tol=O OR tul=O THEN a1=1 l~MOVE c2,b2:DRAW Cx2+c2)/2, Cy2+b2J/2~2: 

:270 GOTO 290 IF x1=x2 AND yl=y2 THEN PRINT"EGALITE":G 

280 al=a1+1+3*(a1=2> 

290 cl=x 1:b1=yt: x 1=x 1+4*m1*CCD=1>-<D=3J) 42 0 ON in G0TO 430,440 

:yl=y1+4*ml*((D=4J-CD=2J>:IF TESTC x 1,yll 4 3 0 il=il+t:OÜT 2ss,s:ouT 256,l:FOP 1~1 

<>O OR TEST<C x l+cll/2, (yl+bl)/2) ()0 THEN TO 1300:NEXT:OUT 256,2:IF il >=3 THEN 460 

in=t:G(ITO 410 :EL.SE 450 

300 MOVE cl,bl:DRAW xl,yl,1 440 i2=i2+l:OUT 255,s:our 256,l:FOR 1~1 

310 IF INKEYC15l=O THEN m2=2:GOTO 36Q:EL TO 13UO:NEXT:OUT 256,2:IF i2>=3 THEN 470 

SE m2=1:IF a2 <>0 THEN 350 4~0 FOR i=l ro·1sob:NEXT:GOTO 190 

3 2 0 to2=INKEYC10):tu2=INKEYC11>:IF tu2=0 460 LQCATE #1,3,B:PRINT #1,Il:LOCATE #1, 

AND to2=0 . THEN tu2=-1 

<E >=4l+1l:JF to2=0 OR tu2=0 THEN a2=1 

J4U <50TO 360 

350 a2=a2+1+3*(a2=2J 

3, 16: PRINT #1, '!LE" : .PRINT #1, "ROUGE'': PRil\J 

4·70 LOCATE #1,3,14:PRINT #l,12:LOCATE #1 

,3,16:PRINT #1,"LE":PRINT #1," BLEU":PRI 

NT # l. , " GAGNE" 

480 i1=0=i 2 =0:FOR i=l TO 5000·.NEx·1··.Gc~i-,- ,-, 3 60 c2=x 2:b2=y2:x2=x2+4*m2*<<E=3>-<E=l>) - -

<?0 OR TEST<< x2+c2J/2,Cy2+b2) /2 l <> D THEN 

....._~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~· 
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AMSTRAD 

FRACTALES 
Un programme destiné tout particulièrement aux rnordus de la 

création. Il permet de réaliser, selon son talent, des 
merveilles, mais peut aussi s'utiliser en tant que sous­

routine à l'intérieur d'œuvres créées auparavant. 

C" ' ...J 

10 FRACTALES 
15 CC> 1984 
16 'auteurs MARY Patrick & ZINGRAFF Eric 
17 ' 
18 
20 MODE 1 
30 BORDER 0 
40 INK O,O:INK 1,21 
50 DIM MAT (65,65) ,X<lSOO> ,Y<l500> 
60 CT=CT+l 
70 X<1>=4:YC1>=40:XC2)=320:YC2>=399:XC3)=639:Y<3>=30 
80 MOVE X<l>,Y<l>:DRAW XC2>,YC2>:DRAW XC3>,Y<3>:DRAW X<1>,YC1):PRINT" ETAPE 1":F 
OR I=l TO 1000:NEXT 
90 FOR I=l TO 3:PLOT X<I>,Y<I>:NEXT 
100 MAT Cl,1)=1:MAT C1,65)=2:MAT C65,1J=3 
110 CLS 
120 PT=3:N=1 
130 PAS=64 
140 FOR I=l TO 65-PAS STEP PAS 
150 Nl=MATCI,1> 
160 PLOT XCN1>,Y<N1> 
170 FOR J=l TO 66-I-PAS STEP PAS 
180 
190 
200 
210 
220 
230 
240 
250 
260 
270 
280 
290 
300 
310 
320 
330 
340 
350 
360 
370 
380 
390 
400 
410 
420 
430 
440 
450 

18 

PT=PT+l 
MAT <I,J+PASl2>=PT 
Nl=MAT CI,J>:N2=MAT 
GOSUB 680 
DRAW X <PT> , Y CPT> 
DRAW XCN2) ,Y<N2> 
NEXT J 
NEXT I 

<I,J+PAS> 

PH=PH+l:PRINT" ETAPE";PH+l 
FOR J=1 TO 65-PAS STEP PAS 
Nl=MAT<l,J> 
PLOT X <NU , Y <NU 
FOR I=l TO 66-PAS-J STEP PAS 
PT=PT+l 
MAT <I+PAS/2,J>=PT 
Nl=MAT <I,J>:N2=MAT CI+PAS,J> 
GOSUB 680 
DRAW XCPT>,Y<PT>: DRAW XCN2> ,YCN2> 
NEXT I 
NEXT J 
FOR J=PAS+l TO 65 STEP PAS 
Nl=MATC1,J> 
PLOT XCN1>,YCN1) 
FOR I=l TO J-PAS STEP PAS 
PT=PT+1 
MAT CI+PASl2,J-1-PAS/2+1>=PT. 
N1=MAT<I,J-I+1):N2=MAT<I+PAS,J-PAS-I+l> 
GOSUB 680 

·ho .......... - •• 



460 DRAW X<PT> ,Y<PT>:DRAW X<N2> ,Y<N2) 
470 NEXT I 
480 NEXT J 
490 FOR J=PAS/2+1 TO 65-PAS/2 STEP PAS 
500 Nl=MAT <1,J) 
510 PLOT X<Nl> ,YCN1) 
520 FOR I=l TO J-<PAS/2)STEP PAS/2 
530 Nl=MAT<I+PAS/2,J-PAS/2-I+l) 
540 DRAW X<Nl>,Y<Nl) 
550 NEXT I 
560 NEXT J 
~70 FOR I= PAS/2+1 TC 6~-PAS/2 STEP P~S/2 
580 Nl=MATCI,1> :PLOT XCN1> ,Y<Nl> 
590 FOR J=PAS/2+1 TO 65-1+1 STEP PAS/2 
600 Nt=MAT<I,J> :DRAW X<N1>,YCN1> 
610 N2= MAT<I-PA~/2,J>:DRAW XCN2> ,YCN2> 
620 PLOT XCN1>,YCN1> 
630 NEXT J 
640 NEXT I 
650 FOR !=1 TO PH*2000:NEXT I 
660 IF PH=5 THEN RUN 
670 IF N<>7 THEN N=N+1:PAS=PAS/2:CLS:GOTO 140 
680 A=<RND-0.5)/2:XCPT>=<XCN1>+XCN2>)12+A*CYCN1>-Y<N2>> 
690 YCPT>=<Y<N1)+YCN2))/2+A*CXCN2>-X<N1>>:RETURN 
700 FOR I=l TO 65-PAS 
710 Pl=MAT<I,1> 
720 MOVE XCP1>,Y<Pl> 
730 FOR J=1 TO 65-PAS STEP PAS 
740 Nl=MAT <I,J> 
750 DRAW X<Nl> ,Y<Nl> 
760 NEXT J 
770 NEXT I 
780 FOR I=O TD 7 
790 PAPER #I,O:PEN #I,1 
800 NEXT 

AMSTRAD 

EXPLORER 

10 REM 
20 REM 

En détresse à bord de votre vaisseau spatial, 
vous devez absolument atterrir, question de vie ou de mort. 

Pas si facile pour le novice que vous êtes de 
mener à bien cette opération 1 Tenir compte de la gravitation, 

surveiller à la fois la stabilisation et la 
rotation, autant de tâches délicates qu'il vous faudra 

réussir si vous voulez sortir vivant de cet enfer. 

·30 REM e}:pl·orer 
40 REM 
50 REM ( c) ERIC ZINGRAFF 1986 
60 REM 
70 REM 
80 BORDER 0 
90 TAGOFF 
100 CLS 

19 



110 KEY 128,"SPEED KEY 20,2 
120 LDCATE 1,10 
130 FOR i=l TD 150 
140 ha=INT<RNDC1)*2)+1:IF ha=2 THEN PRINT CHR$(143>; 
150 PRINT " "; 
160 NEXT i 
170 LOCATE 2,24:PRINT C~R$C214>;STRING$C4,143>;CHRSC215>; 
180 SYMBOL AFTER 230:SYMBOL 233,&3C,&7E,&7E,&3C,&7E,&81,&81,&0 
190 SPEED KEY 1,1 
200 DEFINT A,X,Y 
210 ON BREAK GOSUB 360 
220 TAG 
230 col=O:V=0.5:W=0.5:C=16:0=8:R=3:SS=CHR$C233>:G=0.4 
240 X=320:Y=400:A=O:B=O:SP$= 11 

" 

250 XR=X:YR=Y:X=X+A:B=B-G:Y=Y+B 
260 B=B+CV AND INKEY<O>=O>-CV AND INKEYC2>=0> 
270 A=A+CW AND INKEYCl>=O>-<W AND INKEYCB>=O> 
280 IF x>24 AND x<56 AND y(46 AND COL<lO THEN BORDER 1,lO:GOTO 80 
290 IF col=10 THEN FOR i=1 TO l~:MOVE x,y:PRINT CHR$C143+i>;:NEXT:GDTD 80 
300 IF TESTCXR+CC AND A>=O> ,YR-CC AND B<O>>THEN B=-B+RND*R: A=-A+RND*R:col=col+l 
310 IF TEST<XR+CC AND A>O> ,YR-CC AND B>*O))îHEN B=-B+RND*R: A=-A+RND*R:col=col+l 

320 IF TESTC~R+<C AND A<O>,YR-CC AND B<O>><>O THEN B=-B+RND*R: A=-A+RND*R:col=co 
1+1 
330 MOVE XR,YR:PRINT SP$; 
340 MOVE X,Y:PRINT 5$; 
350 GOTO 250 
360 SPEED KEY 20,2 :END 

AMSTRAD 

MINEDIN 
Attention où vous mettez les pieds! Vous ne marchez pas sur 

des œufs ni à côté de vos pompes mais 
bel et bien dans un champ de mines. Heureusement, votre tank 

très performant se trouve équipé d'un radar 
qui permet de détecter les mines. Leur nombre augmente en 

fonction du temps que vous mettrez à 
traverser le champ. Alors, un conseil, faites vite ... 

10' ********************************** ,26>:INK J,24:INK 0,9:INK 1,6:PEN 1:PAPE 

20 1 * * R 0 

..30 
, 

* MINED IN, PAR BOULDERMAN * 100 MODE l:BORDER 2:ERASE M:DIM MC41,26> 

40 
, 

* * :WINDOW#1,1,40,1,3:PAPER#l,2:CLS#l:PEN#1 

SU ' ********************************** ,O~LOCATE#1,7,2:INK'3,24:PRINT#1,"MINES 

60 , A PROXIMITE :" 

70 ' *** INITIALISATION *** 110 FOR I=2 TO 39:LOCATE I,4:PEN 2:PRINT 

80 , CHR$CUl:NEXT:FOR 1=5 TO 24:LOCATE 40,I: 

90 DEFINT A-Z:MI=60:U=207:TER=1:DIM M<41 PRINT CHR$CU):NEXT:FOR I=39 TO 2 STEP -1 

20 



:LOCATE r,2s:PRINT CHR$(UJ:NEXT:FOR 1=24 

10 5 STEP -l:LOCATE 1,I:PRINT CHR$(U):N 

EXT:PEN l:LOCATE 19,4:PRINT" Il 

120 LOCATE 19,25:PRINT " " 

130 FOR I=O TO MI:X=INTCRND*38J+2:Y=INTC 

140 M<20,25>=0:X=20:Y=25:LOCATE x,v:PRIN 

l CHR$(248J 

1.50 l 

160 ' ****** BOUCLE PRINTCIPALE *~**** 

170 ' 

lBO lF M (X, Y·H > THEN V=V+1 

190 IF M<X,Y-llTHEN V=V+1 

:.:::uo IF MCX+l,Y JTHEN V=V+1 

..::: l.U If' M ( X-1 , 'if l THEN V=V+l 

220 Gosu:e. 390 

2 30 Q$=1NKEY$ :JF Q$=""THEN 230 

~su LOCATE x,Y~PRINT CHR$(143J; 

270 Y:Y+ CQ$=" Q"J-CQ$="A"l 

~80 IF X<2 OR X>39 THEN 340 

290 · IF Y<4 THEN 430 

3UU IF Y>24 THEN 420 

3 10 IF MCX,YJTHEN 340 

3~U LOCATE X,Y:PRINT CHR$C248J; 

330 {;j(ITO 180 

340 GOSUB 470:CLS#1:PRINT#l," 

*** JEU FIN I ***" 

350 FOR X=1 TO 40:FOR Y=l TO 25:IF MCX,Y 

>THEN LOCATE x,v:PEN J:PRINT CHR$(181J; 

360 NEXT Y,X 

370 FOR 1=0 TO 19:Q$=INKEY$:NE XT 

• 

J' 
' 

' ( 

' 
OÔ 

4Jlc:,t 

. -· 

~ 

4J 

... 

~ 
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380 WHILE INKEY$="":WEND:RUN >THEN LOCATE x ,v:PEN J:PRINT CHR$C181 >; 

390 IF V=O THEN 410 450 NEXT v,x:cLS#l:PRINT#l," BRAVO, V 

400 SOUND 1,284,15,S:SOUND 1,200,10 ,5 OUS AVEZ PASSE LE TERRAIN ":PRINT#l, TABC 

410 LOCATE#1,21,2:PRINT#1,v:v=o:RETURN 15 >;"NUMERO'' ;TER;:TER=TER+1:MI=MI+10 

4 2 0 IF X<>20 AND X<> 19 AND X<>21 THEN 34 460 CALL &BB04 :GOTO 100 

0 ELSE 310 4 ·70 OUT 255,B :OUT 256,l:FOR 1=1 TO 1oo:s 

430 IF X<>20 AND X<> 19 AND X<>21 THEN 34 OUND 1,1, 3 :FOR J=248 TO 2s1:LOCATE x,v~P 

0 RlNT CHRSCJ> :NEXT J,I: OUT 256,2:RETURN 

440 FOR X=l TO 40:FOR Y=l TO 2S:IF MCX,Y 

.AMSTRAD 

MUR ... 
A l'aide des flèches ou d'un joystick, 

renvoyez la balle sur un mur. En ceci, Mur ressemble à une 
simulation de squash. Mais surtout, sa simplicité 

permet de comprendre les éléments de base en programmation. 

10 ' MUR 
100 MODE 1 
110 LOCATE 10,10 
120 INPUT 'Clavitr ou Joystick ';RS 
130 Rt=UPPERt(R$) 
140 IF R$2 •c• THEN GG=8:G0-1:GOTO 170 
1~0 IF Rt~1 J• THEN GG=74sG0=75:GOTO 170 
160 RUN 
170 BORDER 0 
180 INK O,O 
190 INK 1, 0 
200 INK 2,24 
210 INK 3,6 
220 PAPER 0 
230 PEN 1 
240 MODE 1 
250 DIM A<40,23) 
260 FOR I=l TO 23 
270 LOCATE 1,I 
280 PRINT CHR$(143> 
290 A<l, I >=1 
300 LOCATE 40,I 
310 PRINT CHR$(143) 
320 A(40,I>=1 
330 NEXT 
340 FOR I=l TO 40 

22 

350 LOCATE l , 1 
360 PRINT CHRt<143) 
370 A<I, 1>=1 
380 NEXT 
390 INK 1,11 
400 PEN 2 
410 GOSUB 870 
420 XR=19:COL=3 

-430 GOSUB 900 
440 ' XB=S :YB=23 
450 XI=XB:YI=YB 
460 COL=2:GOSUB 980 
470 , 
480 IF INKEY<GG>=-1 THEN 540 
490 COL=O 
500 GOSUB 900 
510 XR=XR-1 
520 COL=3 
530 GOSUB 900 
540 IF INKEY(GD>=-1 THEN 600 
550 COL=O 
560 GOSUB 900 
570 XR=XR+l 
580 COL=3 
590 GOSUB 900 
600 IF A<XB+l,YB>=l THEN XI=XI-lzINO=l 



610 IF A<XB-1,YB>=1 THEN Xl=XI+1:IND=1 
620 lF A<XB,YB+l)=l THEN Yl=YI-l:IND=l 
630 IF A(XB,YB-1)=1 THEN Yl~YI+1:IND=1 
640 COL=O:GOSUB 900 
650 IF IND=1 THEN XB=XI~YB=Yl 
660 IF IND=O THEN XB=XB+l:YB=YB-1 
670 COL=2:GOSUB 900 
680 IND=O 
690 IF YB=23 THEN IF XB=XR THEN 720 
700 IF XB>23 THEN 760 
710 GOTO 480 
720 SCOR=SCOR+100 
730 GOSUB 870 
740 SOUND 2,25,3 
750 GOTO 480 
760 INK 1,24:PEN l:HODE 0 
770 LOCATE 5,5 
780 PRINT ·scORE •;SCOR 
790 FOR 1=1 TO 250:SOUND 1150+I 15:NEXT 
800 CLS 
810 LOCATE 5,5 

820 INPUT . • UNE AUTRE u; R$ 
830 R$=UPPER$(R$) 
840 IF RS=•ou THEN RUN 
850 IF RS=•Nu THEN CLS:END 
860 GOTO 800 
870 LOCATE 5 125 
880 PRINT ·scORE:u;SCOR 
890 RETURN 
900 IF XR<2 THEN XR=2 
910 IF XR>38 THEN XR=38 
920 IFCOL=3 THENA<XR 1 23>=1:A<XR+1 1 23)=1 
930 IFCOL=O THENA<XR,23>=0:A<XR+1 1 23>=0 
940 LOCATE XR,23 
950 PEN COL 
960 PRINT STRING$<2,CHR$(10>> 
970 RETURN · 
980 I 

990 PEN COL 
1000 LOCATE XB,YB 
1010 PRINT CHR$<231) 
1020 RETURN 

APPLE Il 

§LIST 

TRA COURBE 
Pour les spécialistes, un «jeu » qui permet de 

résoudre des équations du type f (x) = 0, de calculer des 
intégrales, des dérivées, de tracer des fonctions 

paramétriques dans les systèmes cartésien et polaire, et de 
conserver la dernière courbe. Le tout grâce à huit 

options, dont sauvegarde, impression, abandon momentané 
ou modification de l'équation en cours. 

1 DEF FN Y<X> = 1 / (1 + X •X> 
2 R8'1 : : 1 : 1 : : 1 : : t : 1 1 : : 1 : : 1 1 1 1 : 1 1 1 1 1 1 1 1 1 : : 1 : 1 : 1 1 : 1 1 : : : 1 : 1 : : : : : : : : : : 

3 REM 1 

4 REM TRACOURBE - AIDE A L'ETUDE DE F~CTIQ\IS 
~ REM 
6 REM <C> YOURI BELTCHe.IKO 1986 
7 REM 
8 RB1 : : : : : 1 1 : : : : : : : 1 1 1 1 1 1 : 1 1 1 1 1 : 1 1 1 1 1 1 1 1 : 1 1 1 1 1 : 1 1 : 1 1 : : 1 : : : : · : : : : : : 

10 HIHEM: 36863: POKE 216,01 FOR G • 800 TO 8091 READ A: POKE G,A: NEXT 

20 REM : DEFINITION DE LA F~CTllJ4 DERIVEE : 
30 K = 8:D a 41 DIM A<280>,B<280)1CS = CHR$ <4>1 DIM ~<K + 6) 
40 DEF FN C<J> z ( FN Y(J + lE - 06> - FN Y<J>> / 1E - 06: DEF FN D<J 

) = ( FN Y(J + lE - 06) - FN Y<J>> / ( FN X<J + 1E - 06) - FN X<J> 
) 

50 ES=• •1 REM 23 ESPACES DANS Et 



60 ONERR GOTO 2680 
70 REM : 1 1 r 1 1 1 1 1 : 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 
90 REM 1 

90 RB1 AFF 1 CHA GE DU MENU 
100 REM 1 
110 REM 1 1 1 : 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 
120 Hll'1E 1 FOR B • 0 TO 201 REAO A1 POKE 768 + G,A: NEXT 
130 FOR Ba 0 TO 131 READ A1 POKE 848 + B1Ar NEXT : POKE 232,801 POKE 23 

3,3 
140 FOR G • 0 TO K + 41 READ O.<G>1 NEXT 
150 FOR G = 0 TO 11 READ Ft<G,0>1 REAO F$<0,1>1 NEXT 
160 TEXT 10 • 41 HctlE 1 INVERSE 1 PRINT TAB< lt>•FLNCTIONS PACKAGE 1,0• 

1 LEFT$ <Et,9>1 VTAB 21 NORMAL 1 POKE 34 1 2 
170 At<O> = •PARAMETRIC1 1At<l> • •CARTESIAN 1 1At<2> =•POLAIRES •: VTAB 

41 HTAB 301 PRINT Af(0)1 INVERSE 1 VTAB 51 HTAB 301 PRINT A$(1)1 NORMAL 
1 VTAB 61 HTAB 301 PRINT At<2>1F • 5 

180 NORt1AL 1 VTAB 221 FOR G • 1 TO 401 PRINT CHR'f (95>;: NEXT 1 VTAB 23 
: PRINT TAB< B> 1 USE •11 INVERSE 1 PRINT ·<-•;1 NORMAL PRINT. •;: 

Il'NERSE 1 PRINT •-> 1 11 NORMAL i PRINT • & •;: INVERSE : PRINT ~<ENT 
ER>•; 

190 NORMAL 1 PRINT • TO SELECT 1 

200 VTAB 01 INVERSE 1 PRINT ot<0>1D = D + 21 NORMAL : FOR G = 1 TO K1 VTAB 
01 PRINT ot<B>1D • D + 21 NEXT 10 = 4 

210 CALL 7681 IF PEEK <O> • 136 THEN C • - 21 OOSUB 280: GOTO 210 
220 NORMAL 
230 IF PEEK (0) • 155 THEN VTAB F1 HTAB 301 NORMAL : PRINT At<F - 4)1F 

• F + 11 IF F > 6 THEN F • 4 
240 IF PEEK <O> • 155 THEN INJERSE 1 HTAB 301 VTAB Fs PRINT A$<F - 4): 

NORMAL 1 GOTO 210 
250 IF PEEK (0) • 149 THEN C = 21 GOSUB 2801 GOTO 210 
260 IF PEEK (0) • 141 THEN GOSUB 3101 GOTO 160 
270 GOTO 210 
280 NORMAL 1 VTAB 01 PRINT Dt<D / 2 - 2)10 = D + C1 IF D < 4 THEN 0 • 20 

290 
300 
310 

320 
330 
340 
350 
360 
370 
380 
390 
400 
410 
420 
430 
440 

450 
4~0 
470 
480 
490 
500 
510 
520 
530 
540 
550 
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IF D > 20 THEN D • 4 
Il'NERSE 1 VTAB 01 PRINT 0.(0 / 2 - 2)1 RETURN 
ON D / 2 - 1 oosue 370,820,940,1090,1400,1230,1570,1690,1630: RETURN 

REM 
REM 
REH 
REM 

.11: 1: 111111111111111111111111 
1 

TRACE DE LA FONCTICJ'll 1 

REH 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 r 1 : 1 1 1 
CJ'll F - 3 GOSUB ~40,430 1 7301 RETURN 
REH 1 1 & 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 
REM 
REM REPERE CARTESIEN 
REM 1 
REH 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 

Commenlalres: 
Ce programme utilisant la page graphique, il faut le stocker entre les pages l 
et 2 (pas de HGR2, donc 1). Pour cela, modifier les adresses 67H et 68H en 
0 et 40H respectivement pour forcer le stockage à l'adresse 4000H, en utili­
sant la séquence d'instructions POKE 103,0, POKE 104,64. 
Si vous disposez d'un joystick, roption •tracé• vous offre une fonction zoom 
sur des portions visualisées par un cercle cllgnotanl que vous déplacez. 
Si vous ne disposez pas d'imprimante Dot Mamx PrintA?r ou Jmagewriter, modifiez 
les codes de commandes en fonction de votre machine (repérer les lignes com­
mençant par REM). 

Gt = 1 TRACE DE XO A X1 1 1 GOSUB 22701A$ = 11 18$ = ••: INVERSE 
VTAB 61 HTAB 11 INPUT 1 X0••1At1 INPUT ·x1=·1a.:A = VAL (A$)18 = VAL 
(et) 1 

GOSUB 22801 IF ce < • A> THEN 440 
NORMAL 1 VTAB 91 PRINT 1 CALCUL D'ECHELLE EN COURS ,,,•: INVERSE 
GOSUB 2210 
oosue 23201 GOSUB 20101 RETURN 
REM 1 : 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 : 1 1 1 1 1 

REM s 1 

REH FONCTION PARAMETRIQUE 
REM 
REM 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 

Gt • 1 TRACE ENTRE Pl ET p2•1 GOSUB 22701At = •1 18$ = ••: lr-.PJERSE 
VTAB 61 HTAB 11 INPUT 1 Pl•1 1At1 INPUT •p2-•1B$1A = VAL <Af>:B = VAL 



(8$): GOSUB 22801 IF <B < =A) THEN 550 
560 NORMAL 1 VTAB 91 PRINT •CALCUL D'ECHELLE EN COURS ••• •: INVERSE :H • 

<B - A> I 2791L • IE381N • - 1E38r0 • L1Q • N 
570 FOR G • 0 TO 2791B<B> • FN X<A + 0 • H>1A<G> • FN Y<A + G * H> 
580 IF B<G> < L THEN L • B<G> 
590 IF B<G> > N THEN N • B<G> 
600 IF A<G> < 0 THEN 0 • A<G> 
610 IF A<G> > Q THEN Q • A<B> 
620 NEXT 
630 GOSUB 2320:R • (Q - 0) / T1X • <N - L> / Y:S • 279 /Y 
640 HGR 1 HCOLOR- 3 
650 HPLOT U + Y - ((8(0) - L> /X> • W,V + T - (A(O) - 0) / R 
660 FOR G = 0 TO 279 STEP INT CS> 1 HPLOT TO U + Y - <B<G> - L> / X ,V + 

T - <A<G> - 0) / R1 NEXT 
670 Al• A1Bl • B1A • L1B • N1 GOSUB 20301A • Al:B • 91: RETURN 
680 REM 1 1 1 1 : 1 1 1 1 : : 1 1 1 1 1 1 a l 1 1 1 : 1 : : 1 

690 REM 
700 REM COORD~EES POLAIRES 
710 REM 
720 REM 1 : : a : 1 1 1 1 1 1 1 1 1 a r a 1 1 : 1 : 1 : : 1 1 . 

730 Bt ••TRACE EN COORD~EES POLAIRES•: GOSUB 22701A$: ••:8$ • ••1HS • 
•• 1 Jt ••• 

740 VTAB 61 HTAB 11 INPUT •Rt=•1A$1 INPUT •R2=•;8$:A = VAL CA$>:B = VAL 
Cet>:a IF CB <A> TH8'1 3822 

750 NORMAL : VTAB 91 PRINT •CALCUL D'ECHELLE EN COURS ••• •: INVERSE 1H = 
(8 - A> I 27911L • 1E3B1N = - 1E3810 m L:Q • N 

760 FOR G • 0 TO 27918(0) = FN R<A + G * H> * COS <A+ G * H>:ACG) = FN 
R<A + G * H> * SIN <A+ G * H>: GOTO 580 

770 REM r : 1 1 1 1 1 : 1 1 1 1 1 1 1 1 1 1 1 : : 1 1 1 : : 1 : 
780 REM 1 : 

790 REM 1 INTEGRATI~ NlJ"fERIQUE t 
800 REM 
810 REM : 1 1 1 1 1 1 a 1 1 1 1 1 1 1 1 1 1 1 1 1 1 : : : 1 1 1 
820 IF F • 6 THEN H(J1E 1 VTAB 71 INVERSE : PRINT •JNTEGRATl~ PARAMETRI 

QUE IMPOSSIBLE !!!•1 NORMAL 1 GOTO 2250 
830 6$ ••INTEGRATION ENTRE XO ET Xt•1 GOSUB 22701AS = ••:8$ • •• 
840 VTAB 71 INVERSE 1 INPUT •xo-·1A•1 INPUT •x1=·1Bt1A = VAL <At>:B. VAL 

(8'*)1 INPUT •NCJ1BRE D~INTERVAL 1•;J$1S = VAL (Jt>: IFS< 0 THEN 0$ 
• •N > 0 !•1 GOSUB 20001 GOTO 840 

850 GOSU8 22801 IF <B < A> THEN 840 
860 Ha CB - A> / <2 * S>1 FOR 0 = 1 TO 2 * S - 1 STEP 2:E = E + FN Y<A + 

G * H>1 NEXT 11 • E * 4:E • 01 FOR 0 • 2 TO 2 * S - 2 STEP 2:E • E + 
FN Y<A + G * H>1 NEXT 1J • I + 2 • E + FN Y<A> + FN Y<B>:I • 1 * 

H / 3 
970 IF I < 1E - OB THEN I = 0 
880 NORMAL 1 PRINT a PRINT 1 PRINT •INTEGRALE 

•111 NORMAL 1 GOTO 2250 
8 90 REM 1 1 1 : 1 1 r 1 : 1 a a 1 1 1 1 1 1 1 1 1 1 1 : 1 1 1 
900 REM 1 

910 REM 1 DERIVATION <EXPLICITE> : 
920 REt1 
930 REt1 : r : 1 1 : 1 1 : : : a 1 1 1 1 1 1 1 1 1 1 : : 1 : : 

940 (f4 F - ·3 GOsuë· 1020,9501 RETURN 

1 • . • ' . ll'NERSE : PRJNT •1= 

950 Gt = ·DERIVEE EN xo•1 oosue 2270: INVERSE : VTAB 7: INPUT ·xo·•;Kt:J = 
VAL CK$) 

960 Cl• FN C(J)1 VTAB 91 NORMAL 1 PRINT •DERIVEE EN•;: Il'NERSE : PRINT 
J;1 NORMAL 1 PRINT • : •11 INVERSE 1 PRINT •F'<•;Ji•>=•;Cl: NORMAL : 

GOTO 2250 
9 7 0 REM : 1 :. : 1 1 1 1 1 1 1 1 1 : 1 1 1 1 1 1 1 1 1 1 1 1 1 

980 REM 
990 REM DERIVATION CPARN1E.> 
1000 REM 1 

1010 REM 1 1 1 1 1 a 1 1 1 1 1 a 1 1 a 1 1 1 1 a 1 1 1 1 1 1 1 



1020 Gt. 'DERIVEE EN P0 1 1 aosue 22701 INVERSE 1 VTAB 71 INPUT 'PO=';Mt:J 
• VAL <Mt> 

1030 Cl• FN OCJ>1 VTAB 91 NORHAL : PRINT 'DERIVEE EN •;r 11'-fJERSE 1 PRINT 
J11 NORMAL 1 PRINT • 1 1 11 INVERSE r PRINT 'F'<';J;'>=';C1: NORMAL 1 

GOTO 2250 
1040 REM 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 

1050 REM 
1060 REM RESOLUTI~ DE F<X>=O 
1070 REM 
10 90 REH 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 : 1 1 1 : 1 1 1 1 

1090 G$ = 'RESOLUTI~ TYPE FCX>•0 1 1 GOSUB 2270: VTAB 6: HTAB 1: INPUT 'IN 
TERVAL DE RECHERCHE 11 ;XO,Dl 

1100 INPUT 'PRECISI~ 11 1P 
1110 IF FN Y<XO) * FN Y<Dl) > 0 THEN PRINT 1 PRINT TAB< 8) 1 AUCIJ'llE OU 

PLUSIEURS RACINES .•1 PRINT TAB< 6)'TRACER LA COURBE ENTRE XO ET X 
11 1 PRINT TAB( 8)'POUR AJUSTER VOTRE INTERVALE. 1 1 GOTO 2250 

1120 M = <XO + D1) / 21 IF FN Y<M> = 0 THEN 1170 
1130 IF FN Y<XO) • FN Y<M> < 0 THEN Dl • H1El • X01 GOT~ 1150 
1140 XO • H1E1 • 01 • 
1130 IF ABS <El - H> < • P THEN 1170 
1160 GOTO 1120 
1170 VTAB 101 PRINT 'RACINE DE F<X>=O SUR XO,X1 11 ;1 INVERSE PRJNT M: NORMAL GOTO 2250 
11 BO REM 1 : 1 1 1 1 1 : 1 1 11 1 1 1 1 1 1 1 1 1 1 1 1 1 1 : 1 
1190 REM 1 1 
1200 REH 1 SAWEGARDE DES VALEURS 
1210 REH 
1220 REH 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 : 1 1 1 1 1 

1230 IF· Y • 0 THEN HCl'IE 1 VTAB 71 INVERSE 1 PRINT ' ALICI.NE COURBE N'A E 
NCORE ETE TRACE !!! 1 1 NORMAL : GOTO 2250 

1240 at ·• 'SAUVEGARDE DE LA COURBE ACTUELLE 1 1 GOSUB 2270 
12~0 VTAB 71 NORMAL 1 INPUT 'N01 DE LA COURBE 11 ;0$: IF 0$ = •• THEN 125 

0 
1260 VTAB 71 HTAB 191 It-NERSE 1 PRINT 0$1 NORMAL 
1270 0$ • Ot + '.CRB' 
1280 G$ • 'F~CTI~ PARN'IETRIOUE ?1 1 GOSUB 2400 
1290 PRINT ct1 1 0PEN1 0t1 PRINT ct; 1 DELETE 1 0$1 PRINT Cf;'OPEN'0$1 PRINT Ct 

1 'WRITE'Ot 
1300 IF F1 • 1 THEN PRINT 1 P1 1 OOTO 1340 
1310 PRINT A1 PRINT 81 PRINT 01 PRINT Q 
1320 FOR G • 0 TO 2791 PRINT A<G>1 
1330 NEXT 1 PRINT et1 1 CLOSE 1

0$1 GOTO 2230 
1340 1 PRINT Al PRINT 81 PRINT La PRINT N1 PRINT 01 PRINT Or FOR G • 0 TO 

2791 PRINT B< G) 1 PRINT A< G> 1 NEXT 1 PRINT ct 11 CLOSE'Dt1 GOTO 2250 
1330 REM 1 r 1 1 1 a 1 r 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 
1360 REH 1 1 
1370 REM 1 CHARGEMENT DES VALEURS 1 

1380 REH 
1390 REH : r 1 1 : 11 11 1 1 1 1 1 1 1 1 1 1 1 : 1 1 1 t 1 1 : 

1400 Gt ~ • CHARGEMENT DES VALEURS D'l.NE COURBE': GOSUB 2270 
1410 VTAB 71 NORMAL 1-INPUT 'NCl'I DE LA COURBE :•10$1 IF 0$ = •• THEN 141 

0 
1420 VTAB 7: HTAB 191 It-NERSE 1 PRINT 0$1 NORMAL 
1430 0$ = 0$ + 1 .CRB' 
1440 PRINT C$; 1 0PEN 1 0$ 1 ,L3600 1 1 PRINT ct1•READ•ot 
1450 INPUT ~1 IF ~ • •p• THEN 1490 
1460 A= VAL (~) 1 INPUT 81 INPUT 01 INPUT Q1 FOR G = 0 TO 2791 INPUT A< 

G>1 NEXT 1 PRINT et1•CLOSE1 0$1Gt ='DESIREZ-VOUS 1J'11 TRACE?•: GOSUB 
2400 

1470 IF FI= 1 THEN HCl'1E 16$ •'TRACE ENTRE XO ET X1': GOSUB 22701 lt'NERSE 
1 GOTO 490 

1480 GOTO 2250 
1490 INPUT A,B,L,N,O,Or FOR G ~ 0 TO 279: INPUT B<G),A(G)1 NEXT : PRINT 

C$J'CLOSE1 0$1Gt = 'DESIREZ-VOUS Lt-1 TRACE ?' 
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1500 GOSUB 24001 IF Fl • 1 THEN HcttE :G$ =•TRACE ENTRE Pl ET p2•: GOSUB 
22701 INVERSE 1 GOTO 630 

1310 GOTO 2230 
1520 REM 1 1 1 1 1 1 1 1 1 1 1 r 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 
1530 REM 
1340 REM CATALOG DISK 
1550 REM 1 

1560 REM 1 : : 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 : 1 1 : 

1570 Hct1E 1Gt • •CATALOG OISK•1 GOSUB 22701 PRINT CHR'S <4>;•CATALOG•: GOTO 
2250 

1580 REM 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 
1590 REM 1 1 

1600 REM 1 SORTIE DU PROG. 
1610 REM 1 

1620 REM 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 
1630 POKE 34,01 Hct1E 1 PRJNT ·•SALUT ! ••• •: END 
1640 REH 1 1 1 1 11 1 1 1 11 1 111111 1 1 1 1 1 1 1 1 : 
1650 REM 1 

1660 REM 1 IHPRESSJ~ 
1670 REM 1 

1680 REM 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 r 1 1 1 1 1 1 
1690 Gt • •1HPRESSJ~•1 GOSUB 2270 
1700 REM 1 

1710 REM 1 ->ATTENTI~ A pt • • 1 

1720 REM 1 ->SUIVANT VOTRE IMPRIMANTE 
1730 REM 1 

1740 P$ • CHR$ C9> 
1750 Qt ••• 
1760 HTAB 131 VTAB 81 INVERSE 1 PRINT O.CK + 1>;1 NORMAL 1 PRINT SPCC 4 

>;O.< K + 2> 1 HTAB 131 VTAB 101 PRINT O.<K + 3) 11 PRINT SPC< 4> 10.< K 
+ 4) 

1770 FOR G • 0 TO 11 HTAB 131 VTAB 8 + 2 • 6161 • 131Hl • 23: lt-NERSE : PRINT 
Dt<K + 1 + 2 • G)fl NORMAL 1 HTAB 231 PRINT Dt<K + 2 *CG+ l))j 

1780 CALL 768 
1790 IF PEEK <O> • 136 THEN HTAB H11 NORMAL : PRINT D$(K + 2 •CG+ 1> 

>11 It-NERSE 1 HTAB 011 PRINT 0$CK + 1 + 2 * G>11F1 = 0: GOTO 1780 
1800 IF PEEK <O> • 149 THEN HTAB G11 NORMAL : PRINT 0$CK + 1 + 2 * G>; 

1 INVERSE 1 HTAB H11 PRINT Dt<K + 2 *CG+ l>>;:Fl = 11 GOTO 1790 
1810 IF < PEEK CO> < > 141> AND ( PEEK <O> < > 255> THEN 1780 
1820 Qt = Q$ + STR'S <Fl> 1 NEXT 
1830 NORMAL 1 VTAB 141Gt ••IMPRESSION? 1•1 GOSUB 24001 IF Fl • 0 TH8'1 

1770 
1840 1 PRINT 
1850 PRINT 1 PRINT •swJTCH PRINTER ON THEN fJtf( KEY TO BEGIN,• 
1860 PR! 1 
1970 FOR 0 a 1 TO 2: PRINT P$ + Ft<G - 1, VAL C MIO$ (Qt,G,1>>>: NEXT 
1880 IF HID'f <at,1,1> • •s• THEN Rt • •220• GOTO 1900 
1e90 Rt • •sG· 
1900 PRINT ft 1Rt 
1910 PRt 0 
1920 GOTO 2250 
1930 OÂÎA 104,168,104,166,223,154,72,1S2,72,96 · 
1940 DATA 173,16,192,173,0,192,48,7,173,97,192,16,246,169,255,133,0,173 

'16, 192, 96 
1950 OÂTA 1,0,4,0,18,63,32,100,45,21,54,30,7,0 
1960 DATA TRACE DE FONCTJONS,INTEGRALE ENTRE 2 POINTS,DERIVEE EN XO,RESO 

LUTI~ TYPE FCX>•O 
1970 DATA CHARGER l-"'E COURBE,SAlNER ~E COURBE,CATALOG DlSK,IMPRESSION 

,GUil 
1980 DATA SIMPLE,DOUBLE,NORMAL,lt-NERSE 
1990 DATA S,L,,C 
2000 Jl • PEEK <37) + 21 PRINT 1 PRINT 0$1 FOR G = 1 TO 10001 NEXT VTAB 

Jla KTAB 11 CALL - 8681 RETURN 
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2010 R • (Q - O> I T1 HOR 1 HCOLOR- 31 HPLOT U,T +V - <<A<O> - 0) I R>1W 
•YI 27918• 1 I W 

2020 FOR 0 • 0 TO 279 STEP INT ($)1 HPLOT TOU+ G t W,T +V - <<A<G> -
0) I R> 1 NEXT 

2030 VTAB 211 NORHAL 1 PRINT 'X 1DE 'SI INVERSE 1 PRINT Asa NORMAL 1 PRINT 
'A 'SI INVERSE 1 PRINT B11 NORMAL 1 PRJNT' PAR •11 INVERSE 1 PRINT 
<B - A> / 10 

2040 1 VTAB 221 NORMAL 1 PRINT •y 1DE •11 INVERSE 1 PRINT 011 NORMAL 1 PRINT 
~A •11 INJERSE 1 PRINT Q11 NORMAL 1 PRINT • PAR •11 INVERSE 1 PRINT 
(Q - D> / 101 NORMAL 

2050 HPLOT U,V TO U + Y,V TO U + Y,V + T TO U,V + T TO U,V 
2060 GOSUB 21301 GDSUB 2170 
2070 IF A • B > • 0 THEN 2090 
2080 HPLOT U + ABS <A> t (YI <B - A>>,V TOU+ ABS <A> t <Y/ <B - A> 

>,V+ T1A1 • U1U • U + ABS <A> •<Y/ <B - A>>1KI • Y1Y • 01 GOSUB 
21301Y • K11U •Al 

2090 IF O • Q > • 0 THEN 2110 
2100 HPLOT U,V + Q • CT I (Q - O>> TO U + Y,V + Q • <T / <Q - 0>>1Al •V 

1V •V+ Q •Cl I (Q - 0>>1Kl • TJT • 01 GOSUB 21701T • K11V •Al 
2110 PRINT TABC 7>•<PRESS '1ll'f KEY FOR HAIN HENU>' JI r.ALL 7681 IF PEEK 

(0) • 255 THEN 2450 
2120 RETURN 
2130 FOR G •V TO V + T STEP TI 101 HPLOT U,G TO U + 2,G 
2140 IF Y • 0 THEN 2160 
2150 HPLOT Y + U - 2,0 TO U + Y,G 
2160 NEXT 1 RETURN 
2170 FOR G • U TO U + Y STEP Y I 101 HPLOT O,V TO O,V + 2 
2180 IF T • 0 THEN 2200 
2190 HPLOT e,v + T - 2 TO e,v + T 
2200 NEXT 1 RETURN 
2210 H • <B - A> I 27910 • 1E381Q • - 1E381 FOR G • 0 TO 2791J ~ A + G • 

H1A<O> ~ FN Y<J> 
2220 IF A<G> < 0 THEN 0 • ACG> 
2230 IF A<G> > Q THEN Q • A<G> 
2240 NEXT 1 RETURN 
2250 PRINT 1 PRINT 1 PRJNT TAB< 7>'<PRESS ltf'f KEY FOR HAIN HENU>•1 CALL 

7681 IF D < > 4 AND D < > 12 THEN RETURN 
2260 GOTO 2450 
2270 KI• INT <<40 - LEN <Dt>> I 2)10. • LEFTt <Et,Kl) + Gt + LEFT$ C 

Et,KI> 1 HIJ1E 1 VTAB 31 INVERSE 1 PRINT Gt1 NORHAL 1 RETURN 
2280 lF B <A AND F < > 4 THEN Gt • 'XI > XO !•1 GOSUB 20001 RETURN 
2290 IF <B < •A> AND D ( ) d THEN Gt • •pJ > PO !•1 GOSUB 20001 RETURN 

2300 RETURN 
2310 PRINT 1 PRINT 1 PRINT Gt1 
2320 NORMAL 1 VTAB 71Gt ••REPERE PLEIN ECRAN ?•1 GOSUB 24001 IF Fl • 1 

THEN Y• 2791T • 1S91U • 01V • 01 RETURN 
2330 VTAB 91 INPUT 'L(JllGUEUR DU CADRE< 20 A 280 > 1•1L$1Y • VAL <Lt> ~ 

1 
2340 IF Y< 20 OR Y> 280 THEN Gt • •20 < L(JllOUEUR < 290 ! 1 1 GOSUB 20001 

GDTO 2320 
23SO VTAB 111 INPUT •HAUTEUR DU r.ADRE < 20 A 160 > 11 1Lt1T = VAL ( Lt> -

1 
2360 IF T > 160 OR T < 20 THEN Gt • •20 <HAUTEUR DU CADRE< 160 ! 1 1 GOSUB 

20001 ODTO 2350 
2370 VTAB 131 JNPUT •ABSISCE DU CADRE < 0 A 140 > 1•1Kt1U ~ VAL <Kt>1 

IF U ( 0 DRU) 140 THEN Gt • '0 <X< 140 !~1 GOSUB 20001 GOTO 237 
0 

2380 VTAB 151 INPUT •oRD<l'fllEE DU CADRE< 0 A 140 > 1'1Si1V • VAL (S$)1 
IF V< 0 OR V> 140 THEN Gt • '0 <Y< 140 ! 1 1 GOSUB 20001 GOTO 238 

0 
2390 RETURN 
2400 A't(O). ·ouI•1At<l>. •N(lll•1 PRINT 1 PRINT 1 PRINT Gt1' •1101. PEEK 

(3d) + 11 INVERSE 1 PRJNT At<O>s1 NORMAL 1Hl • PEEK (36) + 21 HTAB 
H11 PRINT At<l>11Fl • 1 

!46t(Olfti~E1~8111BDTBEIR110) • l3d THEN HTAB H11 NORMAL 1 PRINT AS(l);1 ltfJERSE HTAB Gl1 PRIN 

28 



2420 IF PEEK <O> • 149 THEN HTAB 611 NORMAL 1 PRINT At<0>11 ltfJERSE 1 HTAB 
Hl& PRINT A$(1)11Fl • 01 GOTO 2410 

2430 IF PEEK <O> < > 141 THEN 2410 
2440 PRINT ·, NORMAL 1 RETU~ 
2450 IF D < > 4 AND D < > 12 THEN RETURN 
2460 IF Nt • •p• THEN RETURN 
2470 HcttE 1 POKE - 16303,01 POKE - 16297,0 
2490 ROT• Ot SCALE• l1Ll • 500 
2490 HTAB 11 VTAB 41 PRINT •Hl1JE JDYSTICK TO UPPER LEFT <O,O>• 
2500 IF POL <O> > S TH8'1 2490 
2510 IF PDL Cl) > S THEN 2490 
2520 POKE - 16291,01 POKE - 16300,01 POKE - 16304,0 
2530 H1 • U + 4tN1 •V + 4101 • POL (0) - 41Pl • POL <1> - 4 
2540 Hl• U + POL <O> - 011Nl •V+ POL (1> - Pli IF Nl >V+ T - 4 THEN 

NI • V + T - 4 
2550 IF PEEK < - 16287) > 127 THEN HPLOT H1,N11Ql • 1271 JF Ll < 500 THEN 

2610 
2560 IF QI• 127 THEN L1 • H11Rl • N11Ql • 01 POKE - 1'6386 1 0 
2570 IF NI < V + ·4 THEN N1 • V + 4 
2590 IF Hl > U + Y - 4 THEN Hl • U + T - 4 
2590 IF Hl < U + 4 TH8'1 Hl • U + 4 
2600 XORAW 1 AT Hl ,NI 1 FOR G • 1 TO 1 OO 1 'NEXT 1 XORALil 1 AT Hl 1N1 r GOTO 2 

540 
2610 S1. H1tT1. Nii HPLOT Ll,V TO Ll,V +Tl HPLOT s1,v TO s1,v + T 
2620 Q1 • Ot IF 61 > Ll TH8'1 U1 • Sl1SI • Ll1Ll • Ul 
2630 11 • Ll - <279 - Y> I 21Vl • St - <279 - Y> I 2 
2640 Wt • 111 IF Vl < 11 THEN 11 • Vl1Vl • Wl 
2650 Xl • A 
2660 A• A+ <B - A> • li I Y1B • Xl + <B - Xl> t VI I Y1 GOSUB 22101 GOTO 

2010 
2670 STOP 
2690 CALL 8001 HcttE 1T$ • ••1 TEXT 1 IF PEEK <222> • 53 TH8'1 Tt• •1LLE 

BAL QUANT ITV-
2690 IF PEEK <222> • 66 THEN Tt • •ovERfLa,.,• 
2700 IF PEEK <222> • 133 THEN Tt • •01VISICJ'll BY ZERO• 
2710 VTAB 61ut •Tt+• ERROR DCCURE0•1 HTAB INT <<40 - LEN <Ut>>/ 2> 

1 ltfJERSE 1 PRINT ut1 NORMAL 1 PRINT 1Gt • • OO YOU WISH TO RESTA 
RT?•1 GOSUB 2400 

2720 IF FI • 1 THEN POKE 222 101 GDTO 160 
2730 GOTO 1630 

§LIST 

0 POKE 
1 REM 
2 REM 
3 REM 
4 REM 

APPLE Il 

LA FORMULE OUBLIEE 
Vous incarnez ici le célèbre professeur Korismi. 

Une catastrophe mondiale à détruit toute l'eau se trouvant à 
la surface de la Terre. Vous êtes le seul à détenir 

la recette magique. Vous devez atteindre la salle des 
ordinateurs du centre de recherches pour 

introduire dans le cerveau principal la formule oubliée ... 

33,40: HOME 

Commentaire: 
Pour vous d~placer, utllisez les abr~viatlons classiques: N - nord, S = Sud, 
E - est, 0 - ouest. 

: 11:12111111111: :1: Il:::: 1: ::: : ::1: 
1 c 

1 LA FORMULE OUBLIEE 
: : 

..._ ________________ ~---------------------------------------------------------------~---~~~~~--' 
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5 REM 1 1 : 1 1 : : : : 1 1 : : : : : : : : t 1 : : : : : : : : : : : : : 

6 POKE 33,391 GOSUB 9000 
10 HOME : PRINT ·Nous SCH1ES EN 1947 .UN CONFLIT MONDIAL A ANEANTI PRESQU 

E TOUTE FORME DE VIE SUR TERRE.• 
15 PRJNT •PLUS UNE GOUTTE D'EAU SUR SA SURFACE. VOUS,PROFESSEUR KORISMI 

ETES LE SEUL A VOUS SOUVENIR DE LA CELEBRE FORMULE ••• • 
20 PRINT •vous ARRIVEZ AUX ABORDS ou SEUL CENTRE DE RECHERCHE ENCORE FON 

CTic:tl>IEL.VOUS DEVREZ Y TROUVER LA SALLE DES ORDINATEURS ET Y RENTRER 
LA FORMULE OUBLIEE ••• • 

25 READ R1$,R2t 
30 PRINT 1 PRINT ·vous ETES DEVANT LA PORTE DU CENTRE.IL FAIT TRES TRES 

CHAUD.IL Y A UN OBJET QUI BRILLE PAR TERRE.• 
40 GOSUB 1000: IF W • 0 THEN GOSUB 3000: GOTO 30 
50 PRINT 1 PRINT 'C'EST t.t.iE PIECE DE 5 ROUBLES ••. • 
55 READ Rlt,R2t 
60 GOSUB 1000 
6S IF W = 1 THEN 80 
70 IF W.= •c• THEN PRINT : PRINi 'IL Y'A 1.,t.1 MARCHAND DE GLACE .•: GOSUB 

1000: IF wt < > 1 M• THEN GOSUB 30001W$ = 'C': GOTO 70 
75 GOSUB 30001 GOTO 60 
80 PRINT 1 PRJNT 'VOILA lt.j BON DEBUT ••• • Commentaire: 

90 READ R 1 t f R2t Les commandes s'effectuent en utilisant un verbe suivi d'un nom. Ex. : LEVER 
10 0 GOSUB 1000 1 J F W :a 1 THEN 120 MANETIE DROITE ou DETRUIRE MASQUE. 

110 GOSUB 30001 GOTO 100 
120 PRINT 1 PRINT ·vous ETES DEWM' UN MARCHAND DE GLACES.'; 
130 READ Rlt,R2f 
140 GOSUB 10001 IF W • 1 THEN 160 
145 GOSUB 30001 GOTO 140 
160 PRINT 1 PRINT ·vous ETES TOUT CONTENT. LE VENDEUR vous A DCN\IE ~E BE 

LLE GLACE A LA FRAISE ••• •, 
165 READ R1•,R2f 
170 GOSUB 10001 IF W = 1 THEN 190 
172 PRINT : PRINT 'FAITES ATTENTION , ~DANGER VOUS ••• MENACE ~·:N = 

1 
175 GOSUB 10001 IF W = 1 THEN 190 
176 IF N = l THEN PRJNT : PRINT 'LE MARCHAND SEMBLE S'ENERVER ... •:N = 

N + 11 GOTO 175 
180 IF N • 2 THEN PRINT 1 PRINT 'LE MARCHAND SORT t.t.i MAGNUM ... •:N = N + 

11 GOTO 175 
182 IF N = 3 THEN PRINT : PRINT ·vous VOILA BEAU AVEC !..NE BALLE ENTRE 

LES DEUX YEUX ! !! 1 1 PRINT : PRINT 'LA PROCHAINE FOIS DEPECHEZ-VOUS 
t.t.i PEU PLUS ••• DE PARTIR ! 1 1 END 

190 PRINT 1 PRINT •ouF ••• vous ECHAPPEZ A~ REEL DANGER EN LA PERSQN\IE 
DU MARCHAND •• ! • 

195 REAO Rtt,R2$ 
200 PRINT 1 PRINT ·vous REVOILA DEVANT LA PORTE DU CENTRE.ELLE EST GARDE 

R PAR LN COLOSSE ••• IL SEMBLE AVOIR TRES CHAUD LE PAUVRE !• 
205 GOSUB 10001 IF W • 1 THEN 230 
210 PRINT 1 PRINT 'LA CHALEUR NE SEMBLE PAS FAIRE DU BIEN AU COLOSSE ..• 

• IN • 1 
212 GOSUB 10001 IF W ~ 1 THEN 230 
215 IF N ~ 1 THEN PRJNT : PRJNT 'LE COLOSSE s~APPROCHE DE VOUS ... •:N = 

N + lt GOTO 212 
218 IF N = 2 THEN PRINT 1 PRINT •LE COLOSSE VOUS MARMONNE UNE PHRASE A 

LAQUELLE VOUS NE COMPRENEZ RIEN !':N = N + 1: GOTO 212 
220 IF N = 3 THEN PRINT 1 PRINT ·vous ETES TRAINER EN PRISON PAR LE 

COLOSSE QUI NE SEMBLAIT PAS VOUS AIMER BEAUCOUP.VOUS ETES CONDA~E 
A CROUPIR ICI JUSQU'A LA FIN DES TEMPS ... • 

221 IF N ~ 3 THEN PRINT 'LA PROCHAINE FOIS ESSAYEZ D'ETRE PLUS GENEREU 
X ! 1 1 END 
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230 PRINT 1 PRINT 'CëTTE GLACE REND SA Bll'fllE HIJ1EUR AU COLOSSE QUI VO 
us AUTORISE A ENTRER ••• •: PRINT ·vous VOILA DANS LE HALL D'ACCEUIL 
OU CENTRE.IL Y A lf\IE SECRETAIRE CHARMANTE.•; 

235 READ R1t,R2t 
240 GOSUB 10001 IF W • 1 THEN 270 
243 IF Wt • ·M· THEN PRINT ' PRINT ·vous ETES DEVANT ~E PORTE Ca-J~E 

E •• 1 1N 111 1 
246 IF W. m •M• THEN GOSUB 1000: IF W. < > •c• THEN PRINT : PRINT •LE 

SOL S'EFFONDRE SOUS VOS PIEDS ••• VOUS ETES TUE PAR LA RADIOACTIV 
ITE CONSIDERABLE QUI REGNE DANS LE SOUS-SOL•: END 

250 PRINT 1 PRINT 'LA SECRETAIRE SEMBLE AVOIR DU MAL A RESPIRER ..• •: 
N • 1 

255 BOSUB 10001 IF W • l THEN 270 
258 IF N • 1 THEN PRINT r PRINT 'LA PAWRE SEMBLE CCH1ENCER A S"EVANOUI 

R1 1N • N + 11 GOTO 255 
259 IF N • 2 THEN PRINT r PRINT •ELLE SEMBLE ESSAYER DE VOUS DIRE 

QUELQUE CHOSE ••• 1 1N • N + 11 GOTO 255 
260 IF N • 3 THEN PRINT 1 PRINT 1 lA SECRETAIRE S'EVAN.OUJ ... ELLE NE 

POURRA PLUS VOUS D~ER LE RENSEI GN81~ V.ITAL DONT VOU 
SAVIEZ BESOIN ••• • 

26S IF N • 3 THEN PRINT 1 PRINT •LE PIECE EST ENVAHIE PAR DES VAPEUR 
RADIOACTIVES SUFFOCANTES ••• POUR VOUS C'EST LA FIN •.• •: END 

270 PRINT : PRINT 'VOICI CE QU'ELLE VOUS DIT : VOUS AUREZ BESOIN DE VOUS 
PROTEGER DES VAPEURS SUFFOCANTES ••. • 

275 PRINT 1 PRINT ·vous REMARQUER lN OBJET BIZARRE SUR SONBUREAU ... •: READ 
Rit ,R2t 

280 GOSUB 1000: IF W ~ 1 THEN 300 
290 PRINT 1 PRINT ·vous VOUS SENTER lN PEU FAIBLE ,,•:N = 1 
292 GOSUB 10001 IF W = 1 THEN 300 
294 IF N = 1 THEN PRINT 1 PRINT 'ENCORE LN PEU ET VOUS N'AUREZ PLUS DU 

TOUT DE FORCE ••• •:N • N + 11 GOTO 292 
295 IF N = 2 THEN PRINT 1 PRINT •PEUT-ETRE CET OBJET AURAIT-IL PU VOUS 

SAWER ••• • 1 END 
300 PRINT 1 PRINT 'IL S'AGIT D'LN MASQUE A OXYGENE TRES PERFECTIONNE.' 

: READ Rlt ,R2t 
310 GOSUB 10001 IF W • 1 THEN 330 
318 PRINT 1 PRINT 'DES VAPEURS ETRANGES SEMBLENT Et>NAHIR LA PIECE ... •r 

N = 1 
320 GOSUB 10001 IF W = 1 THEN 330 
322 IF N = 1 THEN PRINT 1 PRINT •LNE IRRITATION DOULOUREUSE VOUS DEKANG 

ELE NEZ ,,,•1N = N + 11 GOTO 320 
324 IF N = 2 THEN PRINT 1 PRINT 'LA DEMANGEAI SON DEVIENT INSOUTENABLE, . 

• 
1 1N • N + 11 GOTO 320 

326 IF N = 3 THEN PRINT 1 PRINT 'ETES VOUS SUR DE VOULOIR MOURRIR 
ASPHYXIE ?•:Na N + 11 GOTO 320 

328 IF N • 4 THEN PRINT 1 PRJNT 'L'IRRITATION A DETRUIT TOUT VOTRE 
SYSTEHE RESPIRATOIRE ••• ESSAYEZ DONC DEVOUS SERVIR DU MASQUE UNE AU 

TRE FOIS !•1 END 
330 IF W$ = Rt• THEN MA = 1 
333 PRINT 1 PRINT •LES VAPEURS RENDENT LA VISIBILITE DIFFICILE.ESSA 

YEZ DONC DE VOUS ELOIGNERPENOANT QU'IL EN EST TEMPS .•• •: READ R1•,R 
2t 

340 GOSUB 10001 IF W a 1 THEN 360 
345 PRINT 'DESOLE,VOUS AVEZ CHOISI LA MAWAISE DIRECTION.PAR LES TEMP 

S QUI COURRENT ONN'A QU'lf\IE SEULE CHANCE .•• VOUS ETES DEVORES PAR 
DES MUTANTS AFFAMES ••• 1 1 END 

360 PRINT 1 PRINT •ouF ••• C'ETAIT LA B~E DIRECTION 1 1 IF MA= 0 THEN PRINT 
'MALHEUREUSEMENT, VOUS N'AVIEZ PAS MIS VOTRE MASQUE VOUS MOURREZ ASP 
HYXIE ••• • 1 END 

365 READ Rlt,R2t 



370 PRINT 1 PRINT ·vous VOILA DEVANT LE PROFESSEUR ABSTEINIL A BESOIN D' 
LN REl'.ISEIGNEMENT URGSfT.•: PRINT 1 PRINT •oITES LUI LE NOM DU PREHIE 
R ORDINATEUR.• 

375 GOSUB 10001 IF W ~ 1 THEN 390 
380 PRINT 1 PRINT 1 LE PROFESSEUR SEMBLE NE PAS AVOIR ~GEDEPUIS LIJ>IGTEH 

PS ••• •1N a 1 
385 GOSUB 1000: IF W m l THEl'.I 390 
387 IF N = l THEN PRINT 1 PRINT 1 LNE ECIJ1E BLANCHE APPARAIT SUR LES 

LEVRES DU PROFESSEUR ABSTEIN ••• •1N = N + 11 GOTO 385 
388 IF N = 2 THEN PRINT 1 PRINT 1 LE PROFESSEUR VA SE JETER SUR VOUS SI 

VOUS NE LUI DCN'-IEZ PAS S~ RENSEIGNEMENT , , , M ;N = N + 1 
1 GOTO 385 

389 IF N • 3 THEN PRINT z PRINT •vous ETES DECHIQUETE PAR LE PROFESSEUR 
ABSTEIN DEVENU FOU ••• TRISTE FIN POUR UN GRAND SAVANT ! •: END 

390 PRINT 1 PRJNT •ABSTEIN VOUS FAIT REMARQUER QU'LN VIOLENT ORAGE 
SULFUREUX VIENT D' ECLATERDEHORS ••• • 1 READ Rl.$ ,R2$ 

395 GOSUB 10001 IF W • 1 THEN 420 
400 IF wt = •c• THEN PRINT 1 PRIRT •ABSTEIN,REl'.IDU FOU PAR LES VAPEURS 

SULFUREUSES VOUS PRECIPITE DANS LN GOUFFRE BEANT,ANCIEN HOTE 
UR ATCJ11QUE DU CENTRE ••• Dllt1AGE !•1 8'.ID 

405 IF Wt = 1 L• THEN PRINT 1 PRINT ·vous ETES DEVANT LNE PORTE BLINDEE 
,,, VOUS ENTENDEZ lN CLIQUETIS A L~INTERIEUR ..• •: GOSUB 
10001 IF wt < > •Q• THEN GOSUB 30001wt = •L•1 GOTO 405 

410 GOTO 395 
420 PRINT 1 PRINT •SUITE A L'ORAGE,LNE P~E D'ENERGIE PLONGE LE CENT 

RE DANS L'OBSCURITE ••••• PRINT 1 PRINT •vous DISTINGUEZ MALGRE TOUT 
DEUX MANmES LE L~G DU MUR •••• • 1 READ R1 $, R2$ 

430 GOSUB 1_000 ~ IF W = 1 AND <Wt < > R2$> THEN 450 
435 IF Wt = R2t THEl'.I PRINT : PRINT 'VOUS VOUS ETES TROMPE DE ~ETTE • 

VOUS AVEZ REEl'.ICLEl'ICHER LE PROCESSUS DE FUSION ATOMIQUE ,,, UNE E 
NORME EXPLOSJ ~ DETRUIT A TOUT JAMAIS VOS ESPOIRS ... • : END 

440 PRINT 1 PRINT ·vous DISTINGUEZ DES CJ1BRES MOlNANTES DANS L'OBSCUR! 
TE ••• •1N • 1 

442 GOSUB 10001 IF W • 1 AND <Wt < > R~> THEl'.I 450 
443 IF N • 1 THEN PRINT 1 PRINT •LES OMBRES S'APPROCHENT DE VOUS ,,,, 

VOUS SENTEZ LNE ODEUR DE SOUFFRE •••• •1N • N + 11 GOTO 442 
444 IF N = 2 THEN PRINT 1 PRINT ·~ APPENDICE GLUANT VOUS FROLE LE CORP 

SVOUS FERIEZ MIEUX DE RETABLIR LA LlJ1IERE.•:N = N + 1: GOTO 44 
2 

446 IF N • 3 THEi'( PRINT 1 PRINT •QUEL MALHEUR ,LN MUTANT VIENT DE 
PREl'.IDRE VOTRE TETE POUR LN FRUIT GEANT!AUTANT DIRE QUE VOUS ETES MA 

L 8'I POINT AVEC VOTRE TETE SOUS LE BRAS!!! NJE CROIS QUE C'ES 
T FINI POUR VOUS !•1 END 

450 PRINT 1 PRINT ·vous AVEZ ENCLENCHEZ LE GENERATEUR AUXILIAIRE,LA 
LltlIERE REVIENT... IL Y A ~E ENVELOPPE PAR TERRE •.. • 

452 READ Rlt,R2$ 
455 GOSUB 1000: IF W • 1 THEN 490 
460 PRINT 1 PRINT •L'ENVELOPPE VIENT D'ETRE RAPPELEE A SA VRAI PLACE : L 

A 481E DIMEl'.ISI~.AVEC ELLE VOUS VOYEZ PARTIR VOTRE DERNIERE CHAN 
CE ••• • 1 END 

480 PRINT 1 PRINT •suR L'ENVELOPPE IL Y'A MARQUE 1 CODE LITT·_ 
485 PRINT : PRINT •LN ETRANGE PERSCJl'f'4AGE APPARAIT DEVANT VOUS.VOICI CE 

QU'IL VOUS OIT1 JE SUIS LE SEUL A ETRE REVEl'.IU DE LA SALLE DES ORDI 
NATEURS.• 

490 PRINT •pouR CELA VOICI LE CHEMIN QUE J'AI SUIVI 1 •;1 FORT= 0 TO 
7: READ CHf<T>1 PRINT CHRt < ASC CCH$<T>> + 2>• •;1 NEXT 

49S FORT• 1 TO 80001 NEXT 1 HcttE 
500 PRINT •LNE FOIS DE PLUS 1 LA LltllERE S'EST ETEINTE.A VOUS DE JOUE 

R MAINT~ ••• • 

32 



510 PRJNT : FOR Y= 7 TO 0 STEP - 1: READ R1$: GOSUB 1000 
515 IF w = 0 THEN PRINT 1 PRINT •vous vous ETES TROMPE DE CHEMIN ou VOU 

SN'AVEZ PAS ASSEZ REFLECHI PEUT-ETRE ! !!QUOI QU'IL EN SOIT VOUS ETES 
PERDU A TOUT JAMAIS DAl'IS LES DECOMBRES OU CENTRE ! ! !M: END 

517 PRJNT : PRINT V$(Y) 
520 NEXT 
530 PRINT 1 PRINT ·vous VOICI ENFIN DEVANT LA PORTE DE LA SALLE DES 0 

RDINATEURS•: PRINT 1 PRINT •tL Y A UN DECLENCHEUR EN FORME DE MAINS 
UR LA PORTE.•: READ R1$,R2$ 

540 GOSUB 1000: IF W = 1 THEN 570 
545 PRINT : PRINT •ESSAYEZ DE NE PAS ECHOUER SI PRES DU BUT .. ,":N = 1 

550 GOSUB 1000: IF W = 1 THEN 570 
552 IF N = 1 THEN PRINT 1 PRINT •l.NE SIRENE D'ALARME VIENT DE SE 

DECLENCHER ,,,•:Na N + 1: GOTO 550 
554 1 F N = 2 THEN PRINT : PRINT •IL S'AGIT DE L'ALARME INDICWANT UNE 

DIMINUTION ANORMALE D'OXYGENE._ .. ,•1N = N + 1:.GOT0-550 
556 IF N = 3 THEN PRINT : PRINT •ESSAYER DE VOUS A P P L 1 Q U E R ! • 

:N = N + 1: GOTO ~50 
558 IF N • 4 THEN PRINT 1 PRJNT •JL N'Y A PLUS ASSEZ D'OXYGENE POUR LES 

H~INS, SEUL LES MUTANTS PEUVENT RESPIRER-D'AILLEURS IL SE JE 
TTENT SUR VOUS ••• VOUS PNEZ LNE FlN HORRlBLE ••• • 

560 lF N = 4 THEN PRINT 1 PRINT •LA PROCHAINE FOIS, SUIVEZ DONC LES 
CCJllSEIL A LA LETTRE ••• PEUT-ETRE AUREZ VOUS ALORS PLUS DE CHANCE ,, 
1 • . . 

570 PRINT : PRINT •LA LOURDE PORTE S'EST OUVERTE DEVANT VOUS.VOUS ETES 
DANS LA SALLE DES ORDINATEURS .•. • 

580 PRINT : PRINT •HAL <C'EST L'ORDINATEUR> SE MET EN ROUTE DES VOTR 
E ENTREE ••• • 

582 PRINT 1 READ Rlf 1R2$ 
585 HA$ a •TAPEZ LE CODE D'ACCES•: GOSUB 6000 
590 GOSUB 10001 IF W • 1 THEN 600 
595 PRINT :HA$= •ce N'EST PAS LE BCJll COOE.RECctt1ENCEZ.•: GOSUB 6000: PRINT 

1 GOTO 585 
600 PRINT 1HA$ = •RENTREZ LA FORMULE OUBLIEE PROFESSEUR :•: GOSUB 6000 
610 READ R1$:R2$ • R1t1 GOSUB 1000 . 
620 IF W • 0 THEN PRINT 1HA$ • •oESQLE ,.,•: GOSUB 60001 PRINT :HA$= a 

CE N'ETAIT PAS LA Bcr-t-lE FORMULE ••. •: GOSUB 6000: PRINT :HA$= •REVO 
YEZ VOTRE FORMULAIRE DE CHIMIE ••• •1 GOSUB 60001 PRINT :HA$= •ADIEU 
PROFESSEUR ••• •: GOSUB 60001PRIN 

630 PRINT 1HA$ = •BRAVO PROFESSEUR.MAINTENANT JE VAIS POUVOIR RESYNTH 
ETISER DE L'EAU POUR TOUTE LA PLANETE.VOUS AVEZ SAUVER VOTRERACE 
DE LA DESTRUCTJON.•1 GOSUB 6000 

999 END 
1000 PRINT 1 INPUT •=>• ;Af 
1010 IF A$=•• THEN PRINT : PRINT •N'ENTREZ PAS N'IMPORTE QUOI .•. •: GOTO 

1000 
2000 Bf = ••1 FORT= 1 TO LEN <At>: IF Miot <Af,T 1 1) = • • THEN 2020 
2010 8$ = 8$ + MID$ <At,T,1> 
2020 NEXT :wt = ••1 FORT= 1 TO LEN (8$)1W$ = W$ + CHR$ < ASC <MIO$ 

<Bf,T,1)) - 2): NEXT :W = (W$ = R1$) OR (W$ = R2$) 
2030 RETURN 
3000 A= lNT < RND <1> * 4): PRINT 1 PRINT Ft<A>: RETURN 
6000 FORT• 1 TO LEN (HA$)1Q • PEEK <49202):Q = PEEK (49202>: PRINT 

MID$ CHAt,T,1>11 FOR K • 1 TO 301 NEXT 1 NEXT : PRJNT : RETURN 
9000 Ft<O> a •EN CETTE PERIODE DE DESOLATICJll,IL N'Y A GUE LA BOl'l'IE EXPRE 

SSION QUI VOUS FERAPROGRESSER ••• • 
9010 F$Cl) = •RIEN NE SEMBLE SE PRODUIRE ••• • 
9020 F$(2) ••FAITES~ EFFORT DE REFLEXION~ DE REPONDRE .,,• 
9030 Ff(3) = •cETTE PHRASE N'A AUCLN EFFET SUR LES CHOSES QUI VOUS ENTO 



URENT• 
9040 V$(7) = •pouR L'JNSTANT TOUT VA BIEN ••• •1V$(6) = V•<7>:1J$(5) =·vau 

S ETES EN BCJNl'-4E VOIE ••• •sV$(4) a •CONTINUEZ CCJ1'1E CELA .•• •1V$(3) = 
V$C4> :V$(2) = •LE RONR~EMENT O'l.N ORDINATEUR SE FAITENTENDRE .•. •: 
V$(1) =•LE BRUIT SE PRECISE ••• • 

9050 V$(0) = •vous TOUCHEZ AU BUT ••• 1 1 RETURN 
10000 DATA •pcE?PBCPQMJ•, 1 TMGPQMJ 1 ,•P?K?GGCPNGCAC1 ,•NPCLBPCNGCA 

c•,•c•,•c•,•?AFCRCPEJ?AC 1
,

1 BCK?LBCPEJ?AC 1
,

1 M1
,

1 PCRHSPLCP?SACLRPC 1 ,•e 
HLLCPEJ?AC 1

,
1 MDDPGPEJ?AC1 

10010 DATA 1 CAMSRCPQCAPCR?GPC 1
,

1 GLRCPPMECPGCAPCR?GPC 1
,

1 NPCLBPCHàHCR 1
, 

1 ?RRP?NCPMlHCR1 ,•KCRRPCK?QOSC•,•L 1 

10015 DATA 1 L1
,

1 L1 

10020 DATA 1 CLG?A 1 ,•CLO?A 1 ,•M•,•M 1 ,•?à?GQQCPK?LCRRCE?SAFC•,•?à?GQQ 
CPK?LCRRCBPMGRC 1 ,·P?K?QGCPCLTCJttf'IC 1 ,•NPCLBPCCLTCJ~c· 

10030 DATA 1 M•,•a•,•c•,•o•,•o•,•M1
,

1 M•,•M 1 

10040 DATA •c•,•c•,•c•,•L1
,

1 L1
,

1 M1
,

1 L1 ,•c• 
10050 DATA •?NNJGOSCPK?GL 1

1
1 NMQCPK?GL1 

10060 DATA 1 RGJR 1 ,•RGJR1
,

1 FOM 1 ~ 
40000 GOSUB 10001 GOSUB 20001 PRINT Wt 

APPLE JI 

MINOTAURE 
Vous devez sortir du labyrinthe avant qu'Alfred ne 

vous croque. Vous choisissez entre trois niveaux de 
difficulté, ou créez votre parcours. Vous pouvez disposer 

d'une boussole et connaître votre position (X,Y), et celle du 
monstre (XM, YM). La réflexion prime dans ce jeu en 30. 

C:' 
.~ TEXT 
5. GOSUB 11Zl1Zl1Zl0 
U21 
12 
:1.4 
tE 

24 
..... ,.., 
LU 

32 
34 
::::;5 
36 

34 

Il 

* * * * * Il 

** ** * ** * 
Il 

* * * * * * * 
* 

* * 
* * 

1'<>1·of< 

* 
11-t 

""· 
* *' *' 
:+: lloo of.: 

Il...: ., 
u r.: 

' 

PR!NT 
PRINT 
PRINT 
PRINT 
PRINT 
PRINT 
PRINT 
PRINT 
PRINT 

11 * * :+: * ** ;+; * :+: >1-: .. of: if.: *' .;., :-!< :>1-: 
Il 

Il * * * * *' * lf.: * .... ... >\( *' .+<J\<>t< 
H .. 

PRINT 
PRINT 
PRINT 
PRINT 
PRINT 11 

PRINT 11 

PRINT 11 

?RINT 11 

PRINT 11 

Gc:T A$: 
HOME 

PRINT 
!>CREATION D1 UN LABYRINTHE 
2lSORIR SANS S'ETRE FAIT M~NGER 

A Il • , 
CURSEUR = FLECHE GAUCH~ F"L!.:~CHE DRu:TE"; 

z " ] : 
SPACE: CURSEUR INCOLORE/CURSEUR TRACEUR"; 

E = ENTREE * S = SORTIE :+: R=EF·F~~CE EH .. ':=; ";; 
D=FICHIER Dim< * N=NOUVr.:~:u : .. ABYRlNT~·lë 

***** MODE 3D ***** 
SPACE=AVANCE" 

***** LE MINOTAURE VOUS AIME ***~* 
GO SUB 11Zl1Zl01Zl 

1 ! ... 
l • 

Il • 
7 

VTAB (21): INPUT 11 NIVEAU DU LABYRINTHE~1,2,3 1 Il ~!-.il 

PRINT 



.·-~ \"."'; .,.:r 

7'lJ 
(;;) IZl 

'=li2l 
112HZJ 
13121 
135 
137 
140 
1.45 
147 
1 51Zl 
16fZl 
155 
170 
1 SIZJ 
183 
., ne· 
.1. CJ~ 

187 
t88 
190 
:.::::01Zl 
~7:'.: !2) 

221Zl 
.···, .-. c:· 
'"·L . ..J 

:~5(2) 

261ll 
2712) 
28121 
290 
~;12)12} 

31(2) 
330 
:;41Z) 
345 
:;:;612J 
363 
365 

381Zl 
~:9(2) 

41ZllZI 
ld(2J 

l1.2IZI 
t.;.30 
4.40 
4.50 
lj.51Z) 

ti.65 
l!.712) 
ti. srzr 
51M'l 
511Zl 
530 
5412! 
55iZI 
550 
.570 

HOl'1E : VTAB ( 21 ) 
IF NI = 1 THEN GOSUB 
IF NI = 2 THEN GOSUB 
IF NI = 3 THEN GDSUB 

IF NI > 3 THEN GDTD 
L = 1:X = l:Y = 1 

412117.)0 
41e!0 
420~ 
5121 

Commentaires: 
Le programme occupe toute la mémoire. Ajouter des variantes risque de le 
bloquer. 
Pour d~.. tizr le jeu, écrire RUN MINOTAURE en majuscules: 

E = 0:s = 0:xE = 1:YE = 1:xs = l=YS = 1 
: PRINT : PRINT : PRINT : PRINT 

GET P$: PRINT : PRINT : PRINT : PRINT 
COLOR= CA: PLOT X,Y 
IF P$ = CHR$ (13) THEN GOTO 56~ 
IF P$ = CHR$ (21) THEN. X = X + l~ REM***** F~ECHE D~nr-: *•·~~ 
IF P$ = CHR$ (8) THEN X = X - 1: REM ****~ FLECHE GAUCHE •~••• 
IF P$ = N" THEN GOTO 5(2) 
IF P$ = A" THEN Y = Y - l 
IF P$ = Z11 THEN Y = Y + 1 
IF P$ = R" THEN COL OR=. 0: E -· el: S ·- (7.).: PLOT XE, YE :: ~1 L_OT :<<:;:;, <:. 
IF P$ = D11 THEN GOSUB 51ll0i2l 
IF P$ = E11 THEN GOSüB 80(lJ 
IF P$ = 5 11 THEN GDSÜB 850 
IF X > XMAX THEN X = XMAX 
:F X < 1 THEN X = 1. 
IF Y ( 1 THEN Y= 1. 
IF Y > YMAX THEN Y = YMAX 

CA = SC RN ( X 7 Y) 
IF P$ = " " THEN l = - L 
IF L = 1 THEN COLOR= 10: PLOT X,Y 
IF L = 1 THEN GOTO 14~ .... 
IF CA = l2l THEN CA = 15: GOTO 29~ 

CA = 0 
COLOR= CA: PLOT X.Y 
GOTO 140 
IF E = 0 THEN GOSUB 76~ 
IF S = 0 THEN GOSUB 700 

x· = XE: Y = VE 
COLOR= 0: PLOT X.Y 
HGR 

XM = xs:YM = vs:RA = 1 
N = t:G = 1:MV = - 1: GOTO 375 
G = IZJ : GET A$ 

PRINT PRINT PRINT : PRINT 

/ .' 

.··' 

.. ·· , 

IF A$= CHR$ (8) THEN N = N - t:G = 1 
IF A$ = CHR$ <21J THEN ~ = N + l~G = 1 
IF N = 5 THEN N = 1 t 

IF N = 0 THEN N = 4 
IF N = l THEN A = 0:B = - 1 
IF N = 2 THEN A = 1:8 = 0 
TF N = 3 THEN A = .IZJ:B = 1 
IF N = 4 THEN A = t:B = 0 
IF A$ = u 11 THEN G = 1: GOTO 
IF G = 1 THEN HGR 
IF G = 0 THEN GOTD 370 
VTAB (21) 
HCOLOR= 3 
HPLOT 90,40 TO 180740 TO 180, 130 TD 90, 130 JO g~,40 
IF BOUS = 1 THEN GOSUB 900 
IF PLA = 1 THEN GOSUB 980 
GOTO 100121 
INPUT 11 0PTION BOUSSOLE ? OUI ( 1) NON((Z))­
INPUT "OPTION POSITION ? OU1(1) NON(~) "~PLA 

.. 

,,. 

. . . 1 .. 

...._~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~---' 
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5 90 
f.1210 
E lfll 
E.15 
517 
5 2 121 
c:.-.c­._, .:,..,J 

63121 

54IZI 
550 
6612) 
670 
690 
700 
705 
711Zl 
715 
"/ ~:0 

730 
740 
750 
7 60 
755 
770 
775 
7 81Zl 
7912) 
795 
800 
810 
é)20 
830 
B4i2l 
850 
860 
870 
880 
890 
900 
91121 
92121 
':-l3rzl 
9 40 
9 50 
'=l 80 
985 
'=l90 
UZH2Hl.l 
1010 
102 1Zl 
103 12) 
1fll412) 
1.050 
l 12150 
1070 
1080 
112190 
1. 1.00 
1110 

36 

GOTO 310 
IF SCRNC X + A,Y + Bl ~ 0 THEN X = X + A:Y = Y + B: MV - MV + 

RA = - RA: IF SGN CRA ) = - 1 THEN GOTO 64~ 

AM= SGN ex - XM>:BM = SGN (Y - YM) 
IF AM = 0 THEN GOTO 630 
IF SCRNC XM + AM,YM ) > 0 THEN GOTO 530 

XM = XM + AM: GOTD 640 
IF SCRNC XM,YM + BM) > 0 THEN GOTO 64121 

YM = YM + BM 
IF ABS ex - XM) < 4 THEN !F ABS (Y - YM) < 4 THEN GOTO 570 
IF XM = X THEN IF YM = Y THEN GOTO 2500 
GOTO 465 
PRINT 11 ATTEl\ITION AU M 0 N S T R E 1 1 1 ": Gû TO l35il i 
GOTD 465 

XS = INT ( RND Ci) * XMAXl 
IF XS = 0 THEN GOTO 700 

YS = INT ( RND (!) * YMA} ) 
IF YS = 0 THEN GOTO 71~ 
IF SCRN( XS,YS) > 0 THEN .GOTO 7~~ 

IF ABS ( XS - XE) < ( (XMAX I 2) + 1 ) TrlEN GOTO 7 9 îli 
COLOR= 6: PLOT XS,YS 
RE TU RN 

XE = !NT ( RND (1 ) * XMR X> 
IF XE = 0 THEN GOTO 750 

YE = INT C RND C1) * YMAX) 
IF YE = 0 THEN GOTO 77~ 
RETURN 
IF ABS CYS - YE> < ( CYMAX I 2 :> ;. l ) THEN GDTG 7 ?:fl, 
GOTO 740 
IFE= 1 THEN PRINT "DEJA UNE ENTREE": RETU R!\I 
COLOR= 1: PLOT X,Y 

XE = X:YE = Y 
E = 1 

RE TU RN 
IF S = 1 THEN PRINT "DEJA UNE SORTIE": RETURN 
COLOR= 6: PLOT X,Y 

xs = x:vs = y 
s = 1 

RETURN 
IF N = 1 THEN BO$ = 11 NORD 11 

IF N = 2 THEN BO$ = 11 EST 11 

IF N = 3 THEN BO$ = 11 SUD 11 

IF N = 4 THEN BO$ = 11 0UEST 11 

PRINT 80$, 
RE TU RN 
PRINT 11 X=";X, "Y=";Y 
PRINT 11 

RETURN 
c = x:v 

XM=";XM, "YM="; Y!'1 

IF N = 
IF N = 

D = 0 

= Y:H = A:I 
1 THEN A = 
3 THEN A = 

- B 
- A:B = 
- A:B = 

CA= SCRN( C + B,V +A) 
IF CA > 7 THEN CA = 3 
HCDLOR= CA 
HPLOT 180,40 TO 165,55 TO 

E = CA 
CA= SCRNC C - B,V - A) 

IF CA > 7 THEN CA = 3 
HCOLOR= CA 

- B 
- B 

155, 1 15 TO 180, 13© 



1120 HPLOT 90,40 TO 105,55 TD 1~5. 115 TO 9~. i30 
:'.. 130 F = CA 
1140 IF SCRNC C + H,V + I) ) 0 THEN GOTO 35~~ 
1141 C = C + H:V =V+ I 
1145 IF C = XM THEN IF V = YM THEN GOSUB 60~i 
1150 CA= SCRNC C + B,V + ~) 

1160 IF CA> 7 THEN CA= 3 
l171Z> HCOLOR= CA 
118~ IFE= IZI THEN HPLOT 18~,55 TO 155,55 TO 155,115 TO 160, 1~5 
1190 HPLOT 165,55 TO 155.65 TD 155.1~5 TO 155, 115 
1200 E = CA 
121~ CA= SCRNC C - B,V - AJ 
1220 IF CA > 7 THEN CA = 3 
l.2312! HCOLOR= CA 
124IZI IF F = 0 THEN HPLOT 90,55 TO 11z)5,55 TD 11215,1.!5 TO 9!ZJ-,1l5 
1250 HPLOT 105.55 TO 115,65 TO 115, 1~5 TO 1~5. 115 
:!.26ll.l F = CA 
1270 C = C + H:V = V + I 
1275 IF C = XM THEN IF 
12812! IF C = XS THEN IF 
1285 1 ,- SCRN ( C, V) > 0 
1287 IF C = XS THEN IF 

V = YM îHEN GOSUB 5i~œ 
V = YS THEN GOSUB E50~ 
THEN GOTO 37t2llll 
V = YS THEN GOSUB 65~~ 

1290 CR= SCRNC C + B,V +Al 
13~12! IF CA ) 7 THEN CA = 3 
:1. 31 ilJ HCOLOR= CA 
1320 IFE= 0 THEN HPLOT 165,65 TO 155,65 TD 155, 105 TO 155, 1~5 
1330 HPLDT 155,65 TO 150,70 TO 150, 100 TO 155,1~5 

134121 E = CA 
135121 CA= SCRNC C - B,V - A) 
1360 IF CA > 7 THEN CA = 3 
1370 HCDLOR= CA 
1380 IF F = 0 THEN HPLOT 105,65 TO 115,55 TO 115, 105 TO 105, 105 
1390 HPLOT 115,65 TD 120,70 TO 120, 100 TO 115, 1~5 
1401Zl F = CA 
1420 C = C + H:V = V + I 
1425 IF C = XM THEN IF V·= YM THEN GOSUB 620~ 
1427 IF C = XS THEN IF V = YS THEN GDSUB 6500 
143© CA= SCRN( C,VJ 
l.440 IF CA > 7 THEN CA = 3 
145(Z) HCOLOR= CA 
146~ HPLOT 120,70 TO 150,70 TO 150, 100 TO 12~, 10~ TO 12~.7~ 

1470 IF E = 0 THEN GDSUB 3000 
1480 IF F = 0 THEN GOSUB 3050 
149121 GOTO 370 
2~~121 TEXT : GOSUB 10000 
2~10 PRINT 11 VOUS ETES SORTI EN 11

; MV;" COUPS 
2020 GET A$: GOTD 6 
2500 TEXT : GOSUB 10000 
2510 PRINT " ALFRED VOUS TROUVE DELICIEUX 
2520 GET A$: GOTO 6 
3000 CA= SCRNC c + e,v +A) 
3010 IF CA > 7 THEN CA = 3 
312120 HCOLOR= CA 

11 

Il 

3030 HPLOT 155,70 TO 150,70: HPLOT 150,100 TO 155,1~0 

31214.IZI RETURN 
3~50 CA= SCRNC C - B,V - A) 
312160 IF CA > 7 THEN CA = 3 
3070 HCOLDR= CA 
308121 HPLOT 115,70 TO 120,70: HPLOT 120, 100 TO 115. 10~ 
312190 RETURN 
'--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~.....!· 

~ 



351ll0 CA = SCRN( C + 
3511ll IF CR = 6 THEN 
3520 IF CR > 7 THEN 
3531Zl HCOLDR= CA 

H,V + I) 
GOTO 20~1Zl 

CA = 3 

354,5 
;:;550 
3553 
::555 
356(2) 

:::;;570 
::::: 700 
371121 
:3:120 

~:735 
::_;740 
-:::_:743 
3745 
~;750 

::=:~755 
;:;750 
li. ~ll IZJ 
4-01 Ill 
4.02, 
ii.031(1 
4.040 
b 070 
4. 1 IZl Ill 
4.110 
4.120 
4.130 
4.140 
4150 
4.180 
4.200 
4.21 IZJ 
422fll 
4250 
4.500 
4505 
45UZI 
4.520 
4540 
4.550 
4.551ll 
'"570 
: . .580 
51211ZHZI 

HPLOT 105,55 TO 165,55 TO 165,115 TO 105,115 TO 1~5,55 
CA= SCRNC c + B + H,V + I +A): IF CA) 7 ~-HEN en= 7 

IF E = Ill THEN HCOLOR= CA 
IF E = 0 THEN HPLOT 180,55 TD 165,55~ HPLOT 165, 115 TO 180: 115 

CA= SCRNC C + H - B,V + I - A)~ IF CA> 7 THE~ CA - 7 
IF F = 0 THEN HCOLDR~ CA: HPLOT 90.55 TC !05,55: 

HPL __ OT 1 (~5, 115 .. TQ 9~~t i i 5 
GOTO 14.90 

CA = SCRN( C, V) 
IF CA > 7 THEN CA = 3 
HCOLOR= CA 
HPLOT 115.65 TO 155,65 TO 155,1~5 TO 115, 1~5 TO 115,65 

CA= SCRNC C + B.V +A,: IF CA ) 7 THEN CR= 7 
IF E = 0 THEN HCDLOR= CA 
IFE= 0 THEN HPLOT 165,~5 TO !55,55: HP~OT 155,1~5 TQ 165, ~0S 
CA~ SCRNC C - B.V - A): IF CA > ? 7HEN CA= 7 

IF F = 0 THEN HCOLOR= CA 
IF F = 0 THEN HPLOT 105.65 TO 115,ss~ HPLCT 115, 1~5 TO 105,!~5 

GOTO 14.90 
XMAX = 19:YMAX = 19: GR : GOSUB 4500 

FOR I = 20 TO 39 
VL IN ~' 39 AT I : HL IN 0, 1 9 AT I 
NEXT I 
VLIN 0, 19 AT 0: HLIN 0, 19 ~T ~ 

RETURN 
XMAX = 19:YMAX = 38: GR : GOSUB 45~e 

FOR I = 20 TG 39 
VLIN 121,39 AT I 
NEXT I 
HL IN IZI, 19 Ai 0: HL IN 0, l 9 AT ::;9 
VL IN 1, 38 AT 0· 
RETURN 

XMAX = 38:YMAX = 38: GR : GOSUB 45m~ 
HLIN 0,39 AT 0: HLIN 0,39 AT 39 
VLIN 1,38 AT 0: VLIN 1,38 AT 39 
RETURN 

X = 2:Y = 1 
COLOR= 15 

K = INT C RND C1J * NI * 3) + 1 
IF Y+ K > YMAX THEN VLIN Y,YMAX ~T x: GOTO 4~S~ 
VL IN Y, (Y + K> AT X 

Y = Y + 2 + K: GOTO 4510 
IF X + 2 > XMAX THEN CDLOR= 1: RETURN 

X =: X + 2:Y = 1 
GOTD 4511Zl 
PRINT : PRINT : PRINT 

=i Ill 1121 PR 1 NT 11 * * F I C H I E R / / L. A B Y R ! N T H E ,.. "' " 
512120 PRINT 
512130 INPUT 11 NOM DU LABYRINTHE ? ";L$ 
5040 0$ = Il Il: REM ***** CTRL-D *'***'* 
:'i051Zl PRI NT 11 SAUVER ( S ) I CHARGER ( C ) 11 

512l6121 INPUT F$ 
=i1Zl7IZI IF F$ = "S" THEN PRINT 0$; 11 BSAVE";L$;",i-112l2l~,;_:Ll?C:L:-": C30TO 51.:t;f) 
512180 IF F$ = 11 C11 THEN PRINT O$;"BLDAD 11 ;L...$;",A1Ll24"~ JOT~i 51D?i 
5090 GOTO 5tzl60 
511210 PRINT : PRINT : PRINT : PRINT 
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::;i 1121 E = izl • ~ 
·~ = Ill 

512121 RETURN 
5f2H7J IZJ HCOLOR= "':!' 

~· 

61211 IZJ HP LOT 115, 65 TO 105.74 TD 155,74. TD 1 ~=j5, 55 
502121 HP LOT 123,75 TO 123. 1 IZ)0 TD 131l). 1 H'J TO 12::s, '.. ~L if) T!-, 

L_• 14 7, 1 Ut( TCJ 1c1, 75 
5er~:1ZJ RETURN 
51 IZllZI HCOLOR= ~ 

~· 

F.1.1 ~ HPL07 121.71ll TO 115.76 TO 1~j5, 75 TD 149,?0 
E~ l. ~~IZJ HP LOT 127,77 TO 127.91 TO 131.97 TO 138.97 Tu 142·.' 91 TO 142.77 
E.1 ::::; (Z) RETURN 
S2flHZl HCOi_OR= 3 
E,21 IZl HPL.OT 124, 75 TD 121Zl. 79. TO 150, 7::J TO ll;.5, 75 
f,221Zl HP LOT 130. Bill TO 131Z), 90 TO 133, Sll- TC 136,94 TD 139-9il! r·1 l. 1.3:-; . .3'<" 
F, :~~::Ill RETURN 
é; 51Dlll HCOLOR= 3 
t;51~ HP LOT 14·5, 75 TO 135. 71ll TO 125,75 TO 1h5,95 TO :135, H~~1 Tü 125.9S 
E;s20 RETURN 
6601Zl HCOLOR= 3 
E; E.1 Ill HPLOT 14. IZh S!Zl TO 135, 75 TD 13(l}, 8:7-: TO î. 4.!?J,. ~;:zi ïO 1. 35, 95 TO 1JQJ, '30 
5620 RETURN 
t IZll2HZl0 FOR BOUCLE = 1 TO 25 
::.~Ill!~ PRINT 
1 f211Zl20 NEXT BOUCLE 
11Zll2l3(2'J RETL!R!'~ 

(-

APPLE Il 

SPEEDWAY 
La course classique: vous devez éviter la collision avec vos 

adversaires en vous déplaçant 
latéralement avec les flèches. Un seul niveau de difficulté. 

-i:-·LI ST 

1 

{J. 
c· 
..J 

5 
7 
g 
::. 2) 

1 l. 

REM 
REM 
REM 
REM 
REM 

********************* 
** ~* ** SPEEDWAY JUNIOR ** 
**-----------------** 
** JUHEL PARENTEAU** 

** REM ** 
REM ********************* 
REM 

REM PRESENTATION ET INSTRUCTIONS 
REM 
HOME : PRINT : PRINT 
PRINT " SPEEDWAY JUNIOR 11 

PRINT 11 
---------------" 

PRINT PRINT : PRINT 11 (-:GAUCHE ->:DROITE" 
PRINT PRINT : PRINT 11 VOTRE SCORE AUGMENTE AU FUR ET A MESURE" 
PRINT 
GET i$: GOSUB 51ll00 
GOSUB 21Z1œl2l 
CLEAR 

65 REM INITIALISATION 
ï'll A = 20 ....._~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~--!~ 
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8~ X = 20:Y = 34:C = 34 
90 GR 
95 A= INT ( RND (1) * 4) + 15 
97 POKE 7,X: POKE 5,y: CALL 768 
98 COLOR= 15 
~)9 

100 
105 
110 
120 
124 
125 
126 
130 
l35 
140. 
145 
:~50 

~- 60 
::: 00 
::: 210 
~;00 

S0IZI 
1 01210 
1010 
l IZl20 
1030 
1040 
1050 
1060 
1070 
1080 
1090 
1100 
1200 
1210 
1215 
1220 
1990 
1991 
1992 
1993 
22'00 
2010 
2020 
2 12130 
2 050 
2060 
~~:070 
2080 
:3;000 
~;12u0 

2:020 
303121 
3040 
::::050 
!J.00121 
512100 
5010 
5020 
512130 

40 

VLIN 0.39 AT 5: VLIN 0,39 AT 33 
P = PEEK ( - 16384) 

POKE 06,Y 
IF P = 136 THEN IF X) 11 THEN X= X - 1: POKE 07,X: CRLL 768 
IF P = 149 THEN IF X < 24 THEN X= X+ 1: POKE 07,X: CRLL 768 
IF B + 3 < Y THEN 
IF A > = X THEN 
IF A < = X THEN 

B = B + 1 

GDTO 130 
IF A < = X + 3 THEN 
IF A + 3 ) = X THEN 

A = A + INT ( RND (1) * 3 - 1) 

GOTO 1IZllZl0 
G 0 T 0 112HlJ(2l 

IF B < 35 THEN POKE 06,B: POKE ' 7,A: CALL 768 
IF B + 3 < Y THEN GOTO 200 
IF A > = X THEN IF A C = X + 3 THEN GOTD 1000 
IF A < ·= X THEN IF A + 3 ) = X THEN GOTO 1000 
IF B = 35 THEN B = 0: GOTG 90 

SC =SC + 1: PRINT SC 
GOTO 11Z10 
REM EXPLOSION 

TEXT : GOSUB 5000 
PRINT " ~***~ 

PRINT " ****** 
PRINT ** ** 
PRINT ** ** 
PRINT ***** 
PRINT ***** 
PRINT ** ** 
PRINT ** ** 
PRINT ****** 
PRINT **** 
GOSUB 500'! 
HOME : PRINT "VOTRE 
GET Z$ 
GET zs: RUN 

*** 
***** 
** ** 
** ** 
** ** Ife* Ife* 
** ** 
** ** ***** 
*** 

SCORE 

REM ******************** 
REM * PROGRAMME * 
REM * LANGAGE MACHINE ·* 
REM ******************** 

i+:>t: ** 
** ** ...... ** 
** ** 
** ** ** ** 
** ** 
** ** **** 

** 

EST : 
11

; SC 

** *'*Il 
*** **'*" 
**** ****" 
** *** **" 
** * **" 

**" 
**" 

** **" 

** **" 

** **Il 

DATA 159,3,141,s0,3, 169,0, 13~,s, 133,9, 174,80.3. 189,80.3.32, 1 ~~. 248 

DATA 238,80,3,24, 165,7, 101,9, 168,24,165,6, 101.8,32. 0,248, 173,81,3 
DATA 197, 8, 240. 5, 230, 8, 76, 11, 3, 169, 0, 133, 8, 173, 82, 3, 197, 9, 24el, 5 
DATA 230,9,76, 11,3,96 
FOR I = 0 TO 65 
READ A 
POKE 768 +!,A 
NEXT 
DATA 0, 4, 5, 0, 0. IZI, 0, 0, 0, 5, 0, 121, 5, 12), IZJ, 15, 15, 15, ©, !Zl 
DATA 15,15.15.0,5,0,0,5,0,0,0,0,121 
FOR I = 0 TO 32 
READ B 
POKE 848 + I,B 
NEXT I 
RE TU RN 
FOR I = 0 TO 24 
PR.INT 
NEXT I 
RETURN 



APPLE Il 

DOUBLE HAUTE 
RESOLUTION 

Ce programme fonctionne sur Apple Ile muni 
d'une carte 80 colonnes étendues ou Chat mauve sur un 

Apple Il c. Vous pouvez réaliser un dessin, 
le sauvegarder, le charger ou l'imprimer sur une Dot Matrix. 

J LI ST 

20 POKE - 16368,0 
30 H 1 MEM: 8100 
40 DS = CHR$ (4): PRINT 0$;"PR#3 

": PRil'<IT 
50 DRIVES= "Dl" 
60 PRINT D$;"BLOAD HARD" 
70 GOTO 560 
80 POKE 49160,0:A = PEEK (49246 

) :A= PEEK <49232):A = PEEK 
<49239) 

90 A = PEEK (49165) 
100 POKE 49234,0: POKE 49153,0: POKE 

49156,0: POKE 49154,0: POKE 
49236,0 

110 HGR : POKE 49237,0: CALL 624 
50: POKE 49236,0: POKË 49234 
,o 

120 HCOLOR= 3 
130 GET R$ 

140 IF RS = "I" THEN Y= Y - 1: GOTO 
260 

150 IF RS = "O" THEN X = X + 1 :Y 
=Y - 1: GOTO 260 

160 IF R$ = "L" THEN X= X+ 1: GOTO 
260 

170 IF RS = "," THEN X= X+ l:Y 
=Y+ 1: GOTO 260 

180 IF RS = "," THEN Y = Y + 1: GOTO 
260 

1 '7'0 IF R$ = "M" THEN X = X - 1 :Y 
=Y+ 1: GOTO 260 

200 IF RS = "J" THEN X= X - 1: GOTO 
260 

210 IF RS = "U" THEN X = X - 1 :Y 
=Y - 1: GOTO 260 

220 IF R$ = CHR$ <13) THEN GOTO 
610 

230 IF RS = "A" THEN E = 0: GOTO 
280 

240 IF RS = "E" THEN E = 1: GOTO 
280 

250 IF RS = "?" THEN GOSUB 420: 
GOTO 280 

260 IF E = 1 THEN GOSUB 290: HCOLOR= 

0: GOSUS 340: HCOLOR= 3: GOTO 
280 

270 GOSUB 290 
280 130TO 130 
290 
300 IF X < 0 THEN X= 0: GOTO 34 

0 
310 IF Y< 0 THEN Y= O:.GOTO 34 

0 
320 IF X > 559 THEN X = 559: GOTO 

340 
330 IF Y> 191 THEN Y= 191: GOTO 

340 
340 XX= INT <X/ 7):PG =XX - 2 

* INT (.XX / 2) 
350 XX = INT <XX / 2) * 7 + X -

7 * XX 
360 POKE 49237t0: IF PG THEN POKE 

49236,0 
3 70 t F XX > 2 79 ïHEI~ ~ETORN 

380 
390 HPLOT XX,Y 
400 POKE 49236,0 
410 RETURN 

420 REM AIDE MEMOIRE COMMANDES 
430 TEXT : HOME 
440 PRINT " 

";: INVERSE : PRINT 
"*TABLEAU DES COMMANDES*": 

NORMAL : PRINT : PRINT 
450 PRINT " TOUCHES DE D 

!RECTIONS DU CURSEUR 
1J I 0" 

460 PRINT 
470 PRINT " 

J L" 
480 PRINT 
490 PRINT " 

500 
510 

M 
PRINT 

" 

PRINT " <RETURN) - MENU PRIN 
CI PAL <?> 

- AIDE-MEMOIRE COMMANDES" 
--~~~~~~~~~~~~~~~~~~--~~~~~~~~~~~~~~~~~~--' 
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520 

530 

540 

550 
560 

570 
580 

590 

600 

610 
620 
630 

640 

650 

660 

670 

680 
690 

700 
710 

7:20 

730 

740 

750 

760 
770 
780 

790 

800 

810 
820 
830 

42 

PRÎNT " (A) - ALLUME LE . 
CURSEUR CE) 

- ETEINT LE CURSEUR" 
VTAB 23~ PRINT • TAPEZ SUR < 
ES~ACE ) POUR REVENIR AU DES 
SIN";: GET R$ 
IF RS = " " THEN GOSUB 1470 
: RETURN 
GOTO 420 
REM PRESENTATION & MENU PRI 
NCIPAL 
TEXT : HOME 
VTAB 10: PRINT " 

" ; : INVERSE 
: PRINT "- 0 • H • R -":NORMAL 

VTAB 17: PRINT " Le progra~m 
e ; Double Haute Resolution ' 
ne fonctionne que sur un ~pp 
LE .]Ce munie d ' une carte BO 
colonnes etendue ou chat mau 
ve ou sur un APPLE ][c" 
VTAB 23: PRINT " TAPEZ UNE 

TOUCHE:";: GET R$ 
REM MENU 
TEXT : HOME 
VTAB 10: PRINT " 1) NOUVEAU 
DESSIN" 
VTAB 12: PRINT " 2) SAUVEGAR 
DE DESSIN" 
lJTAB 14: PRINT " 3) CHARGEME 
NT D' UN DESSIN" 
VTAB 16: PRINT " 4) IMPRESSI 
ON DU DESSIN SUR IMPRIMANTE 
D.M.P." 
VTAB 18: PRINT • 5> REPRISE 
DU DESSIN" 
VTAB 20: PRINT " 6) FIN" 
VTAB 23: PRINT "VOTRE CHOIX: 
fi. , 
GET R$ 
IF R$ = "1" THEN GOSUB 830: 

GOTO 80 
IF R$ = "~" . THEN GOSUB 780: 

GOTO 770 
IF R$ - "3" THEN GOSUB 890: 

GOTO 770 
IF R$ = "4" THEN GOSUB · 1280 
: GOTO 770 
IF R$ - "5•· THEN 

GOSUB 1 4 70 :. GOTO 
I F R$ = "6 11 THEN 
GOTO 610 

GOSUB 830: 
120 
END 

HOME : INPUT "NOM DE L'IMAGE 
A SALIVER: " ; NOMS 

PRINT D$; "BSAVEu ;NOM$;" 1 ,A$2 
OOO,L$2000,";DRIVE$. 
POKE 49237,0: PRINT D$;"BSAV 
E ";NOM$;"2,A$2000,L$2000,"; 
DRIVES 
POKE 49236,0 
RETURN 
HOME 

840 

850 

860 

870 
880 
890 

900 

910 

920 

930 

940 

950 

960 
970 
980 
990 
1000 

1010 
1020 
1030 
1040 
1050 
1060 
1070 
1080 
1090 
1 l OO 

1110 
1120 . 
1130 

1140 
1150 

1160 
1" 170' 
1"1 âO 
1190 

VTAB 1: PRINT 11 * ATENTION * 
" : 'PRINT " PENDANT LE DESSIN 

VOUS POUVEZ" 
PRINT " TAPER ( •;: INVERSE 
: PRINT "?";:NORMAL : PRINT 
N ) POUR AIDE-MEMOIRE DES CO 
~DES" 
VTAB 22: PRINT " TAPEZ UNE T 
OUCHE";: GET RS 
RETURN 

HOME : VTAB 22: PRINT "POUR 
EFFECTUER UN CATALOG REPONDR 
E ? " 
VTAB 23: PRINT "POUR RETOURN 
ER A L; ECRAN PRECEDENT CR " 
lJTAB 5: PRINT 11 le programme 

D.H.R. sauv~garde 1 'images 
ur la disquette en deux fich 
iers ayant le meme no 

m suivi,l ' un du chiffr-e ' 1 / , 
l ' autre du chiffre '2 ' ." 
PRINT" Pour la charger il v 
ous suffit d ' ~crire 1~ nom g 
enerique sans le nombre 1 ou 

2" 
VTAB 12: HTAB 10: INPUT "NOM 

GENERIQUE DE L'IMAGE A CHAR 
GER ";A$ 
IF LEN <A$) = 0 THEN RETURN 

1F ( ASC <AS) < 65 OR ASC ( 
AS) > 90 > AND AS < > 11 ?" THEN 

RETURN 
IF A$ < > 11 ?• THEN 1030 
HOME . 
CALL 1002 
PRINT 0$; "CATALOG ";DRIVES 

PRINT : INPUT "PRESSER LA T 
OUCHE RETURN POUR CONTINUER 
";A$ 

GOTO 890 

GOSUB 1470 

POKE 49153,0 
POKE 49236,0 
POKE 49156,0 
POKE 49154,0 

HOME : HOR : POKE 4j234,C; POKE 
49237,0: CALL 62450 

POKE 49236,0 
ONERR GOTO 1200 
PR I NT 0$; • BLOAD, " ; A$; • 1 , " ; D 
R~VE$ 

POKE 49237,0 
PRINT D$;"BLOAD ";A$;"2,";D 

RIVE$ 
POKE 49236,0 
POKE 216,0 
HOME : TEXT 
RETURN 



-1200 
1210 

1220 

1230 

1240 
1250 

1260 
1270 

1280 
1290 
1300 

1310 

1320 

1330 

1340 

1350 

1360 

REM ERREUR CHARGEMENT 
TEXT: HOME: VTAB 11: HTAB 

20: INVERSE 
PRINT "ACCES A CE FICHIER I 

MPOSSIBLE": NORMAL 
VTAB 23: PRINT uAPPUYEZ SUR 
UNE TOUCHE POUR CONTINUER " 

: GET A$ 
POKE 216.0: GOTO 880 
REM VISUALISATION D'UNE IM 

AGE 
GOSUB 1470 
INPUT A$: HOME : TEXT : RETURN 

REM IMPRESSION 
HOME 
VTAB 7: HTAB 28: PRINT "1) 

TAILLE 560*1 92, NORMALE 11 
• 

VTAB 10: HTAB 28: PRINT "2) 
TAILLE 560 *192, INVERSE 11 

VTAB 13: HTAB 281 PRINT "3) 
TAILLE 1120*384, NORMALE" 
VTAB l 6: HTAB 28: . PRINT "4) 
TAILLE 1120*384, INVERSE 11 

VTAB 19: HTAB 28: PRINT "5) 
RETOUR AU MENU GENERAL" 
VTAB 23: INPUT "VOTRE REPON 

SE < 1 .. 5) " ; A$ 
IF LEN _(A$) < > 1 THEN 1 2 

90 

1370 IF ASC <A$) < 49 OR ASC ( 
A$) > 53 THEN 1290 

1380 IF A$ = 11 5 11 THEN RETURN 
1390 Al = 1: IF A$ = "3" OR A$ = 

"4" THEN Al = 2 
1400 A2 = 1: IF A$= "2" OR A$= 

1410 
1420 
1430 

144(1 

1450 
'1460 
'1470 
1480 
1490 
1500 
1 51 0 
1520 
1530 
• 540 

"4" THEN A2 = 2 
REM 
REM 
POKE 768.0: IF Al = 2 THEN 
POKÈ 768,200 
POKE 769,00: IF A2 = 2 THEN 
POKE 769,200 
CALL 16432 
RETURN 
REM 
POKE 49160.0 

A = PEEK (49246) 
A = PEEK <49232) 
A = PEEK (49239) 
A = PEEK (49234) 

POKE 49165,0 
RETURN 

Commentaires: 
Pour dessiner, utiliser les louches U [ 0 J l M. 
Pour allumer et ~teindre le curseur, A et B. 

ATARI ST 

AWARI 
L' Awari est un jeu de stratégie traditionnel et très 

populaire en Afrique. Le cadre se dessine: chacun dispose de 
sept cases dont un pot qu'il faut remplir du maximum de 

pions possible. Au début du jeu, chaque case contient trois 
pions. On les sème à tour de rôle en pointant dans la case de 

départ choisie. Si le dernier pion semé arrive dans son 
propre pot, on rejoue et que le meileu r gagne ! 

10 'AWARI , Sotiropoulos C. le 3/10/1986 
30 
50 
52 
54 
56 
70 
90 
110 
13(1 
150 
170 
190 

fullw 2:clearw 2:clear:randomize O:e=int<rnd+.5> 
if peek<systab>=2 then gosub medium:goto 70 
if peek<systab>=1 then gosub high:goto 70 
end 
effe~t=16:gosub effet:gosub aw~:effect=O 
gosub effet:dim b(16>,k<16>,gC16>,h<16>,xxx<20> 
for ww=1 to 19:xxx<ww>=-3:next ww 
for i=1 to 13:bCi)=3:next:bC7>=0:bC14>=0 
linef 20,mm1,608,m~1:linef 20,mm2,608,mm2:linef 20,mm1+1,608,mm1+1 
linef 20,mm2-1,608.mm2-1 
linef 60,mm3,570,mm3:linef 60~mm4,570,mm4 

'--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~---J 

43 

~ 



210 
230 
250 
270 
290 
310 
330 
350 
370 
390 
410 
430 
450 
470 
49(1 
510 
515 
53(1 
550 
570 
590 
610 
630 
650 
670 
690 
710 
730 
750 
770 
790 
810 
830 
850 
870 
890 
910 
930 
950 
970 
990 
1010 
1030 
1050 
1070 
1090 
1110 
1130 
1150 
1170 
1190 
1210 
1230 
1250 
1270 
1290 
1310 
1330 
13~0 
1370 
1390 
1410 
1430 

44 

for i=60 to 595 step 85 
linef i,mm3,i,mm2:linef i,mm1,i~mm4 
if i=60 or i=570 then linef i,mm2,i,mml 
next:color 1,1,2,3,2:fill mm5,mm6:effect=O:gosub effet 
gotoxy mx,mine:?"MOI":gotoxy my,minel:?"VOUS" 
start:j=14:J1=0:effect=4:gosub effet:for i=mx+l to my step pas:j=j-1 
gotoxy i,8:print b<J>:J1=j1+1:gotoxy i,12:?b(j1>:next 
gotoxy cs,10:?b<14>:gotoxy qq,10:?b(7):effect=1:gosub effet 
j=55:j1=48:for i=mx+l to my step pas:j=j-l:gotoxy i,5:?chrS(j) 
gotoxy i,15:j1=j1+1:?chr$(j1):next 
effect=16: gosu.b effet: gotoxy qq, 5: ?chr$ <4>: gotœ:y q, 15: ?chr$ (3) 
gotoxy qq,15:?chr$(1):gotoxy q,S:?chrS<2>:effect=O:gosub effet:goto gaine 
effet:poke contrl,106:poke contrl+2,0:poke contrl+6,1 
poke contrl+10,1:poke intin,effect:vdisys 
return 
ai,.Ja: if peek <systab) =2 then col or· ·2, :;!: 
goto>:y awe,2:print "A":gotoxy awe+2 ,2:print"W" 
goto:{y awe+4,2:print 0 A"ï,gotoxy awe+6,2:print"R":gotoxy awe-+·8,2:print"l'' 
return 
key: gotoxy avous1, a18: pr int_" ": gotox y avous1, a 18 
touch$=input$Cl> 
return 
game:b=O:jeu=345:trouve=.8:super=99 
for i=1 te 6 
if b<i><>O then b=1 
next:if b=O goto resultat 
b=O:trouve1=l948:xxx<O>=xxx<1J:xxx(5)=xxx<5>+1 
f or i :::::8 t o 13 
if b<i><>O then b=1 else xxx<O>=not xxx<OJ 
next:if b=O goto resultat 
if e=1 then goto 1190 
gotoxy avous,a1B:?"A vous de jouer ":gosub key:a=val <touch$) 
if a<l or a>6 goto 810 
if bCa>=O goto 810 
effect=l:sup=super 
gosub effet:gotoxy avous1,a1B:?chr$Ca+48>:gosub 1070 
if e=1 and a=14 goto start 
if a=7 goto start 
if e=1 then e=O:goto start 
e=1: goto star·t 
a=J:sup=trouve+trouve1*abs<b-super>-xxxC5)+xxxC1> 
for z=1 to 14 
b<z>=g<z> 
ne>:t 
p=b<a>:b<a>=O:for ww=6 to IO:xxx<ww>=bCa>+p:next 
for i=1 to p 
a=a+1:if a=15 then a=1 
b(a)=b<a>+l:xxx<2>=0 
next:sup=sup-1*.3 
return 
gotoxy avous, a18: ? 11 Je joue en ... "' ........ .. 

· for j = 1 t o 1 4 
g ( j) =b ( J) 
next:sup=not sup or <trouve and trouvel>:pass=-1 
if bC13>=1 goto 2110 
if bC13>>=3 goto 2110 
if b<12>>=3 goto 2130 
if b(11J>=4 goto 2150 
for j=13 to 8 step pass 
if gCJ>=O goto 1530 
gosub 990 
if a=14 goto 2210 
h<j>=a1sup=sup+h(j) 



1450 
1470 
14qo 
1510 
1530 
1550 
1570 
1590 
1610 
1b30 
1650 
1670 
1690 
1710 
1730 
1750 
1770 
1790 
1910 
1830 
1850 
1970 
1890 
1910 
1930 
1950 
1970 
1990 
2010 
2030 
2050 
2070 
2090 
2110 
2130 
2150 
2170 
2190 
2210 
2230 
2250 
2270 
2290 
2310 
2330 
2350 
2370 
2390 
2400 
2410 
2415 
2420 
2430 
2440 

for u=9 to 13 
z=u+b<u> 
if z=14 then k(j)=k(j)+1 
next u:sup=O:super=sup:swap trouve,trouvel 
next J:sup=trouvel:swap trouve,super:jeu=sup 
z=O 
if gC12>>=5 goto 2130 
if gC8)=1 goto 2190 else if g<9>=1 goto 2170 

for J=S to 13 
u=k < j > : sup:.k ( j > 
if u>z then gosub 2230 
next J:sup=k<J>-trouve 
if z>O then goto 1950 
z=B 
for J=S to 12 
u=h<J> 
if u>z and u>ô then gosub ~230 
next 
if a>7 then goto 1950 
z=7:jeucO:sup=super and &h2S4:trouve=trouvel or 1 
for j=B to 13 
u=h(j):jeu=jeu+1 
if u<z and u>O then gosub 2230 
next 
coup:for u=8 to 13 
k<u>=O:h<u>=O 
next 
c:=a-7 
gotoxy avous1,a18:effect=1:gosub effet:? c:hr$Cc+48):sound l,12,7,4,10 
sound 1,0:for tempoc1 to 3000:next:effec:t=O:gosub effet 
J=a:jeu=O:sup=999 
gosub 990:goto 910 
a=13:goto coup 
a=12:goto coup 
a=11:goto coup 
a=9:goto coup 
a=S:goto coup 
a=j:goto coup 
z=u:a=j:sup=z:sup=J+6 
return 
resultat:if b(14>>b<7> goto comp 
if bC14><b<7> goto joueur 
gotoxy avous,a18:?"Partie nulle ":e=int<rnd•.5l:goto 2370 
joueur:gotoxy avous,a18:?"Vous avez gagnct ":e=l:goto 2370 
comp:gotoxy avous,alS:?"J' ai gagné •••••••• ":e=O:joue=O 
gosub key:if touch$~" " goto 130 
clearw 2:end 
medium:mine1=i10 
mm1=100:mm2=84:mm3=68:mm4=120:mm5=500:mm6=90:awe=2B:mine=9 
mx=8:my=58:.pas=9:qq=64:q=4:cs=2:avous=20:avous1=52:a18=16:returri 
high:mine1=10 
mm1=200:mm2=168:mm3=J36:mm4=232:mmS=SOO:mm6=180:awe=l4:mine=lO 
mx=4:my=31:pas=5:qq=34:q=2:cs=1:avous=10:avous1=26:a18=18:return 

'--~~~~~~~~~~~~~~~~~~~~~~~~~~~.._~~~~~~~~~~~~~.._I~ 
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ATARI ST 

JACKPOT 
Vous partez pour Las Vegas, l'enfer du jeu ... 

Devant vos yeux éblouis se dessinent les trois cases d'un 
jackpot. Cinq dollars pour miser. Si vous perdez, 

c'est la ruine! Et si la combinaison «Jack» s'affiche à 
l'écran, soyez heureux, vous avez décroché le gros lot 1 

10 'JACKPOT by Y.Bel tchenKo Cc) 1986 
20 
30 ful lw 2:clearw 2 
35 ga$(0.J=chr$(9) :ga$( 1)=c~r$(11) :ga$(2)="" :g.:r;$(:=:)=cf"1r-·1 .. : 1) 

38 ga$(4)="J":ga$(5)="A»:ga$(6)="C" :ga$(7)="K" 
40 effect=16:gosub effet:a$="JACKPOT"!for t=l te ?:gotoxy 28+t*2~i 
50 print mi~$(a$,t,1) :next:effect=0:gosub effet 

60 xb=l64:yb=36:1b=50:hb=10:gosub box 
70 gotox)'- 1,3:print "vous disposez de:" 

80 
90 
100 
105 
107 
1 1 0 
120 
125 
128 
130 
140 
150 
155 
160 
400 

somme=50:gosub money 
print:gotoxy ·4s,4:print "START":xb=402:gosub box 
xb=502:gosub box:gotoxy 57,4:print 11 QUIT 11 

tai11e=30:gosub giant:for t=l to 4:gotoxy 15+t•8,9:print chr$(9) 
next:tai1 le=9:gosub giant 
yb=61 :lb=40:hb=33:for t=l to .4:xb=121+t*72:gosub box 
1 inef xb+41,yb+1,xb+41 1 yb+33:1 inef xb+2,yb+33,xb+41,:;.-b+33:next 
xb=168:yb=55:1b=306:hb=88:gosub box:color_l,l,1,3,2:fi11 170,60 
1 inef xb+lb+l ,yb+2,xb+lb+1,yb+hb+1 :1 inef xb+2,yb+hb+l 1;-<b+lt·+l ,yb+hb+l 
gosub mouse 
qt=<xm<552 and xm>501 and ym(46 and ym)36 and button=l> 
st=<xm<452 and xm>401 and ym<46 and ym>36 and button=l) 
if st=-1 then goto debut else if qt=-1 then end 
goto 130 
de but: 

410 gameS="":Jk$="":tai11e=30:gosub giant:for time=l to 60:for t=l to 4 
420 gotoxy 15+t*8,9 
430 · j 1<$=ga$( in t< rnd*8)) : pr in t j 1<$ 
435 next:next:for t=l to 4:gotoxy 15+t*8,9:JK$=ga$( int(rnd*8)):bon=0 
440 print JK$:game$=game$+jl<$:next:print ch'r$(7): tai l lt-=9:gcr:.ub gi-Hi t 
450 for t=0 to ?:if instr<game$,string$(3,ga$(t))_))0 then t11:or1=lü:gc•to 50'J 
460 if instr<game$,gaS<t)+ga$<t>>>0 then bon=2:goto 500 
470 next 

475 if game$=" JACK" t hen go su b j ac I< 
480 if game$=string$<4,chr$(9)) then bon=20 
490 if game$=string$(4,chr$(11)) then bon=10 
495 if bon=0 then bon=-5 
500 somme=somme+bon 
510 if sornme>9999 then gotoxy 2,4:print "somme ·maximale atteinte" 
520 if somme)9999 then gotoxy 2,4:print "vous repartez a zero 
525 for t=1 to 500:next 
530 if somme>9999 then gotoxy 2,4:pr i nt " ":-:.omme=10 
535 if somme<=0 th~n gotoxy 2,4:? "vous etes a sec '" :sound 0.0,0,0,255:~nd 
540 gosub money:goto 160 
600 jacK: 
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610 
620 
630 
999 
1000 
1010 
1020 
1030 
2000 
2010 
2020 
2030 
2040 
3000 
3010 
3020 
3030 
3040 
4000 
4010 
4020 
4030 
4040 
4775 
5000 
5010 
5020 
5030 

10 
20 
30 
40 
50 
60 
62 
70 
71 
72 
73 
75 

. 78 
80 
90 
100 
1 1 0 
120 
130 
135 

gotoxy 27,4:print "JACKPOT":for ~=1 to 1000:next 
gotoxy 27,4:print " ":bon=200+int<rnd*l01) 
r·e turn 
x$=input$(l):end 
box: 
1 ine-f xb,yb,xb+lb,yb:l ine-f xb+lb,yb,xb+lb,yb+hb 
1 i nef xb+l t 0 ,yb+hb,xb,yb+hb: li ne-f xb,yb+hb,xb,)'·b 
return 
money: 
a$="":monS=str$(somme):for t=2 to len(rnon$) 
a$=a$+chr$(~scCmid$CmonS,t,1))-32):next 

go t o x y 1 9 , 4 : p r i n t a$+ s t r i n gt- ( 4- 1 H1 < a$ ) , " " ) + " ·*· " 
return 
effet: 
poKe contrl ,106.:pok~ contr1+2,0:poke contr-J+.!- 1 1 q:.:d<e c,:•ntri+l:),l 
p oK e i nt i n 1 e f te c t 
vdi s:.-s 
retur·n 
mouse: 
poke 1: 1::intrl ,124:poke contrl+Z,0:poKe contrl:+~.,~i 
vdisys 
button=peeKCintout>:xm=peeKCptsout):ym=peeK(ptsout+2)-20 
return 
if game$="JACK" then gosub Jack 
g i an t: 
poKe contrl,107:poke contr·l+2,0:poKe corrtrl+t.,l:poko? inl:in,t.:o.ill.:­
vdisys 
return 

ATARI ST 

SKI 
Un jeu de saison qui vous invite à de belles 

glissades enneigées. Attention à bien suivre les courbes du 
couloir, chaque incartade vous coûtant 

des points. Chaussez vos skis et restez vigilants 1 

, SKI by Y.BeltchenKo (c) 1986 ,. 
f u l l w 2 : c 1 e a.rw 2 
effect=16:gosub effet:a$="GO":for t=l to 2 
gotoxy 33+t,0:print mid$Ca$ 1 t,1):next:effect=0:gosub effet 
for f=l to 17:gotoxy 31,t:print ct-rr$(14);:gotox/ 38,t:print •:hrt.(15);:no?:~t 
sco~e=100:xj=0:go~ub mouse:if button=0 then goto 62 
p x = 3 1 : r an dom i z e 0 : i ne= 1 : f or t = 1 t o 2 0-0 
if ine=l0 then ine=t 
if ine>l then px=px+<rnd(0)).5)-(rnd(0)<.5): ir1.:-=ine+l :goto 75 
px=px+<rnd>.5)-(rnd<.S>:ine=ine+l 
if px>40 then px=40 else if px<5 then px=5 
gotoxy px,17:print chr$(14);:gotoxy px+7,17:print chrSC15) 
go su b k e >' : X j = x J + C s ta t u s= 2) - ( s t a t us= 1 ) : i f x j < -2 8 tt-r .:-rr :=<j = - 2 ::: 
if xj>28 then xj=28 
if 33+xl>=px+10 then score=score-1 
if 33+xl<=px-4 then score=score-1 
gosub affj 
next:gosub poson:goto 10 
poson: 

--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~-' 
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140 
1000 
10 1 0 
1020 
1030 
2000 
2010 
2020 
2030 
2040 
30 0 (1 

3010 
3020 
3030 
3040 
4(100 
4010 
4020 
4030 
4040 
5000 
5005 
5010 
5020 
5030 
5050 

gc,tc•XY 1,5:pl"int "scor-e=";score:for t=l te• 1000::-1.;.xt:ri:-tur·n 
box: 
l inef xb,yb,xb+lb,yb:l inef xb+lb,yb,xb+lb,;.'t•+hb 
l inef xb+lb,yb+hb,xb,yb+hb:l inef xb,yb+hb,xb,yb 
return 
effet: 
p•:•Ke contrl ,106:poKe contr1+2,0:poke cc•ntrl+6,l :poKe 1:•x1tr·!+10,1 
poke intin,effect 
vdi S)"S 

r·eturn 
mor.J se : 
poke contrl, 124:po~:e- contrl +2,0 :poKE- contrl +.:.,o 
1...id i S)'"'S 

bu t t on = p e E' I< ( i n t ou t ) : x p os= p e e k ( p t sou t ) : ;' p c· s = p e e k ( p t sou t + 2 ) - :~: :=: 
r·eturn 
k ~> .. : 
poke contrl ,128:poKe contr1+2,0:poKe coritr1+6,0 
vd i S)''S 

status=peeK<intout) 
return 
aff_j: 
gotoxy 33+xl ,6:pr i nt " ":gotoxy 33+xl, 7:pr· 1 nt " 
gotoxy 33+xj,7:print chr$(28)+chr$(29) 
gotoxy 33+xj,8:print chr$(30)+chr$(31) 
xl=xj 
return 

ATARI ST 

MUSIC 
Les mélomanes ne sont pas oubliés. Voici un programme 

d'édition musicale très bien réalisé. Vous pouvez déterminer 
les notes, les octaves, la durée et l'amplification. 
Il suffit de cliquer l'option à l'aide de la souris. 

10 'MUSIC 1/10/1986 Sotiropoulos c. 
20 'POUR QUITTER LE PROGRAMME, EN MOYENNE RESOLUTION CONTROL+C 
25 ~EN HAUTE RESOLUTION POINTEZ SUR F I N 
30 fullw 2:clearw 2:clear:dim a$<21>,ncte<91>,~ctaveC91J,volumeC91J 
35 if peek<systab)c2 then gosub medium:goto 40 
37 if peek<systab>=i then gosub high:goto 40 
39 end 
40 volume=11:octave=4:voice=1:duree=2S:index=O 
50 dim duree<IOO>:yy=10 
60 aS<1>=••oo ":aSC2>= 11 D0# 11 :aS<3>= 11 RE ":aS<4>="RE#":aS<5>="MI ":a$(6)="FA •· 
70 aS<7>="FA#":a$(8)• 11 SO ":a$(9)="SO#":a$(10)= 11 LA ":a$(ll)="LA#":a$(12J="SI 11 

80 a$C13>=chrS(17>:a$(14>=chrSC1B>:a$(15)=chrS<19):a$(16>=chr$C20> 
90 a$(17)="Joue":a$(18>="Eff":a$C19>="Fin " 
100 bS<l>="Duree 1":b$C2>="Duree 2":b$(3)="Duree 3":b$(4)="Duree 4" 
110 b$ C5> ="Duree 5 11

: b$ <6> •"Ampli 1 11 1 b$ <7> ="Ampli 2" :.b$ (8) ="Enl eve" 
120 gotoxy trois,O:print chr$(11);" 1 "sgotoxy trois,2:print "O : " 
130 gotoxy trois,4:print 11 0 :":gotoxy trois,6:? "A:" 
135 linef 228,mm1+3,o90,mm1+3 
140 linef 224,mm1+~,690,mml+~:linef 224,mm1+5 ,224,mm2 
141 linef 228,mm1+4,690,mm1+4 
142 linef 2321mm1+1,690,mm1+1:linef 236,mml,690,mml 
144 lin~f 240,mm1-2,690,mm1-2 
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145 effect=16:gosub effet:gosub prtnotes 
150 effect=2:gosub effet:gosub affiche 
1b0 gosub mouse:flag=O:if xpos<14'5 and xpos>BO then 180 
170 flag=1:if xpos>2SO and xpos<335 then 180 else 160 
180 choix=intC<ypos-sub>lmatr>:if button=O goto 160 
190 • 
200 choix=choix+b:gosub affiche:effec:t=l 
205 if choix>=17 and peekCsystab>=2 then effect=2:goto 160 
210 if flag=l and choix>B then effect=2:goto 160 
220 if flag=l then gosub effet:gotoxy mmxl,choix:?bS <c:hoix+l>;" ":goto 310 
230 • 
240 gosub effet1gotoxy mmx,choix:print af.Cchoix+l>;" " 
250 if choix>=18 then clearw ~:effect=O:gosub effet:end 
260 effect=2:gosub effet:if choix<=O then choix=O:gosub nota:goto 160 
270 if choix>11 and choix<16 then gosub octav:goto 160 
280 if choix=lb then gosub play:goto 160 
290 if choix=17 then gosub annule:goto 160 
29'5 • 
300 if flag=O then gosub nota:goto 160 
310 effect=2:gosub effet:gosub other:goto 160 
320 affiche:effe=effect:effect=O:tjosub effet:gotoxy 1,0:print chr5(11l; 
330 print chr$(11>:gotoxy 1,12:print uoctave":effect=effe:gosub effet 
340 for i=O to last:gotoxy mmx,i,print aS<i+l>;:next i:print 
350 for i=O to 7:~otoxy mmx1,i:print bSCi+1>;:next i 
355 if peek<systab>=2 then return 
360 for i=19 to 325 step 17:linef 80,i,144,i:next 
370 linef eo,o,eo,325:linef 144,0,144,32~:1inef 145,0,145,323 
380 linef 250,0,230,138:1inèf 335,0,335,138:linef 336,0,336,136 
390 for i=19 to 138 step 17:linef 250,i,335,i:next 
400 return 
410 mouse: 
420 poke contrl,l24:poke contrl+2,0:poke contrl+6,0 
430 vdisys 
440 button=peek(intout>:xpos=peek<ptsout>:ypos=peek<ptsout+2) 
450 ypos=ypos-coord 
460 return 
470 effet: 
480 poke contrl,lôô:poke contrl+2,0:poke contrl+6,1:poke contrl+10,1 
490 poke intin,effect 
500 vdisys 
510 return 
520 nota: if index=ttl then gosub play:index=O:goto 160 
530 ct=ct+l:effe=effect~effect=4:gosub effet 
540 gotoxy xx,yy:?aS<choix+l>:xx=xx+plus:if ct=ltt then xx=xxp:yy=yy+1:ct=O 
SSO effect=effe:gosub effet 
SbO index=index+l:note<index>=choix+1:octave(index)=octave 
570 volume<index>=volume:duree<index>=duree:gotoxy quatre,O:?a$Cchoix+ll; 
580 print" ":return 
590 octav:octave=choix-11:gotoxy quatre,2:print choix-11:return 
600 play:if index=O then return 
610 for i=t to index:sound voice,volume<i>,note<i>,octave<il~duree<i) 
620 sound 1,0:next 
630 return 
640 annule: 
650 index=O:for i-1 to 90snote(i)=O:next:gosub enleve 
660 return 
670 other: 
680 if choix<S then duree=choix+20:gotoxy quatre,4:?choix+1:return 
690 if choix=S then volume=11:gotoxy quatre,6:print " 1":return 
700 if choix=6 then volume=13:gotoxy quatre~6:print " 2":return 
710 gosub enlnote 
720 return 
730 enleve: 

--------------------------------------------------------------------------------------------
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740 for i=10 to 18:gotoxy xxp,i:print spcC45J:nExt:xx=xxp:yy~lO:ct=û 
750 return 
760 enlnote: 
.770 if index=O then return 
790 effa=effect:effect=4:gosub effet 
790 if xx=xxp then xx•yyp:yy=yy-1:ct=9:goto 810 
BOO xx=xx-plus:ct=ct-1 
810 gotoxy xx,yy:print" " 
820 index=index-1:effect=effe:gosub effet 
930 return 
840 prtnotes:gotoxy bas,9 
850 print 11 N":gotoxy bas+2,9:print "O":goto>:y bas+4,9:print"T" 
860 gotoxy bas+6,9:print ''E":gotoxy bas+0,9:print"S":return 
870 medium:coord=19:matr=9:sub=57:mmx=10:mmx1=30:last=16:xx=28:troi~~5o 
880 mm1=80:mm2=185:quatre=59:bas=40:xxp=28:yyp=64:plus=4:ttl=7(J 
885 ltt=lO:return 
890 high:coord=38:matr=16:sub=108:mmx=5:mmx1=15:last=lB:x~=14:xxp=14 
900 mm1=160:mm2=370:trois=25:guatre=29:bas=20:yyp=32:plus=2:ttl;90 
910 ltt=tO:return 

****************************************************~******************l~•*** 
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ATARI ST 

RUSSE 
Pour les jours de gros cafard ou si vous voulez 

tester votre sang froid, un logiciel original qui vous 
confronte à la roulette russe. Dans une ambiance tendue, vous 

tournez le barillet et tirez ... Toujours vivant? 
Bravo, on recommence. Et si vous abandonnez l'ordinateur se 

fera une joie de vous traiter de « poule mouillée». 

p=(l:t==O 
fLlllw 2:cle:irw 2 
qosub corn 
color 4~9, 0,3.~ 
fill 20,20 

15 color 2.0.1 
1 b 9 o t o :·: v 1 0 • 5 : p r l n t " t~ ou 1 c~ t t e r' t •_ = o; E " 

17 for i=l to 3 

lE ···e~d b,.c,d.e,f 
wave b,c,d.e,f.~0 

ne:.:t i 
25 data 3, q, 1 :l , lt)1~!, 8. i4. lb, 2 1:• 

80SUb 100(1 
• l 4. ~. 2, 8. :L 1 2. 1 G. 25 

3ü 
-_r ;r 
... )._:r color 4 

~oto:<y 22, 1 (J: p ri nt" tour-ne:~1· [)" 
c:ioto:{y 22. 12: p t'in t" t, i rer [ J" 
i:ioto:·:y 22, 14: p ri nt" ~bandonner [ J '' 
poke systab+24, 1 

' ~-' I ~ ..... ~-

) 
"' 

/ 
.·f't' ., 

.. ·, 
r~ 

-··-.-. 

38 
40 
50 
55 
b(l 

poke contrl,124 
.... - .. • ., 
. ·-··-~ 

65 
70 

poke contrl+2,0 
poke contrl+4, 1 
poke contrl+6,0 



75 poke contrl+B.1 
80 vdisvs<1) 
85 xs=peek<ptsout> 
90 vs=peek<ptsout+2> 
95 key=peek<intout) 
100 qotoxv 10.10 
102 ~osub curseur 
106 c:olor 1 
1 (17 
108 
110 
115 
120 
500 
510 
515 
52(1 
525 
530 

ROtoxy 2,2:print b$(int1 1··nd*4i) 
if key =1 then qosub test 
qoto 55 
poke systab+24.0 
end 
corn : 
dim b$C4> 
b $ < O > = " vas y • a pp LlÎ e ~ ! 
b$(1)="ta mort e~t proche" 
b$ <2> ="ton dernier BAl'll3 ! '' 
bSC3>="fais tes pri 

Commentaires : 
1-5 : prl'!sentatton 
35-40 : affichage options 
50-80 : dl'!sactivation Basic ; gestion position souris 
85 : coordonnl'!es X de la souris 
90 : coordonnl'!es Y de la souris 
95 : test pression bouton souris 
107 : affichage commentaires 
108: test pression bouton gauche de la souris 
115 : réactivatioR Basic 
720-730: test localisation souris 

res 1 " 
540 bSC4>="c:'est la boncie! 

return 

Il 
1000-1050: temporisation et test pression de la souris 

560 
700 
710 

test : 
if xs > 260 and xs < 264 and v~ 1 L 5 ~nd "s:: 118 ':h•?n I; = L: :;,;:::) 

sub 7550 

b 

720 if xs>244 and xs ( 248 and vs ) 133 ~nd .E 136 th~n P~L 

730 if xs>284 and xs<288 and vs>151 and Y~' j54 then qoto 2oandoG 
750 
760 
770 
1000 
1010 
1020 
1030 
1040 
1050 

rem 
if p=l and t=l then ROsub tjr 
return 
rem tempo & test souris 
poke c:ontrl.124 
vdisysC1) 
key=peekCintout) 
if key =1 then c:learw 2:return 
qoto 1000 

2000 tir : 
2002 c:olor int<rnd*8>+1:::=:-:+1:-:ioto:!v 23.·J:pr·1.-1t."~2='=='-l .-, .,''~ =~ 

2005 
2010 
2015 

w=int<rnd*6> 
if w=5 then c;iotow,1 2.2:pr'int".;ü1' ~; '~= 1-nor't; --:ir·in·::i·::i'''::iwt•::> 

p=Oct=O 
2020 gotoxv 2.2:print" cli•:k' 1 1 

:3000 
3010 
3020 
3030 
3040 
3050 
3060 
3070 
3080 
4000 
4010 
4020 
5000 
5010 
7550 

tempo 
756(1 

curseur : 
poke c:ontrl.122 
poke contrl+2,0 
poke contrl+4,i) 
poke contrl+6.l 
poke c:ontr1+8.0 
poke intin,O 
vdisys < l > 
return 
abandon : 
c:olor 5 
gotoxy :2,2:print"poul.: rnüL1ille! ··:9°:l1·.:o Ll":"J 
tempo c 
for f= L to 900:nsxt f:return 
if t=1 and p=O then qoto:{:-.1 2, :::: pr1nt"b.:i.ri l let i:.01_wn' 

return 

:.5 

" : 90:; LI 
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ATARI XL 

POSTER 
Affichez ou offrez vos plus belles réalisations 

sur tablette graphique Atari, sauvegardées et réutilisables 
en Basic. Il faut une imprimante Epson (ou 

toute autre dont la tête possède au moins huit aiguilles de 
haut) et un disque format Dos 2.0 (ou compatible) 

dans le lecteur n° 1. « lnsert » pour sauver l'image sous 
le nom de « Picture » (toujours), puis lancez Poster. 

100 REM ****************************** 
101 REM ** ! ** 
102 REM ** POSTER ** 
103 REM ** ** 
104 REM ** par Laurent Decomble ** 
105 REM ** ** 
106 REM ** Mai/Juin 1986 ** 
107 REM ** ** 
108 REM ****************************** 
1000 RESTORE 1630:FOR A=0 TO 57:READ B:? 

A:C=C+B:POKE 1536+A,B:NEXT A 
1010 IF C<>5841 THEN ? "ERREUR DANS LES 

DATAS LANGAGE MACHINE SOMME INCORRECT 
E! DIFFERENCE=»;C-5841 

1020 POKE 82,0:POKE 710,0:POKE 709,255:0 
I M B < 3, 4 > , C < 3, 4 > , T < 191 > , R$ < 15 > , N• < 1> 

1030? CHR$C12S>:POKE 709,14:POKE 710,0 
1040? "Nom de l'image a recopier sur " 
1050 ? " l 'Imprimante compatible. EPSON'' 
1060 ? :? "Ex. Dl:PICTURE.PIC " 
1070? :? " ";:INPUT R$ 
1080? :? "Type de Largeur 0 1 ou 5 ";:I 

NPUT TAI 
1090 ? :? #La reference est: Fond=feuill 

e de papier" 
1100? :? "Normal ou Inverse ";:INPUT N$ 
1110 IF NS="N" THEN C8 3 
1120 IF N$="I" THEN C=0 
1130 IF TAI•l THEN YD•l91:YF•0:MSBs3:LSB 

=192:GOTO 1250 
1140 IF TAI=S THEN GOTO 1200 
1150 IF TAI<>0 THEN GOTO 1080 
1160 ? "IL N'Y A QUE 480 POINTS DANS CE 

MODE QUELLE MOITIE DE L'IMAGE DESIRE 
Z VOUS IMPRIMER l\=S \/•/";:INPUT N$ 

1170 IF N$="S" THEN YD .. 95:YF=0:GOTO 1240 
1180 IF N$="I" THEN YD=191:YF=96:GOTO 12 
·40 
1190 GOTO 1150 
1200 ? "IL N'Y A QUE 576 POINTS DANS CE 

MODE QUELLE PARTIE DE L'IMAGE DESIRE 
Z VOUS IMPRIMER l\=S \/=/";:INPUT N$ 

12 UJ IF N$• "S" THEN YD=76: YF=0: MSB= 1 :·LSB 
=129:GOTO 1250 

1220 IF NS="I" THEN YD•191:YF=76:MSB,..2:L 
SB=68:GOTO 1250 

1230 GOTO 1210 
1240 MSB•1:LSB:224 
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1250 GOSUB. 1400 
1260 FOR X=0 TO 159 
1270? #1;CHR$<27>;CHR$C42>;CHRSCTAI>;CH 

R$CLSB>;CHR$<MSB>; 
1280 FOR Y=YD TO YF STEP -l:LOCATE X,Y,A 

:A=ABSCC-A>:FOR NL=0 TO 4:PUT #1,BCA,NL 
>:NEXT NL:T<Y>=A:NEXT Y 

1290? #l;CHR$C27>;CHR$C51>;CHR$<2l; 
1300 ? #1 
1310? #l;CHR$C27>;CHR$<42>;CHR$CTAI>;CH 

R$<LSB>;CHR$CMSB>; 
1320 FOR Y=YD TO YF STEP -l:FOR NL=0 TO 
4:PUT #1,CCTIY> ,Nll:NEXT NL:NEXT Y 

1330? #l;CHR$(27l;CHR$C51l;CHR$C22>; 
1340 ? #l 
1350 NEXT X 
1360 CLOSE #1 
1370 LPRINT CHR$<12> 
1380 RUN 
1390 REM **** INITIALISATION **** 
1400 RESTORE 1500 
1410 FOR NÇ=0 TO 3:FOR NL=0 TO 4:READ U: 

B<NC,NL>=U:NEXT NL:FOR NL=0 TO 4:READ U 
:CCNC,Nll=U:NEXT NL:NEXT NC 

1420 GRAPHICS 31:IF C=3 THEN GOSUB 1590 
1430 IF C:0 THEN GOSUB 1610 
1440 OPEN #1,4,0,R$:SC=PEEKC88>+PEEK<89> 
*256 

1450 X=USRC1536,1,4,SC,7680>:CLOSE #1 
1460 OPEN #1,8,0,"P:" 
1470? #1;CHR$<27>;CHR$C51>;CHR$(22>; 
1480 RETURN 
1490 POKE 709,15:POKE 710,0 
1500 DATA 0,0,0,0,0 . 
1510 DATA 0,0,0,0,0 
1520 DATA 170,85,170,85,170 
1530 DATA 170,85,170,85,170 
1540 DATA 136,34,136,34,136 
1550 DATA 136,34,136,34,136 
1560 DATA 255,255,255,255,255 
1570 DATA 255,255,255,255,255 
1580 SETCOLOR 3,0,0:SETCOLOR 2,0,0:SETCO 

LOR 1,0,0:SETCOLOR 0,0,0:RETURN 
1590 POKE 708,6:POKE 709,10:POKE 710,15: 

POKE 712,0:RETURN 
1600 RETURN 
1610 POKE 708,10:POKE 709,6:POKE 710,0:P. 

OKE 712,15:RETURN 



1620 RETURN 
1630 DATA 104,201,4,240,15,170,240,5,104 
,104,202,208,251,169,3,133,185,76,64 

1640 DATA 185,104,104,10,10,10,10,170,10 

4,104,24,105,3,151,66,3,104,157,69 
1650 DATA 3,104,157,68,3,104,157,73,3,10 
4,157,72,3,32,86,228,152,48,214,96 

ATARI XL 

MINITEST 
Ce programme vous servira à tester diverses possibilités 

de votre Minitel, 
et même à dessiner avec. Une nouvelle extension à peu de frais. 

1000 REM ***************************** 
1010 REM ** ** 
1020 REM ** ** ** ** Comprenez ** 
1030 REM ** ** ** ** Utilisez ** 
1040 REM ** ** ** ** Dessinez ** 
1050 REM ~* ** ** ** Testez ** 
1060 REM ** ** ** ** Volre ** 
1070 REM ** ** ** ** Minitel ** 
1080 REM ** ** ** ** par ** 
1090 REM ** Laurent ** 
1100 REM** DEOMBLE ** 
1110 REM ** ** 
1120 REM***************************** 
1130 DIM CF<B>,0<100> 
1140 CFC1)=80:CFC2)=84:CFC3>=8l:CF<4>=85 

:CFC5>=82:CF<6>=86:CF<7>=83:CF<8>=87 
1150 TIME=0 
1160 GRAPHICS 0:SETCOLOR 2,0,0:SETCOLOR 

1,0,i4:POKE 82,0 
1170 OPEN #l,13,0,"R3:" 
1180 XIO 36,#1,10,0,"R3:" 
1190 XIO 38,#1,2,0,"R3:" 
1200 XIO 40,#1,0,0, "RJ:" 
1210 PUT #1,12 
1220? "TEST MlNITEL!l)" 
1230? »TEXTE A (2)" 
1240? "TEXTE B <J)" 
1250? "TEXTE C (4)" 
1260? "GRAPHIQUE (5)" 
1270 INPUT REPONSE 
1280 IF REPONSE<l OR REPONSE>S THEN GOTO 

1220 
1290 ON REPONSE GOTO 1300,1550,1620,1670 

'1710 
1300 REM CARACTERES NORnAUX 
1310 PUT #1,lS:FOR A=32 TO 127:PUT #1,A: 

PUT #1,32:NEXT A 
1320 PUT #l,10:PUT #1,13 
1330 PUT #1,10:PUT #1,13 
1340 REM CARACTERES noSAIQUE 
1350 PUT #1,14 
1360 FOR A=32 TO 63:PUT #1,A:PUT #1,32:N 

EXT A 
1370 FOR A=95 TO 127:PUT #1,A:PUT #1,32: 

NEXT A 
1380 REM CARACTERES SPECIAUX 
1390 RESTORE 2120 

1400 PUT #1,15:PUT #l,10:PUT #1,10:PUT # 
l, 13 . 

1410 FOR A=l TO 21:PUT #1,25:READ X:READ 
Y:PUT #1,X:PUT #1,Y:PUT #1,32:NEXT A 

1420 FOR A=l TO 13:PUT #1,25:READ X:PUT 
#1,X:PUT #1,32:NEXT A 

1430 PUT #l,10:PUT #1,13 
1440 REM ATTRIBUTS DE.VISUALISATION 
1450 REM nODE ROULEAU 
1460 PUT #1,27:PUT #l,58:PUT #l,10S:PUT 

#1,67 
1470 PUT #l,10:PUT #1,13 
1480 FOR B=1 TO 8 
1490 RESTORE 2160:FOR A=l TO 8:READ CC 
1500 PUT #l,27:PUT #1,CFCB>:PUT #1,27:PU 

T #1,CC:PRINT #1;" ABCDEFGHIJKLMNOPQRST 
UVWXYZ0123456789<>" 

1510 PUT #l,10:PUT #1,13 
1520 NEXT A 
1530 NEXT B 
1540 GOTO 1220 
1550 PUT #1,Jl:PUT #1,64:PUT #1,65:REM I 

MPRIME EN LIGNE 0 
1560 REM FANHARD EST LA EN CLJGN EN HAUT 
1570 PUT #1,31:PUT #1,66:PUT #l,65:FOR A 
~1 TO 10:PUT #1 1 96:NEXT A:PUT #l,27:PUT 

#1,72 
1580 PRINT #1;»Fanhard est la.~; 
1590 PUT #1,27:PUT #1,73:FOR A=l ro· 11:P 

UT # 1 , 96: NEXT A 
1600 GOTO 1220 
1610 REM FANHARD EST LA EN INVER EN HAVT 
1620 PUT #l,31:PUT #1,64:PUT #l,65:FOR A 

=1 TO 10:PUT #l,96:NEXT A:PUT #1,27:PUT 
.# 1 , 93 

1630 PRINT #l;"Fanhard est la."; 
1640 PUT #1,27:PUT #1,92:FOR A=l TO ll:P 

UT. #1,96: NEXT A 
1650 GOTO 1220 
1660 REM FANHARD CLIGN ET /NVERS EN HAUT 
1670 PUT #1,31:PUT #1,64:PUT #1,65:FOR A 
=l TO 11:PUT #1,96:NEXT A:PUT #1,27:PUT 

#1,93:PUT #1,27:PUT #1,72 
1680 PRIN! #l;"Fanhard te salue"; 
1~90 PUT #1,27:PUT #1,92:PUT #1,27:PUT # 

1,73:FOR A~l TO 12:PUT #1,96:NEXT A 
1700 GOTO 1220· 

'--~~~~~~~~~~~~~~~~~~~---L~~~~~~~~~~~~~~~~~~~~~ 
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1710 RESTORE 1830 
1720 FOR T=l TO TIME:NEXT T 
1730 READ B:? B 
1740 IF B=-999 THEN CLOSE #l:END 
1750 IF B<0 THEN PUT #1,ABSCB>:GOTO 1720 
1760 IF B=0 THEN READ B:FOR A=l TO B:REA 

D C:PUT #1,C:NEXT A:GOTO 1720 
1770 READ C:FOR A=l TO C:READ D:DtA>=D:N 

EXT A 
1780 FOR I=l TO B:REM NBE DE REPETITION 
s 

1790 FOR J=l TO C:PUT #1,D(J>:REM GROUP 
E A REPETER 

1800 NEXT J 
1810 NEXT I 
1820 GOTO 1720 
1830 DATA 0 1 3 1 31 1 48,57 
1840 DATA 7,2,47,11 
1850 DATA 3,1,8 
1860 DATA 36,1,95 
1870 DATA -13,-9 
1880 DATA 3,1,10 
1890 DATA 3,1,9 
1900 DATA 4,1,126,-11,3,1,95 
1910 DATA -13,-10,-10,-10,-9,-9,-9 
1920 DATA 4,2,47,11 
1930 DATA -27,-78,-47,-27,-76,-126,-92 
1940 DATA 4,4,8,10,47,8 
1950 DATA -9,5,2,47,11 
1960 DATA 2,3,10,123,8 

1970 DATA -8,2,3,10,125,8 
1980 DATA -10,5,2,47 1 11 
1990 DATA 3,2,10,8,-10,-10 
2000 DATA 5,2,47,11,2,2,10,8,-10,-126,-1 
26,-11,-95,-95 

2 010 DATA -:-9 , -11 , -9 , -11 , 5 , 4 ,-e , 10 , 4 7 , 8 
2020 DATA -9,4,2,47,11 
2030 DATA -27,-78,-47,-27,-76,-126,-92 
2040 DATA 4,4,8,10,47,8 
2050 DATA -8,-11,-11,-126,-126,-11,-95,-
95,-11,-11,-9,-9 

2060 DATA 5,1,95,2,4,8,10,47,8,2,3,8,95, 
e,-10,2,3,8,126,8 

2070 DATA -9,-9,-11,-11,-11,5,4,8,10,47, 
8 

2080 DATA -9,-9,-9,2,2,9,11,3,3,123,8,10 
2090 DATA -9,-9,5,2,11,47,-8,-11,3,1,95 1 

-10,-92,4,4,8,10,47,8 
2100 DATA·-10,5,3,8,126,8 
2110 DATA -999 
2120 DATA 65,97,65,101,65,117,66,101,67, 

97 1 6 7 1 101 r 6 7 1 105 r 6 7 1 111 1 6 7 I 11 7 I 7 2 I 101 I 7 
2,105,122,0,75,99 

2130 DATA 67,65,65,69,66,69,67,73,67,79, 
65,85,106,0,75,67 

2140 DATA 35,36,38,44,45,46,47,48,49,56, 
60,61,62 

2150 REM COULEURS 
2160 DATA 64,68,65,69,66,70,67,71 

ATARI XL 

10 
20 
30 
40 
50 
60 
70 
80 

LE TOUR DE L'ATARI 
Personnalisez vos documents (lettres, enveloppes, ... ) en les agrémentant d'une 

superbe carte du monde en exergue. Il 
vous faut une imprimante plotter Atari 1020 ou Sony PRN-C 41. 

Sinon, amusez-vous sur un écran Haute Résolution. 
Si le périphérique est trop lent, ralentissez le Basic. 

REM ************************* 
REM * * REM * Le tour de l'ATARI * REM * * REM * en 24 longitudes * REM * * REM * par Laurent Decomble * 
REM * * 

90 REM ************************* 
100 MX=0.67:MY~0.66:POKE 709,15:POKE 710 

,0 
110? CHR$Cl25> 
120 ? " TRACE UNE CARTE DU MONDE " 
130? :? "SUR ECRAN SEULEMENT? ...•..... 

1 " 
140? :? "SUR ECRAN ET IMPRIMANTE ...... . 

., " 
150 INPUT Rl 
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160 IF Rl<l OR R1>2 THEN GOTO 150 
11• IF Rl=l THEN GOTO 230 
180 ? " IMPRIMANTE DE QUEL TYPE ?":? 
190? "SONY PRN-C41 <Feuilles A4> .... 1" 
200? "ATARI Plotter A 1020 .......... 2" 
210 INPUT TY 
220 IF TY<l OR TY>2 THEN GOTO 150 
230 DIM RE<22>,NI<22>,NC<22,16l 
240 RESTORE 9000 
250 FOR A=l TO 22:READ RE:RECA>=RE:NEXT 

A 
260 FOR A=l TO 22:READ NI:NICAl=NI:NEXT 

A 
270 FOR A=l TO 22:FOR BD1 TO NI<A> 
280 READ NC:NC<A,B>•NC:NEXT B:NEXT A 
290 IF Rl=l THEN GOTO 360 
300 IF TY•2 THEN LPRINT CHR$C27>;CHR$(7) 

: GOTO 320 
310 LPRINT CHR•<27>;"#" 
320 LPRINT "H":LPRINT "l":LPRINT ~c0" 
330 PRINT "TAILLE :0.1 a 2 ou +";:INPUT 

T 
340 7 "CADRAGE X (0)";:INPUT ex 
350 7 "CADRAGE Y C0>";:INPUT CY 
360 GRAPHICS 24:COLOR 1 
370 POKE 710,lS:POKE 709,0 
380 FOR Nal TO 22:RESTORE RE<N> 
390 FOR B•l TO NICN>:READ X,Y 
400 GOSUB 560:PLOT W,Z:IF R1 2 l THEN GOTO 

430 
410 GOSUB 500 
420 LPRINT "M";Y;",";X 
430 FOR A•1 TO NCCN,B>:READ X,Y 
440 GOSUB 560:DRAWTO W,Z:IF Rlzl THEN GO 

TO 470 
450 GOSUB 500 
460 LPRINT "D";Y;",";X 
470 NEXT A:NEXT B:NEXT N 
480 IF R1<>1 THEN LPRINT "H" 
490 GOTO 490 
500 X=X*T+CX:Y=Y*T+CY 
510 IF X<0 THEN X•0 
520 IF X>960 THEN X•960 
530 .IF Y<0 THEN Y•0 
540 IF Y>999 THEN Ya999 
550 X=-X:RETURN 
560 W=MX*X:Z•l92-MY*Y 
570 IF W<0 THEN Wa0 
580 IF W>319 THEN W•J19 
590 IF Z<0 THEN Z•0 
600 IF Z>191 THEN z~191 
610 RETURN 
8999 REM ADRESSES POUR RESTORE 
9000 DATA 21230,11000,21150,21190,21170, 
21210,12000,21250,16000,15000,21120 

9010 DATA 21090,21040,21280,13000,21530, 
20000,18000,14000,21590,10000,21000 

9099 REM NOnBRE D'ILES I GROUPE 
9H:'J0 DATA 1,1,1,1,1,1,1,1,12,1,1,1,1,12, 
1,5,5,16,1,3,1,1 

9199 REM NBRE DE COUPLES I ILE 
9200 DATA 5,94 1 8,4,7,3,169,11,26,7,16,3, 
3,5,4,5,15,9,7,9,64,12,11,24,7,5,5,10,3 

9210 DATA 4,5,4,5,J,3,4,416,3,4 1 3,6,3,8, 
5,25,13,10,3,20,17,8,20,26,20,13,30,5 

9220 DATA 15,5,3,4,16,5,59,8,4,7,109,20 
9990 REM *************************** 

9991 REM **ORIGINE 242,59 ** 
9992 REM ** ** 
9993 REM ** AFRIQUE ** 
9994 REM** 110 COUPLES ** 
9995 REM ** ** 
9996 REM *************************** 
10000 DATA 242,59,239,60,238,62,239,64,2 
36,70,233,76,232,81,233,82,229,89 

10010 DATA 228,92,228,95,229,99,231,101, 
231,104,230,108,229,113,227,117 

10020 DATA 224,120,223,122,224,126,224,1 
33,223,135,221,134,218,133,216,137 

10030 DATA 213,139,208,137,205,135,200,1 
37,195,135,193,135,190,137,185,141 

10040 DATA 184,145,180,150,180,152,179,1 
55,180,156,181,163,182,165,180,166 

·10050 DATA 183,168,187,171,191,179,193,1 
81,194,189,198,191,200,195,201,193 

10060.DATA 204,193,206,192,211,195,216,1 
96,220,196,225,195,227,194,226,192 

10070 DATA 228,191,225,189,227,188,234 1 1 
86,235,184,238,184,240,183,242,184 

10080 DATA 242,187,245,188,247,187,250,1 
85,255,184,258,185,261,186,261,181 

10090 DATA 267,171,268,169,271,166,272,l 
61,274,160,276,154,278,153,282,149 

10100 DATA 280,147,282,147,284,145,29~,l 
48,295,146,293,141,292,137,288,131 

10110 DATA 284,128,278,120,275,117,275 1 1 
13,276,108,278,104,278,97,277,94 

10120 DATA 274,92,269,89,267,85,268,82,2 
69,79,266,77,263,75,263,71 

10130 DATA 260,68,254,61,250,60,246,60,2 
42,59 

10990 REM *************************** 
10991 REM **ORIGINE 115,16 ** 
10992 REM ** ** 
10993 REM ** AMERIQUE DU SUD ** 
10994 REM ** 95 COUPLES ** 
10995 REM ** ** 
10996 REM *************************** 
11000 DATA 115,16,108,21,105,24,104,28,1 
02,29,100,32,97,48,96,58,91,82,89,90 

11010 DATA 83,94 1 72,112,70,113,71,118,73 
,119,71,121,71,126,76,132,76,138 

. 11020 DATA 74,140,74,141,73,143,72,143,7 
1, 141, 70, 141,68, 142,68, 144 

11030 DATA 73,144,75,145,77,144,77,143,7 
9,145,81,149,83,149,87,150,86,146 

11040 DATA 88,145,88,147,90,149,93,147,9 
9,147,99,148,101,147,103,147,105,148 

11050 DATA 105,146,104,145,109,141,110,l 
39,115,138,120,134,122,129,121,125 

11060 DATA 124,125,122,122,129,124,132,l 
21 ' 137 ' 12 0' 141 ' 12" • 14 4 , 11 7 , .14 8 ' 115 

11070 DATA 150,110,146,106,142,100,143,8 
8,140,81,136,80,130,76,131,70,128,63 

11080 DATA 127,60,125,59,125,57,121,56,1 
17,58,117,56,120,54,120,53,122,53 

11090 DATA 121,50,111,48,115,47,115,43,1 
12,43,113,41,114,40,112,39,113,36 

11100 DATA 112,34,113,32,116,31,115,26,1 
16,21,114,20,115,16 

11990 REM*************************** 
11991 REM **ORIGINE 68,142 ** 
11992 REM ** ** 
11993 REM** AMERIQUE DU NORD ** 

...._~~~~~~~~~~~~~~~~~~~~ ........ ~~~~~~~~~~~~~~~~~~~~--
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11994 REM** 170 COUPLES ** 
11995 REM ** ** 
11996 REM*************************** 
12000 DATA 68,142,66,143,63,145,62,148,6 
0,152,56,153,52,157,50,159,48,160 

12010 DATA 46,158,44,159,43,161,36,163,3 
2,168,35,170,32,180,30,193,28,194 

12020 DATA 27,191,28,185,30,175,28,173,2 
6,178,26,181,23,184,26,185,24,189 

12030 DATA 26 1 197,23,200,25,213,34,224,3 
6,234,41,248,38,251,38,254,32,257 

12040 DATA 27,254,29,258,23,257,22,254,1 
4,250,2,250,10,252,18,256,14,256 

12050 DATA 16,258,15,259,15,261,18,260,1 
7,262,21,265,25,263,29,265,24,266 

12060 DATA 26,270,31,270,33,268,35,270,3 
J,273,36,274,38,273,45,276,50,275 

12070 DATA 60,272,64,269 1 64,266,66,266,6 
5,263,67,261,71,260,70,263,76,265 

12 0 8 0 DATA 7 8 , 2 6 9 , 81 , 2 6 8 , 8 5 , 2 6 4 ;9 2 , 2 6 4 , 9 
5,265,100,262,102,264,104,261 

12090 DATA 108,264,109,267,113,270;114,2 
68,112,260,115,261,119,264,121,262 

12100 DATA 116,257,112,258,110,256,99,25 
2,91,246,92,241,97,237,101,236 

12110 DATA 99,233,100,229,102,230,104,23 
5,111,238,110,244,117,250,122,249 

12120 DATA 125,246,123,244,124,241,127,2 
42, 130,246, 131,235, 135,231, 134 ,228 

12130 DATA 130,228,126,225,116,226,109,2 
19,117,223,118,221,115,220,116,218 

12140 DATA 118,217,120,217,115,214,113,2 
12,112,213,114,217,111,216,108,214 

12150 DATA 105,213,105,209,101,208,103,2 
07,99,206,95,203,93,205,93,201 

12160 DATA 92,200,91,205,90,199,83,192,7 
9,190,78,187,79,180,77,l76,76,178 

12170 DATA 75,182,74,187,72,186,69,188,6 
5,188,67,185,63,186,58,187,50,181 

12180 DATA 50,178,47 1 173,47,169,49,164,5 
1,163,53,164,55,163,57,165,58,170 

12190 DATA 65,169,60,159,64,159,67,159,6 
6,148,68,144,68,142 

12990 REM *************************** 
12991 REM **ORIGINE 200,196 ** 
12992 REM ** ** 
12993 REM** EURO~E URSS CHINE ..• ** 
12994 REM ** 417 COUPLES ** 
12995 REM ** ** 
12996 REM *************************** 
13000 DATA 200,196,199,197,195,197,196,1 
99,195,200,196,202,197,205,197,209 

13010 DATA 198,211,200,210,203,209,206,2 
08,207,209,209,213,209,215,207,216 

13020 DATA 208,217,205,217,204,219,206,2 
20,206,219,208,219,208,221,209,221 

13030 DATA 210,220,211,220,211,221,213,2 
22,214,223,217,224,218,227,224,228 

13040 DATA 224,231,223,232,224,235,226,2 
36,227,234,226,230,228,229,229,230 

13050 DATA 233,228,235,230,238,229,241,2 
30,241,233,242,235,244,234,245,236 

13060 DATA 244,238,253,240,251,241,244,2 
40,242,241,241,243,245,249,244,252 

13070 DATA 241,251,240 1 249 1 236,245,236,2 
42,237,240,237,238,235,237,231,233 

13080 DATA 227,232,224,239 1 222,237,219,2 
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36,220,239,225,245,227,247,232,252 
13090 DATA 236,259,244,263,250,262,250,2 
60,254,261,255,259,258,260,264,258 

13100 DATA 265,256,263,253,258,254,256,2 
55,257,252,258,250,261,248,260,251 

13110 DATA 264,250,265,252,267,254,269,2 
53,269,256,268,257,267,259,271,258 

13120 DATA 271,255,273,255,275,258,279,2 
59,280,258,286,259,287,257,288,258 

13130 DATA 287,260,288,262,290,261,292,2 
59,296,258,297,259,294,262,293,264 

13140 DATA 294,266,293,268,298,267,298,2 
64,302,259,302,256,299,255,303,254 

13150 DATA 304,258,304,259,305,260,309,2 
57,307,260,306,262,303,261,300,265 

13160 DATA 300,268,302,264,306,264,303,2 
66,304,267,309,265,311,263,310,266 

13170 DATA 305,269,310,270,311,271,310,2 
72,316,274,322,274,321,275,322,279 

13180 DATA 325,278,324,277,327,277,32 8 ,2 
76,329,277,333,277,335,276,336,274 

13190 DATA 33J,269,336,272,340,272,341,2 
71,346,272,347,271,352,270,351,272 

13200 DATA 355,273,358~271,362,268,362,2 
70,364,269,371,270 , 369,272,379,273 

13210 DATA 384,271,39r,2"1f,396,269,406,2 
69,405,272,414,271,422,271,428,269 

13220 DATA 429,270,433,269;435,265,431,2 
65,425,268,426,265,424,264,428,263 

13230 DATA 430,261,428,260,428,255,420,2 
54,421,250,423,250,426,248,427,245 

13240 DATA 428,241,429,236,419,243,417,2 
. 47,418,251,418,254,416,258,414,255 
13250 DATA 413,257,410,256,410,252,412,2 
50,408,249,408,251,407,2~1,399,248 

13260 DATA 398,245,395,240,401,238,402,2 
39,406,237,405,236,407,235,410,229 

13270 DATA 412,223,411,218,410,215,408,2 
16,406,214,407,211,404,208,409,204 

13280 DATA 411,200,408,197,406,202,403,2 
03,402,207,399,207,397,206,396,209 

13290 DATA 394,211,392,206,391,204,393,2 
03,395,201,397,203,399,202,400,201 

13300 DATA 396,198,403,192,404,190,402,1 
89,404,188,405,184,404,179,402,174 

13310 DATA 399,172,397,171,396,173,395,l 
70,392,169,391,167,390,169,387,170 

13320 DATA 384,167,385,163,389,158,392,1 
53,393,151,392,149,390,147,388,147 

13330 DATA 388,145,386,143,386,146,383,1 
48,380,151,379,151,378,153,377,153 

13340 DATA 377,150,376,147,379,141,384,1 
36,385,129,384,128,381,131,378,138 

13350 DATA 378,140,375,142,374,142,374,1 
47,373,157,371,159,367,158,367,161 

13360 DATA 365,164,362,166,360,169,358,1 
70,358,167,353,167,353,165,351,163 

13370 DATA 343,156,343,151,342,147,342,1 
44,339,142,336,145,333,151,333,153 

13380 DATA 331,158,329,169,328,167,325,) 
66,322,169,324,170,323,170,317,176 

13390 DATA 311,175,303,176,301,178,298,1 
77,294,178,290,184,286,184,289,177 

13400 DATA 292,174,293,176,293,173,295,1 
72,298,174,301,176,303~172,306,171 

13410 DATA 308,169,305,165,305,162,303,1 
62,303,160,301,160,301,158,296,157 



13420 DATA 295,155,290,153,282,150,281,1 
55,280,158,278,160,277,164,274,164 

13430 DATA 273,170,269,173,270,175,266,l 
79,265,182,264,179,262,182,262,185 

13440 DATA 264,185,266,191,266,196,264,1 
97,263,195,261,195,259,197,257,195 

13450 DATA 253,196,251,199,251,201,255,2 
04,259,205,264,206,273,204,275,207 

13460 DATA 274,208,268,213,271,216,262,2 
14;265,213,262,211,259,215,252,208 

13470 DATA 254,206,251,203,248,204,247,2 
03,246,202,244,203,247,198,246,195 

13480 DATA 244,197,245,198,243,200,240,2 
07,232,213,230,213,230,210,233,209 

13490 DATA 234,206,236,205,235,204,240,2 
03,240,202,238,202,237,201,238,200 

13500 DATA 235,197,235,200,232,205,226,2 
08,226,210,224,210,220,207,217,209 

13510 DATA 215,209,214,208,211,206,210,2 
03,210,200,209,198,207,197,204,197 

13520 DATA 200,196 
13990 REM *************************** 
13991 REM **ORIGINE 433,41 ** 
13992 REM ** ** 
13993 REM ** AUSTRALIE ** 
13994 REM ** 60 COUPLES ** 
13995 REM ** ** 
13996 REM *************************** 
14000 DATA 433,41,431,43,429,42,425,46,4 
27,50,425,52,427,56,422,52,421,56 

14010 DATA 420,59,415,59,410,58,407,57,4 
06,54,399,54,J95,53,391,56,395,61 

14020 DATA 394,71,396,72,396,76,398,80,4 
03,83,407,84,409 1 83,412,87,413,89 

14030 DATA 416,90 1 419,94,422,96,424,94,4 
26,94,427,96,429,98,432,98,433,101 

14040 DATA 439,100,436,93,441,88,444,89, 
447,96,447,100,449,104,450,99,450,95 

14050 DATA 452,94,453,84,455,81,455,77,4 
57,76,456,73,458,71,457,67,455,62 

14060 DATA 450,55,445,51,445,49,441,44,4 
36,43,433,41 

14990 REM *************************** 
14991 REM **ORIGINE 155,243 ** 
14992 REM ** ** 
14993 REM ** GROENLAND ** 
14994 REM ** 65 COUPLES ** 
14995 REM ** ** 
14996 REM *************************** 
15000 DATA 155,243,154,245,152,244,150,2 
48,150,250,151,252,149,253,149,256 

15010 DATA 154,260,157,262,154,264,157,2 
63,157,266,155,265,156,271,152,274 

15020 DATA 147,274,144,275,145,277,149,2 
77,147,278,147,280,152,279,155,281 

15030 DATA 152,281,152,282,162,285,164,2 
84,172,284,173,285,174,284,175,281 

15040 DATA 176,285,185,287,193,286,190,2 
85,196,284,189,283,188,281,195,282 

15050 DATA 195,281,199,283,203,283,203,2 
81,199,280,197,275,195,275,196,272 

15060 DATA 194,267,190,270,188,267,191,2 
65,190,263,188,263,186,265,184,262 

15070 DATA 188,262,179,258,177,260,177,2 
57,174,255,171,254,168,254,162,250 

15080 DATA 155,243 
.15990 REM *************************** 

15991 REM **ORIGINE DIVERSES ** 
15992 REM ** ** 
15993 REM ** ILES NORD AM. DU NORD ** 
15994 REM ** ?? COUPLES ** 
15995 REM ** ** 
15996 REM *************************** 
15999 REM ***************************1 
16000 DATA 130,247,126,251,126,253,123,2 
54,121,253,119,255,120,256,125,256 

16010 DATA 130,259,127,266,123,264,119,2 
66,118,269,123,271,129,271,128,268 

16020 DATA 132,269,138,265,138,260,141,2 
57,137,254,134,258,133,254,134,252 

16030 DATA 133,250,129,252,130,247 
16099 REM ***************************2 
16100 DATA 132,273,121,273,122,276,120,2 
78,122,279,124,276,133,275,132,273 

16199 REM ***************************3 
16200 ·DATA 136,276,126,277,131,280,127,2 
80,127,282,138,287,150,287,152,288 
1621~ DATA 157,286,154,285,149,283,148,2 
81,144,281,142,278,139~277,135,278 

16220 DATA. 136,276 
16299 REM ***************************4 
16300 DATA 119,280,117,283,119,283,119,2 
80 

16399 REM ***************************5 
16400 DATA 118,274,117,275,119,276,118,2 

74 
16499 REM ***************************6 
16500 DATA 114,270,113,271,115,273,118,2 
72,117,271,114,270 

16599 REM ***************************7 
16600 DATA 114,275,112,276,113,278,117,2 
79,114,275 

16699 REM ***************************B 
16700 DATA 106,269,105,272,108,274,111,2 
73,109,270,106,269 

16799 REM ***************************9 
16800 DATA 100,265,96,267,91,267,86,266, 
86,269,91,269,88,271,90,273,93,273 

16810 DATA 95,271,96 1 273,97,269,102,274, 
100,268,103,267,100,265 

16899 REM **************************10 
16900 DATA 98,275,97,276,94,278,93,279,1 
01,280,103,277,107,279,108,277 

16910 DATA 106,275,98,275 
16999 REM **************************11 
17000 DATA 82,271,81,273,90,277,95,276,9 
4,275,90,274,86,271,82,271 

17099 REM **************************12 
17100 DATA 68,265,68 1 266 1 65,267,64,269,6 
6,270,73,271,75,268,74,266,70,267 

17110 DATA 68,265 
17990 REM*************************** 
17991 REM **ORIGINE DIVERSES ** 
17992 REM** ** 
17993 REM** ILES VERS AUSTRALIE ** 
17994 REM ** ?? COUPLES ** 
17995 REM** ** 
17996 REM *************************** 
17999 REM ************~**************1 
18000 DATA 449,21,450,22,451,21,449,21 
18099 REM ***************************2 
18100 DATA 453,22,452,25,455,28,456,29,4 
57,29,463,31,464,32,466,33,467,36 

18110 DATA 468,36,468,34,469,33,470,J3,4 ~ 

~ 



69,32i466,29,464,28,462,27,460,27 
18120 DATA 458,24,456,23,453,22 
18199 REM ***************************3 
18200 DATA 473,32,471,33,472,35,471,37,4 
71,38,474,38,476,41,476,48,477,41 

18210 DATA 478,43,478,39,479,38,481,39,4 
82,38,478,35,477,36,476,35,473,32 

18299 REM ***************************4 
18300 DATA 429,33,428,36,429,39,432,38,4 
35,39,434,37,431,33,430,34,429,33 

18399 REM ***************************5 
18400 DATA 389,113,386,114,385,116,383,1 

17,380,120,379,124,377,126,377,129 
18410 DATA 373,133,371,134,370,137,374,1 
36,376,134,379,130,380,130,385,126 

18420 DATA 384,124,386,122,~89,122,391,1 
19,389,113 

. 18499 REM ***************************6 
18500 DATA 405,118,401,120,399,119,398,l 
21,397,119,396,122,396,124,393;125 

18510 DATA 394,130,398,129,399,131,401,1 
32,402,135,404,136,405,136,406,140 

18520 DATA 411,138,410,136,408,134,410,1 
31,408,131,411,127,409,126,408,124 

18530 DATA 407,123,407,121,405,118 
18599 REM ***************************7 
18600 DATA 413,114,411,115,412,118,411,1 
20,413,126,415,128,419,128,422,129 

18610 DATA 421,126,414,125,414,123,416,1 
24,419,124,415,122,417,119,416,118 

18620 DATA 418,116,416,115,414,119,413,1 
19,413,114 

18699 REM ***************************1 
18700 DATA 403,107,401,108,397,108,394,1 
09,390,110,388,111,391,113,393,111 . 

18710 DATA 396,111,397,11J,398,111,400,1 
11,402,110,403,107 

18799 REM ***************************1 
18800 DATA 463,102,458,103,456,106,453,1 
08,451,105,447,107,442,108,444,111 

18810 DATA 442,115,437,117,434,118,433,1 
20,435,121,433,123,432,125,435,126 

18820 DATA 436,124,436,121,438,119,440,1 
19,441,121,443,122,452,118,455,115 

18830 DATA 456,113,457,113,459,111,457,1 
11,460,106,462,1~4,463,102 

18899 REM ***************************1 
18900 DATA 344,138,343,141,344,145,346,1 
42,348,139,344,138 

18999 REM ***************************1 
.19000 DATA 421,138,419,1J9,419,142,416,1 

42,415,140,415,143,417,144,418,143 
19010 DATA 421,144,421,146,422,14~,423,1 
45,422,140,421,139,420,141,421,138 . 

19099 REM ***************************1 
19100 DATA 407,143,408,145,410,149,411,1 
48,409,146,407,143 

19199 REM ***************************1 
19200 DATA 412,146,410,146,412,149,412,1 

46 
19299 REM ***************************1 
19300 DATA 414,147,414,149,415,150,415,1 
49,414,147 

19399 REM ***************************1 
19400 DATA 417,153,415,154,413,155,412,1 
54,409,159,410,159,409,164,412,164 

19410 DATA 412,162,413,162,413,160,412,1 

60,412,158,414,156,416,156,417,155 
19420 DATA 417,153 
19499 REM **************************16 
19500 DATA 408,172,406,173,407,178,408,1 
78,409,175,408,172 

19990 REM *************************** 
19991 REM **ORIGINE DIVERSES ** 
19992 REM ** ** 
19993 REM ** ILES DU JAPON ** 
19994 REM ** ?? COUPLES ** 
19995 REM ** ** 
19996 REM *************************** 
19999 REM ***************************1 
20000 DATA 417,191,416,195,415,193,414,1 

95,414,196,416,196,418,194,418,192 
20010 DATA 417,191 
20099 REM ***************************2 
20100 DATA 420,195,419,196,420,197,4 2 1 , 1 

98,421,196,420,195 
20199 REM ***************************3 
20200 DATA 424,197,422,198,422,199,420,1 
99,416,197,418,200,420,201,421,200 

20210 DATA 421,205,422 4 203,423,204,423,2 
09,422,211,423,213,424,212,426,210 

20220 DATA 427,206,426,205 , 428,203,428,2 
00,426,200,424,199,423,201,423,200 

20230 DATA 424,198,424,197 
20299 REM ***************************4 
20300 DATA 421,213,419,214,419 1 217,420,2 

17,418,222,423,219,424,220,426,218 
20310 DATA 424,217,424,215,421,216,420,2 

15,421,214,421,213 
20399 REM ***************************5 
20400 DATA 417,223,407,237,407,238,406,2 
40,411,234,417,229,415,229,416,226 

20410 DATA 418,225,419,224,417,223 
21000 DATA 284,76,282,78,282,80,281,82,2 
83,87,282,92,282,94,283,94,286,96 

21010 DATA 288,98,290,99 1 291,100,291,103 
,293,100,294,95,292,96,292,93,290,86 

21020 DATA 287,77,285,77,284,76 
21030 REM*** G.B. *** 
21040 DATA 203,222,205,224,207,225,204 , 2 
26,207,228,207,230,205,231,206,233 

21050 DATA 205,234,204,233,204,236,206,2 
38,208,239,208,237,210,237,208,234 

21060 DATA 209,233,212,230,212,228,214,2 
27,211,225,212,224,208,223,206,223 

21070 DATA 203,222 
21080 REM *** IRLANDE *** 
21090 DATA 198,225,200,228,198,229,199,2 
30,201,231,200,232,202,.232,203,231 

21100 DATA 204,230,203,229,203,226,198,2 
25 

21110 REM *** ISLANPE *** 
21120 DATA 189,248,186,250,186,251,184,2 

51,186,252,185,253,187,255,188,253 
21130 DATA 194,254,196,253,197,252,195,2 

50,189,248 
21140 REM *** CUBA *** 
21150 DATA 79,165,80,167,78,169,73,171,6 
9,171,72,173,80,171,86,166,79,165 

21160 REM*** HAITI *** 
21170 DATA 90,162,85,163,88,164,87,165,9 

1,166,94,164,95,163,90,162 
21180 REM*** HONDURAS *** 
21190 DATA 80,161,78,163,81,164,82,162,8 



0' 161 
21200 REM *** ANTILLES *** 
21210 DATA 97,161,97,163,99,162,97,161 
21220 REM *** TERRE DE FEU *** 
21230 DATA 120,14,116,16,115,18,118,20,1 
23,16,120,14 

21240 REM*** TERRE·NEUVE *** 
21250 DATA 134,218,133,221,131,219,132,2 
22,130,220,126,221,127,224,132,226 

21260 DATA 131,224,134,222,136,220,134,2 
18 

21270 REM *** ILES DU NORD EUROPE ET NOR 
VEGE *** 

21280 DATA 235,272,233,274,233,276,231,2 
76,229,278,235,279,238,277,235,272 

21290 REM *** 2 *** 
21300 DATA 242,273,240,274,239,275,242,2 

76,243,275,242,273 
21310 REM *** 3 *** 
21320 DATA 242,277,239,278,237,280,241,2 
81,244,279,242,277 

21330 REM *** 4 *** 
21340 DATA 282,262,278,263,276,266,278,2 

71,282,274,288,275,283,272,280,269 
21350 DATA 279,266,280,265,282,262 
~1360 REM *** 5 *** 
21370 DATA 308,280,307,282,310,281,308,2 

80 
21380 REM *** 6 *** 
21390 DATA 310,282,308,283,310,285,313,2 

84,310,282 
21400 REM *** 7 *** 
21410 DATA 317,279,312,280,311,281,313,2 
82,315,282,317,279 

21420 REM *** 8 *** 
21430 DATA 319,277,318,281,320,281,321,2 

79,319,277 
21440 REM *** 9 *** 

21450 DATA 364,275,360,277;360,279,363,2 
79,367,278,364,275 

21460 REM *** 10 *** 
21470 DATA 373,276,369,278,373,278,373,2 

76 
21480 REM *** 11 *** 
21490 DATA 368,273,368,275,371,275,368,2 

73 
21500 REM *** 12 *** 
21510 DATA 409,274,407,274,409,277,410,2 

76,409,274 
21520 REM *** ILES MEDITERRANEE *** 
21530 DATA 224,205,223,206,225,208,224,2 

05 
21540 DATA 226,200,224,200,223,203,225,2 
04,226,200 

21550 DATA 234,195,230,196,234,197,234,1 
95 

21560 nATA 248,191,245,192,246,193,247,1 
92,252,193,252,192,248,191 

21570 DATA 262,191,260,192,263,194,262,1 
91 

21580 REM *** ILES DU PACIFIQUE *** 
21590 DATA 426,125,424,128,426,130,425,1 

28,427,129,426,127,427,125,426,126 
21600 DATA 426,125 
21610 DATA 431 1 117,425,118,428,120,429,1 

19,431,118 
21620 DATA 463,112,461,112,460,114,462,1 

13,466,115,467,116,468,115,463,112 
30000 POKE 82,0:POKE 709,15:POKE 710,0 
32000 DATA 26,7,16,3,3,5,4,5,15,9,7,9 
32010 DATA 8,5,25,13,10 
32020 DATA 3,20,17,8,20,26,20,13,30,5,15 

,5,3,4,16,5 
32030 DATA 7,5,5,10,3,4,5,4,5,3,3,4 
32040 DATA 3,4,3,6,J 
32050 DATA 8,4,7 

ATARI XL 

MINUTEL 
Cet éditeur de ligne Minitel permet de coder la couleur, 

le clignotement, la taille et les coordonnées des textes à écrire. 

100 REM **************************** 
101 REM * * 
102 REM * UTILITAIRE POUR MINITEL * 
103 REM * * 
104 REM * Dans ce programme la * 
105 REM* prise 3 de l'interface * 
106 REM·~ ATARI A850 est reliee * 
107 REM * au Minitel Via un petit * 
108 REM * montage electronique * 
109 REM * qui adapte le +-12 Volts * 
110 REM* aux 0/5 Volts du Minitel * 
111 REM * * 
112 REM* SURTOUT NE PAS BRANCHER * 
113 REM * * 
114 REM *DIRECTEMENT A850 & MINITEL* 

115 REM * * 
116 REM* Ceux qui ne possedent pas* 
117 REM* L'Interface A850 peuvent * 
118 REM* Contacter FANHARD sur * 
119 REM* sa Boite Aux Lettres * 
120 REM * Minitel Tel 36 15 91 77 * 
121 REM * Code d'acces SAM * 
122 REM * pour des renseigements * 
12J REM * sur FANITEL * 
124 REM **************************** 
125 REM * * 
126 REM * Programme realise par: * 
127 REM * * 
128 REM * Laurent Decomble * 
129 REM * * 

'--~~~~~~~~~~~~~~~~~~~~ ......... ~~~~~~~~~~~~~~~~~~~~---' 
59 
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130 REM **************************** 
1000 GOTO 1140 
1010 IF PEEKC753><>3 THEN 1010 
1020 R=PEEKC764> : FOR A=l TO 10 : NEXT A:PO 

KE 764,255:RETURN 
1030 FOR A=8 TO ll:POSITION 32, .A: '? " ":N 

EXT A: RETURN 
1040 FOR A=l4 TO 15:POSITION 32,A:'? " " : 

NEXT A:RETURN 
1050 FOR A=18 TO 19:POSITION 32,A:? " ": 

NEXT A:RETURN 
1060 RETURN :REM SOUND 2,10,20,6:FOR A=l 

TO 50:NEXT A:SOUND 2,0,0,0:RETURN 
1070 RETURN :REM SOUND 2,240,10,10 : FOR A 
=1 TO 20:NEXT A:SOUND 2,0,0,0:RETURN 

1080 RETURN :REM SOUND 2,2,2,6:FOR A=l T 
0 S:NEXT A:SOUND 2,0,0,0:RETURN 

1090 FOR TEMPO=l TO 10:NEXT TEMPO:RETURN 

1100 IF B>63 THEN GOTO 1120 
1110 B~B+32:GOTO 1130 
1120 IF B<96 THEN B=B-64 
1130 RETURN 
1140 GOSUB 3040:REM INITIALISATIONS 
1150 GOSUB 1460:REM HENV PRINCIPAL 
1160 GOSUB 1010:REM SAISIE CARACTERE 
1170 IF R=KL THEN GOSUB 1710 
1180 IF R•KE THEN GOSUB 1060:GOSUB 1830 
1190 IF R• KS · THEN GOSUB 1060:GOTO 1990 
1200 IF RmKl OR R•K2 OR R=KJ OR R•K4 THE 
N GOSUB 1060:GOSUB 2000 

1210 IF R•K5 THEN GOSUB 1060:GOSUB 2060 
1220 IF R=K6 OR R~K7 THEN GOSUB 1060:GOS 

UB 2180 
1230 IF R=K8 THEN GOSUB 1060:GOSUB 2220 
1240 IF R•K9 OR R=K0 THEN GOSUB 1060:GOS 

UB 2340 
1250 I~ R~KR THEN GOSUB 1060:GOSUB 2700 
1260 IF R=KC THEN GOSUB 1060:GOSUB 2850 
1270 IF R~KA THEN GOSUB 10J0:GOSUB 1040: 

GOSUB 1050:FSTC=0:FSFC=0:FSNI•0: FSPC=0: 
NR•0:NC=l:GOSUB 1060 

1280 TA=0 
1290 IF FSTC=0 THEN GOTO 1310 
1300 TA=TA+2 
1310 IF FSCCz0 THEN GOTO 1330 
1320 TA=TA+2 
1330 IF FSFC=0 THEN GOTO 1350 
1340 TA•TA+2 
1350 IF FSCF~0 THEN GOTO 1370 
1360 TA=TA+2 
1370 IF FSNI•0 THEN GOTO 1390 
1380 TA=TA+2 
1390 IF FSPC• 0 THEN GOTO 1410 
1400 TA=TA+3:REM TROIS OCTETS ! 
1410 POSITION 13,0:? TA;"" 
1420 POSITION 23,0:? NR;"" 
1430 POSITION 35,0:? NC;" " 
1440 GOTO 1160:REM BOVCLE PRINCIPALE 
1450 GOTO i450:REM ARRET POVR ESSAIS 
1460 POSITION 0,0:? "8be D'octets Ran 
tee Colonne "; 

1470 ? HUTJLITAIRE POUR 11INITElpar Deco 
mble l "; 

1480 ? "-----~--------------------------
------- "; 

1490 ? "LIGNE TA/1PON 

60 

"• , 
1500 ? .. Ligne <A A 
nnule> ... 

' 1510 ? " CRC&l 
2346790> "; 

1520 ? .. Ran&ee (+/-) ... , 
1530 ? .. Colonne (+/-) .. . 

t 

1540 ? .. /Normale <Retour ) .,/ .. 
1550 ? .. Taille I Double H&L. ....... 2 .. 
1560 ? .. \ Double-Largeur .... 3 .. 
1570 ? " \Double-Hauteur .... 4 

1580 ? 
1590 ? " / Couleur ...•...... . 5 

1600 ? " Caractere< Fixe •... , . ...... .. 6 .. 
1610 ? .. 
1620 ? 
1630 ? 

" 
1640 ? .. 
1650 ? 

1660 '? 

1670 ? 
tel" 

1680 ? 

.. 

.. 

.. 
.. 
.. 

" 

\Clignote ...•.... . . 7 

/Couleur ....... . ... 8 

Fond <Normal <Retour) ... 9 

\Inverse •.......... a 

... 
' Envoi Ligne Tampon > Mini 

1690 ? " Stopper Liaison Atari->Mini 
tel";:POSITION 0,0 

1700 RETURN 
1710 OPEN #1,4,0t"K: ": POSITION 2,4:? "li 
1ne":GOSUB 1060 

1720 POSITION 0,2:9 "------------------­
--------------------";:POSITION 0,0 

1730 FOR CAR•0 TO 38:POKE 753,0 
1740 POSITION CAR,2:? "-";:POSITION CAR, 
2:? ff-";:POSITION 0,2 

1750 IF PEEK<753):s:0 THEN GOTO 1740 
1760 POSITION CAR,2:GET #1,TOUCHE 
1770 IF TOUCHE=155 THEN NCAR=CAR:CAR=JB: 

NEXT CAR:GOTO 1820 
1780 IF CAR>0 AND TOUCHE=126 THEN CAR=CA 
R-1:'? "-";:POSITION 0,0:GOTO 1740 

1790 IF TOUCHE<32 OR TOUCHE>122 THEN GOS 
UB 1070:GOTO 1740 ··· 

1800? CHRt<TOUCHE> : GOSUB 1080 
1810 NEXT CAR:NCAR•CAR 
1820 CLOSE #l:GOSUB 1060 : POSITION 2,4:? 

"Ligne":RETURN 
1830 IF FSPCE0 THEN GOTO 1850 
1840 PUT #3,31:PUT #3,64+NR:PUT #3,64+NC 
1850 IF FSTC=0 THEN GOTO 1870 
1860 PUT #3,27:PUT #3,FSTC 
1870 IF FSCC=0 THEN GOTO 1890 
1880 PUT #3,27:PUT #3,FSCC 
1890 IF FSFC=0 THEN GOTO 1910 
1900 PUT #3,27:PUT #3,FSFC 



1910 IF FSCF•0 THEN GOTO 1930 
1920 PUT #3,27:PUT #3,FSCF 
1930 IF FSNI=0 THEN GOTO 1950 
1940 PUT #3,27:PUT #3,FSNI 
1950 IF FSCC<>0 OR FSCF<>0 THEN PUT #3,3 

2:REM CODE ESPACE QUI VALIDE LES ATRJB 
UTS 

1960 FOR A=0 TO NCAR-l:B2 PEEK<ECRAN+80+A 
>: C<=B: GOSUB 1100 

1970 PUT #3,B:GOSUB 1090 
1980 NEXT A:RETURN 
1990 CLOSE #3:1 CHRt<125>:POKE 752,0:END 

2000 IF R•Kl THEN FSTC•76:Y•8:GOTO 2040 

2010 IF R2 K2 THEN FSTC•79:Y•9:GOTO 2040 
2020 IF R=K3 THEN FSTCm78:Y=10:GOTO 2040 
2030 FSTC=77:Y=11 
2040 GOSUB 1030 
2050 POSITION 32,Y:? "/":RETURN • 
2060 X=14:Y=13:GOSUB 2380:REM nENU COUL 

EURS 
2070 GOSUB 1010:REM SAISIE CARACTERE 
2080 IF R<>KESC THEN GOTO 2110 
2090 GOSUB 1070:FSCC=0:REM FONCTION JNV 

ALIDEE · 
2100 GOTO 2170 
2110 IF R=K0 OR R~Kl OR R•K2 OR R=K3 OR 

R=K4 OR R•KS OR R=K6 OR R=K7 OR R=K8 TH 
EN GOSUB 1080:GOTO 2130 

2120 GOTO 2070:REM BOUCLE COULEUR CARAC 
TERE 

2130 GOSUB 26S0:REM TRANSFORnATJON nINJ 
TEL 

2140 POSITION 32,13:7 C$ 
2150 IF R=0 THEN GOTO 2090 
2160 FSCC=R 
2170 GOSUB 2490:RETURN 
2180 IF R=K6 THEN FSFC•73:Y=14~GOTO 2200 
2190 IF R=K7 THEN FSFC=72:Y•15:GOTO 2200 
2200 GOSUB 1040:GOSUB 1080 
2210 POSITION 32,Y:? "/":RETURN 
2220 X•14:Y=l3:GOSUB 2380:REM HENU COUL 

EURS 
2230 GOSUB 1010:REM SAISIE CARACTERE 
2240 IF R<>KESC THEN GOTO 2270 
2250 GOSUB 1070:FSCF•0:REH FONCTION INV 

ALIDEE 
226121 GOTO 2330 
2270 IF R•K0 OR R=Kl OR R=K2 OR R=K3 OR 

R=K4 OR R=K5 OR R=K6 OR R=K7 OR R=KB TH 
EN GOSUB 1080:GOTO 2290 

2280 GOTO 2230:REM BOUCLE COULEUR CARAC 
TERE 

2290 GOSUB 2600:REM TRANSFORnATJON ff/NI 
TEL 

2300 POSITION 32,17:? C$ 
2310 IF R=0 THEN GOTO 2250 
2320 FSCF•R+16 
2330 GOSUB 2490:RETURN 
2340 IF R•K9 THEN FSNI=92:Y•18:GOTO 2360 
2350 IF R•K0 THEN FSNI•93:Y•19:GOTO 2360 
2360 GOSUB 1050:GOSUB 1080 
2370 POSITION 32,Y:? "/":RETURN 
2380 POSITION·X,Y:? "Lu•inoslh/Couleur" 
2390 POSITION X,Y+l:? " B,. Noir J .. 

2400 POSITION X,Y+2:? " 4B X Bleu 2 .. 
2410 POSITION X,Y+3:? " 58 X Rouie 3 .. 
2420 POSITION X,Y+4:? " 6B X Violet 4 

" 
2430 POSITION X,Y+5:? " 78 X Ver I 5 .. 
2440 POSITION X,Y+6:? "BB X Cyan 6 

" 
2450 POSITION X,Y+7:? " 98 X Jaune 7 

" 
2460 POSITION X,Y+8:7 ~iee X Blanc 8 .. 
2470 POSITION X,Y+9:7 "<PAS D'ATTRIBUT) 

B'' 
2480 RETURN 
2490 POSITION X,Y:? "ouleur ........... 5" 
2500 POSITION X,Y+l:? "ixe ...••......... 

6" 
2510 POSITION X,Y+2:? "lignote ......... . 
7" 

2520 POSITION X,Y+J:? H .. 
2530 POSITION X, Y+4:? "ou leur .. ........ . 

8" 
2540 POSITION X,Y+5:? "ormal <Retour) ... 

9" 
2550 POSITION X,Y+6:7 "nverse .••.•...... 

B" 
2560 POSITION X,Y+1:7 " .. 
2570 POSITION X,Y+B:? "igne Tampon > Min 

i .. 
2580 POSITION X,Y+9:? " .. 
2590 RETURN 
2600 IF R=Jl THEN R=64:C$•"/Noir ":GOTO 

2690 
2610 I~ R•30 THEN R=68:C••"/Bleu ":GOTO 

2690 
2620 IF R=26 THEN R=65:C$•"/Rouge ":GOTO 

2690 
2630 IF R•24 THEN R=69:C•="/Violet":GOTO 

2690 
2640 IF R=29 THEN R=66:C•="/Vert ":GOTO 

2690 
2650 IF R•27 THEN R•70:C••"/Cyan ":GOTO 

2690 
2660 IF R=51 THEN R=67:C••"/Jaune ":GOTO 

2690 
2670 IF R~53 THEN R=71:C••"/Blanc ":GOTO 

2690 
2680 IF R=K0 THEN R=0:C$n" 
2690 RETURN 
2700 POSITION 2,6:'? "Ranttttt" 
2710 GOSUB 1010 

" 

2720 IF R=KPLUS OR R=KMOINS THEN GOTO 27 
50 

2730 
2740 
2750 
2760 

0 
2770 

EXT 

IF R=KESC THEN GOTO 2840 
GOTO 2710 
IF R=KPLUS THEN GOTO 2790 
NR=NR-l:IF NR<0 THEN NR=24:GOTO 282 

POSITION 13,6:'? "-":FOR A=3 TO NR:N 
A 

'--~~~~~~~~~~~~~~~~~~~--~~~~~~~~~~~~~~~~~~--

61 
• 



2780 POSITION 13,6:? "-":GOTO 2820 
2790 NR=NR+l:IF NR>24 THEN NR~0:GOTO 282 

0 
2800 POSITION 11,6:? "+":FOR A=3 TO NR:N 

EXT A 
2810 POSITION 11,6:? "+" 
2820 POSITION 23,0:? NR;"" 
2830 GOTO 2710 
2840 FSPC=31:POSITION 2,6:? "Rangee":RET 

URN 
2850 POSITION 2,7:? .,Colonne .. 
2860 GOSUB 1010 
2870 IF R=KPLUS OR R=KMOINS THEN GOTO 29 

00 
2880 IF R=KESC THEN GOTO 2990 
2890 GOTO 2860 
2900 IF R=KPLUS THEN GOTO 2940 
2910 NC=NC-l:IF NC<l THEN NC=40:GOTO 297 

0 
2920 POSITION 13,7:'? "-••:FOR A=& TO NC/2 

:NEXT A 
2930 POSITION 13,7:? .. _ .. :GOTO 2970. 
2940 NC=NC+l:IF NC>40 THEN NC=l:GOTO 297 

0 
2950 POSITION 11,7:? "+":FOR A=6 TO NC/2 

:NEXT A 
2960 POSITION 11,7:? "+ .. 
2970 POSITION 35,0:? NC;" " 
2980 GOTO 2860 
2990 FSPC=Jl:POSITION 2,7:? "Colonne":RE 

TURN 
3000 OPEN #1,4,0,"K:" 
3010 FOR CAR=0 TO 39 

3020 POSITION CAR,2:? ;,_••:POSITION CAR,2 
: "l .. _ .. 

3030 IF PEEK<753>=0 THEN GOTO 3020 
3040 KL=0:KE=42:KS=62:K1•31:K2~30:K3=26: 

KESC=28 
3050 K4•24:K5=29:K6•27:K7•51:K8=53:K9=48 

:K0,.,50 
3060 KA=63:KR=40:KC=18:KPLUS=6:KMOINS=l4 
3070 NR=0:NC=l:DIM C$(8):C$•" " 
3080 FSTC=0:REM Tai Il• Caractere 
3090 FSCC=0:REM Couleur Caractere 
3100 FSFC=0:REM Fixe ou Clitnotanl 
3110 FSCF=0:REM Couleur Fond 
3120 FSNI=0:REM Normal ou Inverse 
3130 FSPC=0:REM Position Curseur 
3140 GRAPHICS 0:POKE 752,l:POKE 82,0:SET 

COLOR 2,0,0:SETCOLOR J,0,14:9 CHR$<125l 
3150 ECRAN=PEEK<B8l+256*PEEK<89> 
3160 REM INIT/Al/SATION A8SB 
3170 OPEN #3,13,0,"RJ: .. :REM SI PRISE 3 
UTILISEE 

3180 XIO 36,#3,10,0,"R3:" 
3190 XIO 38,#3,2,0, 0 R3:" 
3200 XIO 40,#3,0,0,"RJ:" 
3210 PUT #3,12:REM EFFACE L'ECRAN DU NI 

N/TEL <PEUT ETRE A ENLEVER> 
3220 RETURN 

Commentaires: 
Ce programme est conçu pour le module-Atari A 850. Si vous ne l'avez pas, 
remplacez la ligne 3•100 par: OPEN#' 3, 8, 0, c E: •: RETURN. 
Les lettres du programme imprimées en ital sont à taper en Inversion vidéo. 

SJ vous avez un prob~me, contactez c Fanhard • sur Télétel 3: 
36.15 SAM, rubrique Bal. 

ATARI XL 

MAITRE CORBEAU 
Générez des camemberts zébrés de quatre couleurs ! Vous 
indiquez le nombre de traits désirés, celui des données à 

entrer, le résultat s'affiche à l'écran puis sortira sur 
imprimante Sony PRN-C41 (seule l'initiation du rayon et 
du passage en mode graphique diffère du plotter A tari). 

10 REM ****************************** 
20 REM * * 
30 REM * MAITRE CORBEAU * 
40 REM * * 
50 REM * Pour Plotter Sony Prn-c41 * 
60 REM * * 
70 REM * par Oecomble Laurent * 
80 REM * * 
90 REM ****************************** 
100 PI•J.14159265 
110 REM***** MODULE No 1 ***** 
120 PRIN! CHR•<125>:? " !JODULE l " 
130 RA=480 
140 ? "QUEL EST LE NOMBRE DE TRAITS DES! 

RES ";:INPUT K 
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150? "QUEL EST LE NOMBRE DE DONNEES";: 
INPUT NO 

160 DIM DCND+2> ,Lt«ND+2>*10> ,R$C40> ,B$( 
10) :B$=" " 

170 FOR A=l TO ND+2 
180 LS<<A-1>*10+1, <A-1>*10+10>=B$:NEXT A 
190 J•ND+2:VR=INT<4~0/K):DIM AN<J> ,AlCJ) 

, A2 < J) , AJ < J l , T < J) , NT < J) , CR < J l , C 1 < J l , C2 < 
Jl ,CJ<Jl ,RC<J> ,C<J> 

200 DIM Xl (J ,K> ,X3 <J ,K>, Yl <J ,K>, YJ <J ,K> 
210 IF FREC0)<8000 THEN '? nTROP DE PARAM 

ETRES, RELANCEZ LE PROGRAMME ":STOP :ST 
OP 

220 ? "Y-A-T'IL UNE· SOMME GLOBALE <OIN> 
";:INPUT R$ 



230 IF R$="0" THEN GOSUB 400:GOTO 1740 
240 IF R$="N" THEN GOTO 260 
250 GOTO 220 
260 SG=0 
270 FOR A•l TO ND 
280 GOSUB 360 
290 SG=SG+DCA) 
300 NEXT A 
310 ? "LE TOTAL EST ";SG 
320 FOR Z=0 TO J:NTCZ>=0:AN<Z>•0 
330 Al<Z>=0:A2<Z>=0:AJCZ>•0:TCZ)•0:ClCZ) 
=0:C2CZ>~0:CJCZ>=0:RC<Z>~0:C<Z>=0:CRCZ> 
=0:NEXT Z 

340 FOR X=0 TO J:FOR ZK0 TO K:Xl<X,Z>=0: 
X3<X,Z>=0:Yl<X,Z>=0:YJCX,Z>=0:NEXT Z:NE 
XT X 

350 GOTO 590 
360? "-Donnees No ";A;:INPUT DA:OCA>=DA 
370? "--LIBELLE ";A;:INPUT R$:L=LENCR 
$):IF L>10 THEN GOTO 370 • 

380 L$ < CA-1) *10+1, CA-1> *10+10> =R$ 11,L> 
390 RETURN . 
400 ? "DE QUEL MONTANT EST CETTE SOMME " 

:INPUT SG 
410 SP=0 
420 FOR A=l TO NO 
430 GOSUB 360 
440 SP=SP+DCA>:NEXT A:DI•SG-SP:DJ=INTC<D 

I*10000)/SG>l100 
450 IF SP=SG THEN GOSUB 500:RETURN 
46.0 ND=ND+l 
470 IF SP>SG THEN GOSUB 510:GOTO 490 
480 GOSUB 540 
490 RETURN 
500 ? "TOTAL EQUILIBRE ":RETURN 
510? "IL MANQUERA :";ABS<DI> 
520 GOSUB 570 
530 L$ < CND-1) *10+1, <ND-1 > *10+6>~"MANQUE" 

:D<ND>=DI:RETURN 
540? "IL RESTERA :";ABSCDI> 
550 GOSUB 570 
560 L$CCND-1>*10+1, <ND-1>*10+6>="RESTE" 

:DCND>=DI:RETURN 
570? "SOIT :";DJ;"Xu:RETURN 
580 REM ***** MODULE No 2 ***** 
590 ? " l'/ODULE 2 ":B""0:CR=3 

780 REM ** CALCUL DES POINTS ** 
790 FOR Z=l TO NS:? u------------No h;Z 
800 Al=Al<Z>:.A2=A2<Z>:A3•AJCZ> 
810 GOSUB 1050 
820 TCZ>=T:NT<Z>=INTCRAIT>:RCCZ>:NT(Z>*T 
830 FOR Y=l TO NTCZ> 
840 YY=TCZ>*Y 
850 GOSUB 1150 
860 NEXT Y 
870 DS=0.9:DI=-0.9:Bl=A1:B2=A2:B3=A3:NU= 

0:RC=RC<Z> 
880 GOSUB 1190 
890 GOSUB 1230 
900 IF CB2><0.J THEN GOTO 1010 
910 NU=NU+l:C=160 
920 C=C/2 
·930 GOSUB 1250 
940 IF DT<0 THEN NU=NU-1:GOTO 1010 
950 IF E<DI.THEN GOTO 920 
960 IF E>DS THEN C=C*1.5:GOTO 930 
970 GOSUB. 13411! 
980 Xl =X5 :·Y1 •Y5: XJ=X7: YJ=Y7 
990 GOSUB 1230 
1000 Bl=AD:B3=AF:B2=B3-B1:Al=Bl:A2=B2:A3 
=BJ:RC=RA:GOTO 900 

1010 NTtZ>=NT<Z>+NU 
1020 NEXT Z 
1"30 GOTO 1380 
1040 REM *** CALCUL DE T *** 
105.0 T=0: DE=VR: DS=0. 24: DI=-0. 24 
1060 T=T+DE 
1070 Ml=CT*COSCAl>+T*COSCAJ))/2 
1080 M2=<-T*SIN<Al>+<-T*SIN<AJ>>>l2 
1090 DV=SQRCMl*Ml+M2*M2> 
1100 E=DV-VR 
1110 IF E>DS THEN T=T-DE:DE=DE/5:GOTO 10 
60 

1120 IF E<DI THEN GOTO 1060 
1130 RETURN 
1140 REM** CALCUL SUR SECTEUR DROIT ** 
1150 X1CZ,Y>=YY*COSCAl>:YlCZ,Y>=-YY*SINC 

Al> 
1160 XJCZ,Y>=YY*COS(AJ>:Y3<Z,Y>=-YY*SIN< 

AJ) 
1170 RETURN 
1180 REM*** CALCUL SUR SECTEUR COURBE* 

600 FOR A=l TO ND:B=B+l:CR=CR+l ** 
610 IF CR>3 THEN CR•0:IF A=ND THEN CR•2 1190 
620 C2<A>=CDCA>*2*PI>ISG . 1200 
630 A2CB>=C2CA):CR<B>•CR 1210 
640 IF C2<A>>CC320*PI)/180> THEN GOSUB 7 1220 

60:GOTO 660 1230 
650 IF C2<A>>C(160*PI>l180> THEN A2<B>=C 1240 

2CA)/2:B=B+1:CR<B>=CR:A2<B>=C2CA>l2 1250 
660 NEXT A:NS=B 1260 
670 FOR A=l TO ND 1270 
680 C1CA>=C3CA-l>:CJ<A>=C1CA>+C2CA> 1280 
690 NEXT A 1290 
700 FOR A=l TO NS 1300 
710 A1CA>=A3<A-1>:A3CA>=A1CA>+A2<A> ) 

Xl=RC:1tCOS(Al>:XJ=RC:1tCOSCA3) 
Yl=-RC*SIN<Al>:YJ=-RC*SIN<A3> 
RETURN 
REM *** MX,MY *** 
MX=<X1+X3>12:MY=<Yl+Y3>12:RETURN 
REM *** CALCULS DT *** 
AD=<B2/C>+B1:AF•B3-<BilC> 
A4=AF-AD 
X5aRA*COS<AD>:X7•RA*COSCAF> 
Y5=-RA*SIN<AD>:Y7=-RA*SINCAF> 
NX=.CX5+X7)/2:NY=CY5+Y7>12 
DT=SQR<NX*NX+NY*NY>-SQRCMX*MX+MY*MY 

720 NEXT A 1310 E~DT-VR 
730 GOTO 790 1320 RETURN 
740 REM* A1,A2,A3--> RAYURES*** 1330 REM*** XICZ,NU> *** 
750 REM* C1,C2,C3--> SECTEURS** 1340 W=NTCZ>+NU 
760 A2<B>•C2<A>/3:B•B+1:CR<B>•CR:A2<B>=C 1350 X1CZ,W>=X5:Y1CZ,W>sY5 

2CA)/J:B=B+l:CR<B>•CR:A2<B>=C2CA)/3 1360 X3CZ,W>cX7:YJ<Z,W>=Y7 
770 RETURN 1370 RETURN .._ ____________________________________ ____...._ ____________________________________ ~~ 
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1380 GOSUB 1610 
1390 OX=80:0Y•96:COLOR 1 
1400 FOR A=l TO ND 
14 10 PLOT OX, OY 
1420 DRAWTO RE*COSCC1<A>>+OX,-RE*SIN<C1 C 

A>> +OY 
1430 PLOT OX,OY 
1440 DRAWTO RE*COS<CJ<A>)+OX,-RE*SINCCJ( 

A> > +OY 
1450 NEXT A:GOSUB 1940 
1460 GOSUB 1490 
1470 GOSUB 1730 
1480 GOTO 1480 
1490 L~RINT CHRt<27>;CHR$C35> 
1500 LPRINT "I" 
1510 LPRINT "M480,-480" 
1520 LPRINT "I" 
1530 RI=480 
1540 LPRINT "M";RI;",0" 
1550 FOR M=0 TO 4*PI STEP PI/50 • 
1560 X=RI*COSCM>:Y=-RI*SIN<M> 
1570 LPRINT "D";X;",";Y 
1580 NEXT M 
1590 LPRINT "D";RI;",0" 
1600 RETURN 
1610 REM *** CERCLE A L'ECRAN *** 
1620 GRAPHICS 15+16:POKE 708,70:POKE 709 

,236:POKE 710,188:POKE 712,0:S=PI/40:RE 
=79 

1630 COLOR 3 
1640 OX=80:0Y=96:COLOR l:PLOT OX,OY 
1650 FOR M=S TO 2*PI STEP S 
1660 X=<RE*COSCM>>:U=<RE*COSCM-S>> 
1670 Y=C-RE*SIN<M>>:V=<-RE*SIN<M-S>> 
1680 X=INTCX+0.S>:U=INT<U+0.5) 
1690 Y=INT<Y+0.S>:V=INTCV+0.5> 
1700 PLOT OX+U,OY+V 

1710 DRAWTO OX+X,OY+Y 
1720 NEXT M:RETURN 
1730 FOR A~l TO ND 
1740 LPRINT "H" 
1750 LPRINT "D";Rl*COSCCl<A>>;",";RI*SIN 

<CllA)),1 
1760 LPRINT "00,0" 
1770 NEXT A 
1780 FOR A=l TO NS:LPRINT "H":LPRINT "C" 

;CRCA>:F=NT<A> 
1790 FOR B=l TO NT<A>:PR=F-INTCF/2)*2 
1800 IF PR=0 THEN GOTO 1880 
1810 LPRINT "M";Xl<A,B>;",";-Yl(A,B> 
1820 LPRINT "D";XJCA,B>;",";-YJCA,B> 
1830 IF B:F THEN GOTO 1930 
1840 B•B+l 
1850 LPRINT "M";XJCA,B>;",";-Y3CA,B> 
1860 LPRINT "D";XlCA,B>;",";-Yl<A,Bl 
1870 GOTO -1930 
1880 LPRINT "M";X3<A,B>;",";-Y3CA,B> 
1890 LPRINT "D"iXlCA,B>;",";-YlCA,Bl 
1900 IF B=F THEN GOTO 1930 
1910 B=B+l:LPRINT "M";XlCA,Bl;",";-YlCA, 
8) 

1920 LPRINT "D";XJCA,B>;",";-YJ<A,Bl 
1930 NEXT B:NEXT A:RETURN 
1940 REM RAYURES 
1950 FOR A=l TO NS:COLOR CR<A> 
1960 IF CRCAJ:0 THEN COLOR 2 
1970 IF A=NS THEN COLOR 2 
1980 FOR B=l TO NT<A> 
1990 PLOT X1CA,BJ/6.08+0X,Y1<A,B>l6.08+0 

y 
2000 DRAWTO X3<A,B>l6.08+0X,YJ<A,Bl/6.08 

+OY 
2010 NEXT B:NEXT A:RETURN 

ATARI XL 

LIFSTING 
Présentez des listings fignolés, avec vos commentaires en 

marge. En mode simulation, vous travaillez comme 
pour sortir sur imprimante, mais le texte est décortiqué à 
l'écran. Vous pouvez définir la taille de votre imprimante 
fictive, et travailler plus vite avec le Ram disk du 130 XE. 

100 REM ****************************** 
110 REM * * 
120 REM * LIFSTING * 
130 REM * * 
140 REM * Le LIFTING de vos LISTINGS * 
150 REM * * 
160 REM* par laur~nl D~comble * 
170 REM * * 
180 REM ****************************** 
190 DIM R$C255>:POKE 752,1 
200 POKE 82,0:POKE 710,0:POKE 709,15 
210 PRINT CHR$C125) 
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220 ? " L/FST/6G ":? 
230 ? " Reamenage vos listings a la larg 
eur":? 

240? n desiree tout en decalant l'exce 
s de ":? 

250 ? n chaque ligne, faisant ainsi res 
ortir":? 
26~ ? " les Numeros de liane "r? :? :? 
270? "Essai sur Ecran ..•.••............ 

•• CE>":? 
280 ? " <Compte le nombre de lignes &" 
290?" le nombre des depassements>":? 



: '? 
300 '? "Essai sur lmpri mante .... .... . .. . . 

. . < I ) ": '? 
310 '? " <Qualite courrier ou non &" 
320 '? " 10 ou 12 caracteres psr p o uce) " 
33 0 GOSUB 920:IF CAR< >42 AND CAR < >l J THE 

N SOUND 2,202,12 , S:GOTO 330 

630 GOTO 410 
640 POKE 752,1:? " 

" 
650 ? .. lhPRIHAITE 

660? "Qualite Courrier .••• Oui 
•• (Q}":'? 

lifsting 

":? :1. :? 

/Non . ... 

340 - IF,. CAR2 42 THEN POSITION 10, 13:? 
AN" : POSITION 36,19:? "I" . 

"ECR 670 ? " 10 Caracteres I pouce 
• • (f) ":? 

80 col). 

350 IF CAR• lJ THEN POSITION 10,19:? 
RlhANTE":POSITION 36,13:? "E" 

"InP 680 ? " 12 Caractere.s / pouce (JJ2 col>. 
.. (2)":? 

360 SOUND 2,64,12,10:FOR A•l TO 50:NEXT 
A:SOUND 2,J2,12,14:FOR A=l TO 30·:NEXT A 
:SOUND 2,0,0,0:POKE 764,255 

370 POKE 752,0:FOR A=l TO 500:NEXT A 
380? CHR$Cl25>:IF CAR=13 THEN GOTO 640 
390 NL=0:NT•0:LT=0:LINF~255:LSUP=0:LTFT= 

0:LFTI=255:LFTS=0 
400 GOSUB 940:? CHR$(12S>:POKE 752 l 
410 POSITION 0,12:A=0:TRAP 910:INPUT #1, 

R$:L=LEN<R•>:LO=L:LT=LT+L:NL=NL+l 
420 POSITION 0,0:? "*********Nombre~Lont 

. noyenn,*Lon1.Total~*Lltn~s** * 
* *" 

430 POSITION 0,2:? "******************** 
**~*****************Ttoncons* * 

* *" 
440 POSITION 0,4:7 "******************** 
**********************Total** *" 

450 POSITION 0, 6:? "*********L. /'Ji n~Hfl . /'la 
.r.* ftlitn~S** * 

*" 
460 POSITION 0,8:7 "******************** 

*** Troncons* * 
*" 

470 POSITION 0,10:7 "******************* 
****" 480 LML=INT<<LT/NL>*10>110:POSITION 10 5 
: ? NL+NT ' 

490 IF NT>0 THEN LMT= INT<CLTFT/NT>*10>11 
0 

500 POSITION 10,1:? NL:POSITION 18,1:? L 
ML; " ":POSITION Jl,l:? LT 

510 POSITION 10,J:? NT:POSITION 18,3:? L 
MT;" ":POSITION Jl,3:? LTFT 

520 POSITION 10,7:? ·LINF;" ":POSITION 17 
,7 : ? LSUP;"" 

530 POSITION 10,9:? LFTI;" ":POSITION 17 
,9:? LFTS;"" 

540 IF L<LINF THEN LINF=L 
550 IF L>LSUP THEN LSUP=L 
560 IF L<LS THEN GOTO 410 
570 IF L>LA THEN AaA+LA:LsL-LA 
580 IF L>LA THEN A=A+LI:L•L-LI:NT=NT+l:G 

OTO 580 
590 IF L>0 THEN NT•NT+l:LTFT•LTFT+L 
600 IF L•0 THEN GOTO 410 
610 IF L<LFTI THEN LFTimL 
620 IF L>LFTS THEN LFTS•L 

690 ? "Validation de cette configuration 
•• <V>":? 

700 COUR==1:0K•0 
710 GOSUB 920:IF CAR<>47 AND CAR<>Jl AND 

CAR<>30 AND CAR<>16 THEN SOUND 2,202,1 
. 2 , 8 : GOTO 710 
720 IF. CAR=J1 THEN 0Ks1:LAR==80:POSITION 
1,8:? "/B":_POSITION 1,10:? "12":GOTO 710 

730 IF CAR=30 THEN OK•1:LAR•77:POSITION 
1,8:? "10":POSITION 1,10:? "/2":GOTO 710 

740 IF CAR=16 AND OK•l TREN POKE 764,255 . 
. : GOTO 790 
750 IF CAR=47 THEN COUR• NOT COUR 
760 IF COUR•l THEN POSITION 20,6:? " Oui 

/Non" 
770 IF COUR=0 THEN POSITION 20,6:? " Oui 

/Hon" 
780 FOR A•l TO 120:NEXT A:GOTO 710 
790 CLOSE #2:TRAP 900:0PEN #2,8,~ 1 "P:» 
800 LPRINT CHR•<27>;CHR•<LAR>;CHR$C27>;C 
HR•<120>;CHR•<COUR> 

810 GOSUB 940 
820 A=0:? "-----":R•="":TRAP 910:INPUT # 

1; Rt 
830 L•LEN<R•>:LO• L 
840 IF L<LS THEN? #2;R•<l,L>:GOTO 820 

·850 IF L>LA THEN? #2;R$<1+A,LA+A>:A=A+L 
A:L=L-LA 

860 IF L>LA THEN '? #2;" " ;R$C1+A,LI+A>:? 
R•<l+A,LI+A>:A•A+LI:L~L-LI:GOTO 860 

870? #2;" ";R•CLO-L+1,L0>:7 R$CLO-L+l,L 
O> 

880 GOTO 820 
890 ? "erreur de disque":STOP 
900 7 "erreur lmprimante":STOP 
910 ? "erreur Fin De Fichier CEOF> ou di 

sque":STOP 
920 POKE 752,l:POKE 755,CUR+l:IF PEEK<75 

3><>3 THEN CUR= NOT CUR:FOR A=0 TO 60:N 
EXT A:SOUND 2,0,0,0:GOTO 920 

930 CAR=PEEKC764>:POKE 755,2:RETURN 
940? "LARGEUR DE LA LIGNE ";:INPUT LA 
950 ? :7 "-NOM DU PROGRAMME EX;Dl:CELIA. 

LST (doit etre sous forme Listing> ";:I 
NPUT R• 

960 LI=LA-1:LS=LA+l 
970 TRAP 890:0PEN #1,4,B,R• 
980 RETURN 
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COMMODORE 64 

MOTOCROSS 
L'ordinateur est impartial! Seule votre capacité à maîtriser 
le parcours sera prise en compte dans l'élaboration de la 

note finale. Soyez vigilant, ce concours international 
de moto-cross est réputé comme l'un des plus difficiles ... 

READY. 

5 REM MOTOCROSS 
10 PDKE53270,200 
20 POKE53264,0 
30 V=53i48:POKEV+21,0 :REM REGISTRE 
40 POKE53280,6:POKE53281,14:POKE646,0 
50 P~ I NTCHR$ C 14 7) ; ":•J11J•J•J"; CHR:t: C 142) ; CHR$ < 8) 
6(J PR I NT'' ...... , ,-., "-~. r"'T""1 ,.-.... • •. --.. r. .-·---.. ...-., ... - .... . 
70 PR I NT" 1 ,_,. 1 1 1 1 1 f---1-.. 1 1 ·...-.... .......... .• 
80 PR I NT" 1 1 1 1 1 1 
9 0 PR I NT " ..J.. _.. '...--.,,' _.. '~-' ..__.,, ..J.. .J- '·.--.-' , ____ .,. ··~.,. 

100 REM CADRE 
110 FORT=1144T01144+39:PDKET,127:POKET+54272,1:NEXT 
120 FORT=1424T01424+39:POKET,127:POKET+54272,1:NEXT 
130 FDRT=1144T01424STEP40:POKET,127:POKET+54272,l:NEXT 
140 FORT~1144+39T01424+39STEP4ô:PDKET,127:POKET+54272,1:NEXT 
145 FORT=1984T02023:POKET,160:POKET+54272,9:NEXT 
150 REM CHRGT DES DATAS 
160 
170 
180 
185 
188 
190 
200 
205 
208 

FORN=OT062:READQ:POKE245*64+N,Q:NEXT 
FORN=OT062:READQ:POKE246*64+N,Q:NEXT 
FORN=OT062:READQ:~OKE247*64+N,Q:NEXT 
FORN=OT062:READQ:POKE248*64+N,Q:NEXT 
PR I NT" :11U1J1J•!"; SPC ( 15) " =K =::SPA CE=-> 11 

POKEV+40,1:POKEV+41,7 
POKE2041,247:POKE2042,248 

210 REM MOTO tH 
220 DATA1,128,0,3,192,0,3,56,0 
230 DATA3,192,0,1,206,0,0,30,0 
240 DATA1,243,192,66,33,160 
250 DATA114,33,224,126,31,128 
260 DATA127,139,12B,0,67,0 
270 DATA14,231,112,63,15'3,252 
280 DATA99,195,198,198,102,99 
290 DATA204,102,51,192,102,3 
300 DATA96,195,6,63,129,252,14,0,112 
305 REM MOTO #2 
310 DATA4,0,0,104,8,0,240,20,0 
320 DATA248,60,0,118,102,0 
330 DATA41,198,112,16,131,252,8,115,6 
340 DATA196,15,195,255,230,115,120,46,3 
350 DATA32,71,6,14,121,252,63,128,112 
360 DATA99,192,0,19B,96,0,204,96,0 
370 DATA192,96,0,96,192,0,63,128,0,14,0,0 
380 REM PRESENTATION MOTO-CROSS 
390 POKEV+l,200:PDKEV,O:POKEV+39,1 
400 POKEV+23,1:POKEV+29,1:POKEV+21,1 
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:REM MCITD DROITE 
:REM MOTO LEVEE 
:REM NUAGE 
:REM SOLEIL 



410 POl<E2040,245 
420 X=X+4:IFX >255THENX=O 
430 POKEV,X:IFRNDC1>*1000<50THEN450 
435 IFPEEKC203)=60THEN485 
440 GOT0420 
450 Pm~E2040, 246 
460 X=X+5:IFX >255THENX=O 
470 POKEV,X:IFRNDC1>*1000<. 50THEN410 
475 IFPEEKC203>=60THEN485 
480 GOT0460 
485 FORT=OT024:POKEV+1,PEEKCV+1)-8:SYS59626 :NEXTT:GOSUB1 2 0 00 
486 POKE53281,14:POKE53280,14 
490 PRINTCHR$(147>:POKE53280,14:POKE53281,14:POKEV+2,250 : POKEV+3,1 50 : POK EV+2 1,7 
495 POKEV+4,170:POKEV+5,110 
500 POKEV+23,0:POKEV+29,2:PDKEV+39,11 
510 REM BOUCLE PRINCIPALE 
520 FORB=1T010:PRINT 11 :'111 :60SUBlOOO 
600 REM DECOR AU HASARD 
610 PRINT";• 
612 PR I NT" !:i•l•l•l•l••ll••••t••"'-'" -,~,-..,, 
613 PR I NT 11 :•••••ttll•t•ll•t11•·'-./" . 
6 15 POKEV+l , 186:Y=186:POKEV+31,0:L=1 
620 FORX =OT0250STEP2 
630 D=PEEK (5'6320) : REM JOYSTICK 
640 IFD=119THENL=L+ . 3 : IFL >5THENL=5 
645 IFD=123THENL=L-.3:IFL<OTHENL=O 

"-: T E:=O 

650 X=X+L: TE=TE+l: IFTE>lOOTHENPRINT"!:illllllPl•l11t11r:DISQLIALIFIE ~ :f<!-": GOTD9 000 
660 IFPEEKCV+31)=1THENY=Y-3.5:POKEV+31, 0 :GOT0670 
665 Y=Y+l.5 
670 POKEV,K:POKEV+1,Y:IFY< 166THENPOKE2040,246 
680 IFY >166THENPOKE2040,245 
690 NEXTX:FORT=YT0190:POKEV+1,T: X= X+l:I FX>255THENX=255 
692 POKEV,X:NEXTT 
693 IFL=5THENPOKEV+16,1: GOSUB11000 :GOT09000 
695 POKEV,O:POKEV+16,1:FORX=1T090 : POKEV, X:FORT=1T05 :NE XTT, X:POKEV , O: POKEV+ 16,0 
698 GOSUBBOOO 
700 NEXT8:GOT010000 
1000 
1005 PRINT"f• ~." 

1010 PRINT" 1 JœOSSE:::ll # !':I 1" 
1020 PR I NT " i:illl•••••••••aaJ=I" B 
1025 PR 1 NT " :•!•l•!•!•!•!•!•l•l•!•!•l11•" 
1030 REM CHOIX D'UNE BOSSE AU HASARD 
1040 I=INT<RNDC1>*B>+1 
1050 ONIGOSUB2000~2500,3000,3500,4000,4500,5000 ,5540 
1060 RETURN 
2000 PRINT" 
2010 PRINT" 
2020 PRINT" 
2030 RETURN 
2500 PRINT " 
2510 PRINT" 
2520 PRINT" 
253 0 RETURN 
3 000 PRINT" 
3 0 10 F'RINT" 
3020 PRINT" 
3 030 RETURN 
3500 PRINT" 
3510 PRINT" 
3520 PRINT" 
35:30 RETURN 
4000 PRINT" 
4010 PRINT" 

: ... 
:r 

•fi"' 

::r 
::r 
::r 

:: ... 

"1111 

""" 
""" 

'-.J!!! :: ... 
""" 

""" 
""" 



4020 PRINT" 
4030 RETURN 
4500 PRINT" 
4510 F'RINT" 
4520 PRINT" 
4530 RETURN 
5000 PRINT" 
5010 PRINT" 
5020 PRINT" 
5030 RETURN 
5500 PRINT" 
5510 PRINT" 
5520 PRINT" 
5530 RETURN 
5540 PRINT" 
5550 PRINT" 
55~0 PRINT" 
5570 RETURN 

DATAo,o,o,o,o,o,o,o,o,o,o 1o 
DATAo,o,o,o,o,o,o,o,o,0,12,o 
DATA0,30,0,6,63,0,15,63,48 
DATA127,255,120,255,255,254 
DATA255,255,255,127,255,254 
DATAo,o,o,o,o,o,o,o,o 
DATAo,o,o,o,o,o,o,o,o 

5600 
5610 
5620 
5630 
5640 
5650 
5660 
5670 
5680 
5690 
5700 
5710 
5720 
5730 
5740 
8000 
8010 

DATAo,o,o,o,o,o,0,124,o 
DATA1,255,0,7,255,192,15,255,224 
DATA31,255,240,63,255,248,63,255,248 
DATA63,255,248,63,255,248,63,255,248 
DATA63,255,248,63,255,248,31,255,240 
DATA15,255,224,7,255,l92,1,255,0 
DATA0,124,o,o,o,o,o,o,o 
p R I NT Il ;:{lllJlllllllllJll ... -r T ., ,,.-----,--·-r---.. --,~-,--··· ... , ,, 
PRINT" 1 1 

8020 PR I NT" ,, __ ..___'"'---J...---.....1..--...1.--...1.----...1.--+-; 

8030 PRINT" 
8040 PRINT" 
8050 PR I NT" !:ft1l1t11111J:i111 

MOYENNE: 
'·-----.. -·· 

8060 FORT=1T09:N<T>=INTCRNDC1)*(L*19>+1>:NEXTT 
8070 PRINTTAB<l>N<l>;TAB<5>NC2>;TA8(9)NC3>;TAB<l3>N<4>;TAB<l7>N<5>;TABC21>N<6>; 
8080 PRINTTABC25)N(7);TABC29~N<8>;TABC33>NC9>:FORT=1T0800:NEXTT 
8090 FORT=1T09:TT<B>=TT<B>+N<T>:NEXTT 
8095 TT<B>=INTCTT(B)/9) 
8100 PRINT 11 :t1J1••••••••••ll•llllaaa•••llllllllllaa••••••"TT CB>: FORT=l T01500: NEXT 
8110 IFTT<B><lOTHEN9000 
8150 RETURN 
9000 FORT=1T01500:NEXT:POKE53280,3:POKE53281,3:POKE646,12:POKE53270,200 
9005 POKEV+21,0 
9010 PR I NT" :'111J1l1J1J111J1!1!1J111lll .................. Jll- GAME OVER *":FORT= 1TO1000: NE X T: PR I NT" :1" 
9020 CLR:RESTORE:RUN 
10000 POKEV+21,0:FORT=1T024:SYS59626:NEXT:PRINTCHRSC147> 
10005 POKE53280,0:POKE53281,0 
10010 PRINT" FELICITATIONS ! ! ! " 

PRINT 11 :1•tJOUS AVEZ REUSSI AVEC SUCCES" 
PR I NT" :1LES =t 0 EPREUVES III MPOSEES PAF\" 
PR I NT" :111.CE ~ALL YE DE MOTO-CROSS ••• " 

10020 
10030 
10040 
10045 
10050 
10055 
10060 
10070 

PR I NT 11 :1!111 ------------------­ " ~. 

PR I NT" 1 r:irvoULEZ-VDUS REVOIR vas =NOTES <O/N) ?Ill Il 
PRINT" ---------~·--~-------­
GETA$: IFA$=" "THEN10060 
IFA$="0"THEN10100 

10080 POKE53280,0:POKE53281,0:PRINTCHRSC147>:END 
10090 : 
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10100 FORT=1T010 
10110 PR I NT" :(BOSSE #:il"; T, "=---> :W" ; TT <T > 
10120 FORX=1T0100:NEXTX:M=M+TTCT>:NEXTT 
1O130 PRI NT 0 :eJ"; SPC <1 B> " .. TOTAL: :il"; M 
10140 PRINT":•l•=..JNE AUTRE PARTIE GCO/N)?" 
10150 GETA$:IFA$=" 11 THEN10150 
10160 IFA$="0"THENCLR:RESTORE:RUN 
10170 IFA$="N"THENPRINT":J":END 
10180 GOT010150 
11000 FORX=OT0905TEP2.5:POKE2040,246 
11010 Y=-ABSCSINCW>*C15*n>>+190 
11015 POKE2040,245 
11020 POKEV,X:POKEV+l,Y:W=W+.09:NEXTX 
11030 FORT=1T0100:POKE53270,200+INT<RND<1>*8>:NEXT:POKE53270,200:RETURN 
12000 POKE53280,1:POKE53281,1:POKE646,5 
12010 PRINTCHR$C14>;CHR$C147) 
12020 PRINT"LE BUT DU 'EU EST DE TOTALISER UN" 
12030 PRINT":llMAXIMUM DE -OINTS, CALCULES PAR LES" 
12040 PR I NT :s.i 'lJRYS, EN EFFECTUA~T LE PLUS DE •AUTS •• 
12050 PR I NT :•l.....EUSS I 5 TOUT EN REGLANT LA ><I TESSE" 
12060 PR I NT :tJDE LA "-..JI r AVEC LE J O)'ST I C~( #2: " 
12070 PR I NT )1J • ~ GAUCHE = r:t;:ALENT IR 
12080 PR I NT :1J • ~ DROITE = r~CCELERER 
12090 PR I NT :11J•ll ( • 1 r ,··I r Al> Il 

121-00 I FPEEK ( 56320) = 111 THENPR I NTCHR:f: < 142 > : RETURN 
12110 GOT012100 

READY. 

COMMODORE 64 

GUERRE SOUS-MARINE 
Vous êtes encerclé, les grenades ennemies foncent sur votre 

sous-marin. Il vous faut repérer le bâtiment 
de vos adversaires afin de l'anéantir avant que ses 

agressifs projectiles ne vous détruisent ! 

100 REM ******************* 
110 REM GUERRE SOUS-MARINE 
120 REM ******************* 
130 REM PAR DAVID & BERNARD 
140 REM ******************* 
150 REM <C> 1986 .B.&.D. 
160 REM ******************* 
1 70 GOT0830 __-.:- ~ ~ 

180 FORI=54272 TO 54296:POKE I,O:NEXT 

?"· 

r, 

l .... \·.~~: ;1 •• 

190 POKE54272,209:POKE54273,18:F'OKE54277,136:POKE54278,136:POKE54296,15 
200 POKE54276,33:FORB=1 TO 800:NEXT:POKE54276~32 
210 MV=1:P=PEEK(56320):1FP=127THENMV=O 
220 IF<PAND16)=00RLTHENGOSUB430 
230 IF<PAND8)=0THENAY=AY+1:X=12:IFAY>38THENAY=AY-1 
240 IFCPAND4>=0THENAY=AY-1:X=10:IFAY<OTHENAY=AY+1 
250 IF<PAND2)=0THENAX=AX+40:IFAX>360THENAX=AX-40 
260 IF<F'AND1J=OTHENAX=AX-40:IFAX<-BOTHENAX=AX+40 
--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~---' 
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270 
280 
290 
300 
310 
320 
330 
340 
341 
350 
360 
370 
380 
390 
400 
410 
420 
430 
440 
450 
460 
470 
480 
490 
500 
510 
520 
530 
540 
550 
560 
570 
580 
590 
600 
610 
620 
630 
640 
650 
660 
670 
680 
690 
700 
710 
720 
730 
740 
750 
760 
770 
780 
790 

A=AX+AY+1424:P=PEEK<A>:PO=PEEKCA+l>:IFMVTHENPOKEA1,17:POKEA1+1,17 
POKEA,X:POKEA+1,X+1:Al=A 
IFP<20RP0<2THEN730 
LM=LM+1:IFLM<RRTHEN340 
N1=N1+40:CO=PEEK<N1>:IFN1=AORN1=A+1THENPOKEN1-40,17:GOT0730 
IFN1>AORC0<3THEN670 
POKEN1-40,17:POKEN1,1 
I FM >VTHENPR I NT" *:1J1J1J1l'J1J1J" MI 0$ <A$ (TT> , H, 40 > ; 
H=H+M2:IFH=H1THENM=O:H=l 
M=M+1:IFM=VTHEN370 
GOT0210 
LM=O:N1=1344+AY:T=RNDC1>*6+1:0NTGOT0420,410,400,390 
TT=RNDC1)*2+1:H=2:H1=44:M2=1:RR=40-CLM+AY>:GOT0350 
TT=RNDC1>*2+3:H=44:H1=2:M2=-2:RR=-CLM-AY)/2:GOT0350 
TT=RNDC1)*2+3:H=46:Hl=2:M2=-2:T=RNDC1)*37:N1=1344+T:RR=3-(LM-T)/2:GOT0350 
TT=4:H=46:H1=2:M2=-11T~RNDC1>*37:Nl=1344+T:RR=3-CLM-T>:GOT0350 

TT=2:H=2:H1=44:M2=1:T=RNDC1>*38:N1=1344+T:RR=40-CLM+T>:GOT0350 
L=L+1:IFL<2THENC=A&IFX=12THENC=A+1 
C=C-40:CO=PEEK<C>:IFC0<17THEN470 
POKEC+40,17:IFC<1344THENL=6:RETURN 
POKEC,14:RETURN 
IFCO<>OANDC0<>1THEN540 
POKE54276,129:POKE54276,128 
FORT=-1T01:FORI=-1T01:Cl=PEEKCC+I+T*40) 
IFC1=1THENRR=99:LM=O 
IFC1>9ANDC1<14THENM1=1 
L=O:POKEC+I+T*40,CRNDC1>*2)+1B:NEXT:NEXT:IFM1=1THEN730 
FORT=-1T01:FORI=-1T01:POKEC+I+T*40,17:NEXT:NEXT:RETURN 
PR I NT" ::ll•!1J1J•J1l11l1J11 MI0$ (A$< 0) , H, 40) .: POKEC+40, 1 7: PCIKEC-40, 32 
POKE54276,129:POKE54276,128 
FORT=lTOlOO:NEXT 
POKE646 , l : PR I NT" i=i•J1J1J1J1Jl{1J 
M=O:L=O:IFC0<7THENBS=BS+1 
IFC0>6THENMS=MS+1 
IFLM<RRTHENRR=99 
IFMS+BS=5THENPOKE53281,7:V=20 
IFMS+BS=15THENPOKE53281,14:V=10 

Il • 
~ 

IFMS+BS=30THENPOKE53281,10 
IFCMS+BS)/5=INT<CMS+BS)/5)THENFORT=1T08:POKE1384+<RNOC1>*35~> ,O:NEXT:J=J 
IFJ=1THENFORT=-1T02:FORI=-1T01:POKEA+T+I*4û,17:NEXT:NEXT:J=O 
RETURN 
RR=99:.ML=O:POKE54283,129:POKE54283,128 
FORT=-1T01:FORI=-1T01:C1=PEEKCN1+I+T*40) 
IFC1=14THENL=O 
IFC1>9ANDC1<14THENM1=1 
POKEN1+I+T*40,CRND<1>*2)+18:NEXT:NEXT:IFM1=1THEN730 
FORT=-1T01:FORI=-1T01:POKEN1+I+T*40,17:NEXT:NEXT:GOT0340 
POKEA,15:POKEA+1,16cPOKE54286,0:POKE54290,129 
FORT=230T0255STEP.15:POKE54287,255-T:POKE53281,15ANDT:NEXT:POKE54290,128 
FORT=1T050:POKEA,CRNDC1>*2>+18:POKEA+l,CRNDC1)*2>+18 
NEXT:POKE53272,21:POKE53280,11:PDKE532B1,12 
PRINTCHR$(147> cPOKE646,0:PRINT:PRINT:PRINTSPCC7>" SCORE: ... "BS"BATEAUX" 
PRINTSPC(8):PRINT:PRINT 11 ET"MS"TORPILLEURS" 
PRINTSPCC1>:PRINT:PRINT:PRINT:PRINT:PRINT'' TAPEZ UNE TOUCHE POUR CONTINUER S 

.V.P." 
800 POKE19B,O:WAIT 198,1:!=1000 
810 I=I+1:IFI>1000 THEN PRINT CHR$C147>;:RUN 
820 GOT0800 
830 GOSUB990 
840 PRINTCHR$C147):POKE532BO,O:POKE53281,5 
850 POKE53272,28:POKE54296,15:ZZ=80000 
860 X=10:V=30:AX=360:AY=20:RR=30:H=2 
870 PR I NTSPC ( 11 ) "• ~ GUERRE SOUS-MARI NE " 
880 A$C1)=" 

70 
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890 A$<2>=" FG " 
900 A$ <3> =" BOE " 
910 A$ ( 4 > =" H 1 " 
920 A$ <O> =" ot=·op " 
930 FORT=1T04:POKE646,7:PRINT"QQQQQQQQQQQQQQQQQQQQQQQQQQQQQQQQQQQQQQQQ";:NEXT 
940 PRINT:PRINT 
950 FORT=1T012:POKE646,6:PRINT"QQQQQQQQQQQQQQQQQQQQQQQQQQQQQQQQQQQQQ(.IQQ";:NEXT 
960 FORT=1824T02023:POKET,17:POKE54272+T,O:NEXT 
970 FORT=1T015:POKE1384+RND<1>*359,0:NEXT 
980 POKE1794,17:POKE179S,17:GOT0180 
990 PRINTCHR$(147>:POKES3280,0:POKE53281,7:POl<E646,2:A$="GUERRE SOUS-MARINE" 
1000 PRINT:PRINT:PRINT:PRINT:PRINT 
1010 FDRI=54272T054296:POKEI,O:NEXTI:POKE54272,49:POKE54273,28 
1020 PRINT r--1" 
1030 PRINT 11 

1040 PRINT " 
1050 PRINT '- '/" 
1060 PRINT 11 

1070 PR 1 NT r-. ,-.. 11 

1080 PRINT ....., ,_,,. 11 

1090 POKE54277,136:POKE54278,136:POKE54296,15:POKE54276,33:FDRT=1T01000 
1100 NEXTT:POKE54276,32 
1110 A$=" "+A$:FDRI=1TOLEN<AJ>> 
1120 PRINTMl0$(A$,LEN(A$)-I+1,I>;":"":":FDRDD=1T030:NEXTDD:NEXTI 
1130 PRINT:PRINT:PRINT:PRINT:PRINT:PRINT:PRINT 
1140 FORJ=OTOSOO:NEXTJcPRINT" PAR DAVID & BERNARD" 
1150 FORI=OT058~READA~POKE49152+I,A:NEXT:SYS49152 
1160 READT:IFT=-1THEN1180 
1170 POKE12280+Q,T:Q=Q+l:GOT01160 
1180 PRINTCHR$(147>:INPUT"VOULEZ-VOUS LES INSTRUCTIONS <OIN>";XS 
1190 IFX$="0"THEN1220 
1200 IFX$="N"THEN1290 
1210 GETX$:IFX$()"0"0R X$ <>"N"THEN 1180 
1220 PRINTCHR$(147>:POKE532Bl,O:POKE532B0,7:POKE646,1 
1230 PRINT VOUS ETES DANS UN SOUS-MARIN,ET VOUS DEVEZ SURVEILLER UNE ZONE ... " 
1240 PRINT INTERDITE.MALGRES VOS AVERTISSEMENTS,DESINTRUS TENTENT DE FRANCHIR" 
1250 PRINT VOS LIMITES. EN EFFET IL SE CACHE DANS CETTE PARTIE DES OCEANS, UN" 
1260 PRINT IMMENSE TRESOR QUI REPOSE DEPUIT LA FIN DES TEMPS" 
1270 PRINT VOTRE BUT EST DE PROTEGER VOTRE FORTUNE EN REPOUSSANT CES ATTAQUES'' 
1280 PRINT BONNE CHANCE A TOI ••• TU EN AURAS BESOIN" 
1290 PRINT~PRINT2PRINT:PRINT:PRINT 11 JOYSTICK PORT 2 I TAPER UNE TOUCHE SVP" 
1300 PRINT" --------------- --------------------" 
1310 POKE198,0:WAIT198,1 
1320 RETURN 
1330 DATA173,14,220,41,254,141,14,220,165,1,41,251,133,1,169 
1340 DATA48,133,252,169,208,133,254,169,0,133,251,133,253 
1350 DATA162,B,177,253,145,251,200,208,249,230,254,230,252 
1360 DATA202,208,242,165,1,9,4,133,1,173,14,220,9,1,141,14,220,96 
1370 DATA182,193 9 213,128,210,193,182,255 
1380 DATA2SS,159,159,159,243,243,243,255 
1390 DATA0,0,0,0,255,101,63,31 
1400 DATA0,96,112,252,255,148,255,255 
1410 DATA0~14,30~127,255,145,255,255 
1420 DATA0,0,0,0,255,166,252,248 
1430 DATA0,0,4,4,15,10,127,63 
1440 DATA0,192,196,200,208,224,255,254 
1450 DATA0,3,3~,19,11,7,255,127 
1460 DATA0,0,32,32,240,80,254,252 
1470 DATA254,254,252,252,0,133,208,224 
1480 DATA255,255,127,63,0,80,3,31 
1490 DATA255,255,254,254,0,10,192,248 
1500 DATA127,127,63,63,0,161,11,7 
1510 DATA255,239,239,239,239,199,215,255 
1520 DATA65,41,68,175,122,189,110,219 
'--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~----
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1530 DATA17,74,14B,125,21B,1B0,221,182 
1540 DATA255,255,255,255,255,255,255,255 
1550 DATA191,213,187,92,171,237,190,219 
1560 DATA247,174,181,125,235,189,173,222 
1570 DATA-1 

READY. 

COMMODORE 64 

POURSUITE 
Poursuivi par un individu louche qui vous veut sûrement 

du mal, votre seule issue est de sortir du cadre que lui ne 
peut franchir. Un conseil: user de ruse et de 

rapidité pour laisser sur sa faim ce personnage patibulaire. 

10· F·R I MT" ::1" SPC < 255) "POURSUI TE" 
20 r'OKE 650 .• 128 
30 C(l) = 214. C(2) = 215 
40 C(3) = 216 : C(4) = 32 
50 PC(l) =.50 : PC(2) = 10 
60 PC(3) = 1 : PC(4) = 0 
70 POKE 53280,2 =POKE 53281.6 
::;:o PF~ I t~:rSPC ( 242) 11 VOULEZ-~IOUS 11 

_; 

90 PR I t-H " LES REGLES ( O/N) " 
1 (10 GET F~$ = IF F~$ = "" THEM 100 
11 (1 IF F.:$ = "0" THEN GOSUE: 591) 
120 XM = 39 : YM = 24 
130 XJ = 0 : __ YJ = 0 
140 FF = 1 :PT = 0 
150 FOR T=54272 TO 54296 
160 POKE T .. 0 
l 7ü t-~E::!,T T 
180 POKE 54277,192 
190 POKE 54296.15 
200 POKE 54276.17 
21(1 F~EM 

220 F~EM 
230 PR I t-ff ":1" 
240 FOR X=l TO 50 
250 FOR Y=l TO 4 
260 Q = INT(RN0(1)*1000) 
270 POKE 55296+Q,X+Y 
280 POKE 1024+Q,C(Y) 
29ü ME::<T Y 
:~:(10 t-~E;<T :=<: 

310 REM LE MO~~STRE 
320 POKE 56295.0 
330 POKE 2023.28 
~:4(1 MM = 999 
350 REM 'v'OUS 
360 POKE 55296.0 
:370 POKE 1024, 0 
380 FOR T=l TO 1000 =NEXT T 
390 Tl$ = "000000" 
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400 c;o:=;us 840: REM MOUVEMEt4T "f::i" 
41 (1 GO SUE: 970 : REt•t MOU'·/EMENT "@ " 

420 PEM 
430 POKE 54276.16 
44(1 REM F'OIMTS 
450 FOR T=l TO 3 
460 IF PEEK(1024+JJ) = C(T) THEN GOSUB 530 
4 70 t·~E::<T T 
4:30 REM 
490 POKE 55296+JJ,1 
500 POKE 1024+JJ,0 
510 IF MI0$(î!$,6,l) < 
520 GOTO 400 
5~:i:_::1 REM PTS 
540 PC = PC + PCCT) 
550 POKE 54276 , 17 
560 POKE 54272 . PC(T) 

... -:, ... ...., 

570 POKE 54273,100-PCCT) 
5;::(1 F~ETURt·~ 

590 REM REGLE OU JEU 

THEN GOSUE: :;::40 

600 PR 1 t·ff ":1 VOUS ETES POURSUIVIT PftR" ,; 

F~EAD'r'. 

610 F'Rit"T Il UN nmivrou <".;CHR$t::92>.:")" 
62(1 PF:INTSPC<80)" QUI HEUREUSEMEt·ff E:::T" .: 
630 PR I t·ff " PR 1 SOt-4N I EF.: DU CAOF:E, VOUS t-K•t·~" 
640 PF:INTSPC(80)" CELA EST VOTRE SEULE 1:2/:::UE" _; 
650 PR HH" POUR LLI I ECHAPPER 11 

660 PRHffSPC(80) 11 VOIJ~;(" .: CHR$(64) .: Il) '·/OUS DEPLACE" ; 
670 PR I NT " AU MO'T'EN DES TOUCHES" 
680 F'RINT K 11 

690 PR I NT ·t· " 
700 PF:INT Z<-+->>=: " 
710 PRINT I " 
7 2~~1 PR H.fT M 11 

7:30 PR I ~-ff APPUYER SUR UNE TOUCHE POUF: POUF:~:U 1 VRE '' 
74(1 GET R$ : IF R$ = "" THEt·~ 74~3 
75~3 PR I NT" :111 SPC ( 40 ) 
76(1 PR I NT 11 VOTRE SCOF:E AUGMEt~TEF.:A SUI VAl-ff" 
770 PRINT" LES VALEURS DE : " 
780 PRINTSPC(42)CHR$(C( 1)) .. " 
790 PRINTSPC<42)CHR$(C(2)) .. " 

5~~1 

U3 
1 

UHE 

POINT" 
PO I t-ff::;" 
POINTS" :=:00 

810 

:=:40 

860 
:=!?C1 
8:::~1 

890 
900 
910 
920 
930 
940 
95(1 

PRINTSPC(42)CHR$(C(3)) , " 
PR I NTSPC < 80) "APPUYER SUF~ 
GET R$ : IF F~$ = " " THEt·~ 

RETUF~t" 
POKE 1024+MM,32 
F~EM 

TOUCHE POUR POUR:;:;u I VF.:E" 

IF XM < XJ THEN XM = 
IF XM > XJ THEN XM = 
IF YM > YJ THEN YM = 
IF YM < YJ THEN YM = 
MM = XM + 40*YM 

XM + FF +(XM+FF~39 ) 

XM - FF + (XM-FF<l> 
YM - FF + (YM-FF<l > 
YM + FF + <YM+FF>24 ) 

IF MM > 999 THEN MM = 999 
IF MM < 0 THEN MM = 0 
IF PEEKC1024+MM) = 0 THEN 
POl<E 55296+MM,0 
POKE 1024+MM, 2E: 

10::::0 

'--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~--
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960 RETURN 
970 F~EM 
980 Pm( Ë 1024+JJ, 32 
99(1 GET ~ R$ 
1 000 IF R$ = "Z" THEt-1 ~<J = :.-~ .J - · 1 
1010 IF R$ = 11 >< 11 THEN :•<:J = >•:_1 + 1 
1020 IF R$ = ''1<" THEN 'T'-T = 11".J 1 
1 (130 IF R$ = 11 M" THEN 'T'.J = 'r' J + 1 
1040 JJ = YJ*40 + XJ 
1 (15~:1 REM 

IF >=: . ..r 
IF >~.J 

IF 'r'J 
IF 'r'J 

1060 IF VAL CMI0$(T!$,4,1)) = 3 THEN 1080 
1 O?C1 RETURN 

1080 REM ** 
1090 POKE 54278,13 
1100 POKE 54276,17 
1110 POKE 54272,2 
1120 POKE 54273,2 
1130 FOR T== 1 TO 200 : ME><:T T • 
1140 POKE 54276,128 
1150 POKE 54273,2 
1160 PRit..fT 11 ~ LA PARTIE EST TEPMit·~E" 

1170 PF.:INTSPC(40 ) " :::;COF.:E" .. PC 
1180 IF P0 ( PC THEN P0 = PC 
119€1 PRINTSPC<4C1) " MEILLEUF.:E SCOF.:E'' .. p~:1 
1200 PF~INTSPC(40 ) " UNE AUTPE PAF.:TIE <O.-·-'l··D 

1210 GET R$ : IF R$ =1111 THEN 1210 
122(1 IF R$ = 11 0 11 THE~~ PC = '€1 : GOTO 120 
1230 IF R$ <> 11 t-1" TH~~~ 1210 
1240 PF.:INT" AU REVOIF.'." 
1250 FOR T=54272 TO 54296 
1260 POKE T , 0 : NEXT T 
1270 END 

F~EAD'T'. 

-=~ (1 

- ::::9 _.:· 

... · . .,_ ~:1 

) · 24 

COMMODORE 64 

TH Et·~ >=: .J - :::: ~'.:. CiOTü .toi:;o 
THEM :=< .J -- 0 

THEM 'r'.J = 24 GOTO 1.~)5ü 

THD·~ 'r' .J - 0 

LE PALAIS DES HACHES 
Ce ne sont pas des serpents sifflant sur vos têtes mais, 

dans ce palais aux nombreuses salles, des haches menaçantes 
qui se balancent au-dessus de vous. Essayez, en un temps 

record, de parcourir le maximum de salles sans vous. blesser ... 

1 0 PF: I l·,IT ":':l VISITEZ CHAQUE SALLE DU" 
20 PF ll'H ")!l F'ALA I S OE:3 HACHES " 
30 F'R I ~-n " :!!l SAt~S VOUS FA I PE E:LESSEF"'. F'AP" 
40 PR I MT " :Il C•ES HACHES QUI SE BALAt..iCEtH " 
50 PR I tH 11 :'1 AU DESSUS DE VOS TETE:3" 
60 F'F.~ I t~T ":allil ATTEIGNEZ LE NUMEF.~0 DE::; SALLE '.3 " 
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70 PR I t4T 11 :tl.l Ali MOYEt4 DES TOUCHES = 
11 

:30 PRINT 11~ ). POUR ALLER A DROITE" 
90 PR I l··ff " :li <, POUR ALLER A GAUCHE 11 

100 PR I t4T ":dl ET DE LA E:ARRE ESPACE 
110 PF~ 1 t4T 11 )Il POUR CHANGER DE DIRECT I OM 11 

12(1 PF~ I t·ff " DE HAUT EN BAS" 
130 FOR T=l TO 5000 = NEXT T 
14(1 
150 
160 
170 
180 

D:x: 
Dl 
t-H 
>::1 
•• ···=-·' .... , ... 

= 
= 
= 
= 
= 

0 O'T' = 
~, 

.:.. : 02 :::;;; 

(1 : N2 = 
50 : :x:2 
125 ; Y'T' 

1 SH3 DI M TD ( 6, 2) 

'? ._, 
-2 
1 

= 200 
= 1 ·-·C" 

~-' 

2cn:::1 TD ( 1, 1) = 1 : TO ( 1 > 2) = -1 
210 TD C2, l) = -2 : TD(2,2) = 1 
220 T0(3.1) = 1 : TDC3,2) = -1 
2~:0 T0<4 .. 1) = 1 ~ TD(4, 2) = 1 
240 T0 ( 5,1) = -2 : TD(5,2) = ~2 
250 T0<6,1·) = 1 : T0(6,2) = 1 
26C.::1 F~EM 
270 DIM TC(6,2) 
280 TCCl,1) = 50 
290 TC(2,1) 
~;0(1 TC(3 , 1) 
:310 TC ( 4, 1 ) 
~:20 TC(5 .. 1) 
330 TC(6,1) 

= 
= 
= 
= 
= 

125 
200 
50 

125 
200 

340 POKE 54277,102 
350 POKE 54278,128 
360 POKE 54276,17 
370 POKE 54272,233 
380 POKE 54296 , 15 
390 t42 = 1 
400 V = 53248 
410 POl<E V+30, 0 
420 F'O.(E V+40 , 4 
430 POl<E V+41,8 
44(1 PŒ<E V+42 , 6 
450 POl<E V+43 .. 0 
460 POKE 2040 , 13 
470 POKE 2041,14 
480 POKE 2042,14 
490 POKE 2043,15 
500 FOR I=832 TO 8~4 
510 REAO Q 
52C1 PŒ<E I , Q 

530 · t4E>ff I 
540 FOR I=896 TO 958 
550 F~EAO Q 
560 Pm<E I, Q 

570 NE~:T I 

TC(l,2 ) 
TC(2,2 ) 
TC<3.-2) 
TCC4,2 ) 
TC(5,2) 
T1::(6 .. 2) 

580 FOR 1=960 TO 1022 
590 F~El=tO G! 
600 PŒ<E I .. Q 

READ'T'. 

610 ~~E><T I 
620 GOSUB 1720 

= 50 
= 200 
= 50 
= 200 
= 50 
;: 200 

\ . 



630 PRit·ff Il!:!" TAB0::27) "N0 DES 
640 
650 
66(1 
670 
680 
690 

700 
710 
720 
730 
74(1 
750 
76(1 

PRINT 
F~EM 

Pm::E 
POKE 
i;~EM 

POKE 
PO.<E 
PCIKE 
POKE 
PC1KE 
POKE 
PCIKE 
POKE 

TAB(30) 

"'1+21 .• 31 
53281 , 0 

V, ~<E 

V+1 .• YE 
V+2,X1 
V+3,100 
'·.J+4 .. >c:2 
V+5,150 
\l+6 .. x:x: 
V+7,YY 

77(1 Tl$ = 11 000000 11 

780 GOTO 1120 

Il VISITEES 11 

SALLES" 

790 POKE 54273,30-VALCMIO$CTI$ ,6, 1 )) 
8(10 IF PEEK ( 203) = 64 THEt-~ 870 
810 POKE V+23,VAL<MI0$(Tl$ , 5,1 )~ 

820 IF PEEKC203 ) = 47 THEN DX = DX-1 
830 POKE V+29,VAL(MI0$(T!$,5,1)) 
840 IF PEEK(203) = 44 THEN DX = OX+l 
850 IF PEEK<203) = 60 THEN DY = - DY 
860 POKE 54273.72 
870 REM 
880 XX = XX + DX 

1130 XE = XE 
1140 YE = YE 
1150 IF YE :> 
1160 REM 
1170 tH = t-11 
1180 t·~2 = t-~2 

1191.::1 IF N2 > 
12~30 I F t-H ) 

F~EFIO 'T'. 

76 

+ 
+ 
50 

+ 
+ 
6 
6 

EX 
EY 

At-m 

1 
1 
THEN 
THEM 

'T'E ·: .- 2 00 THEN 125ü ~ 

N~, .::.. = 1 
N1 = 1 

GOTO :370 

OOTIJ :::70 

·=- ·=· _, .. _, = 1 
·=··=· -··-· = 2 
·=· ·=· _ ... _. = ·::· -· 
~: ~3 ·- 4 



1210 EX= (îC(N2,1) 
1220 EY = (TC<N2,2) 
1230 XE= TCCN1.1) 
1240 YE = TC ( Nl , 2) 
1250 POKE V,XE 

TC< t-~ 1 , 1 ) ) .. ·· 75 
TC 0:: N 1 , 2) ) ,.. 75 

1260 POKE V+l,YE 
1270 REM 
1281:°::1 
1290 
1300 
1310 
1320 
13:30 
1340 
1350 

;.:: 1 = 
IF ~-< 1 
>::2 = 
IF )1.2 
PO~~E 

POKE 
GOTO 
REM 

>:: 1 + 01 ,... 
.... 50 OR 

>::2 + 02 
( 50 OR 

V+2.Xl 
V+4,X2 
790 

::-c:l > 200 TH Et·~ 

::<2 ) 20~3 THEt-1 

1360 IF SJCSS) = 1 THEN RETURN 
1370 FOR T=l TO 100 STEP 2 
1380 POKE 54273,10+T 
1 ~:90 t-IE>::T T 
1400 SJ ( SS) = 1 
1410 SJ = SJ + 1 
·1420 PRINTTAB<30);SS 
1430 IF SJ < 6 THEN RETURN 
1440 PRit-IT 

Dl 

02 

1450 PRINT " 
1460 PRINT 11 

VOUS AVEZ •.; I SI TEZ" 
TOUT LE PALAIS" 

= -01 

;:::; -(12 

1470 PRINT 11 EN 11 ;MIO$(TI$,3,2).;" Mit-ILITES 11 

1480 PRINT" ET ";MI0$(TI$.5,2).;" SECOt·mES" 
1490 D>:: = 0 
150J3 DY = 0 
1510 RETURN 
1520 DATA 8,48,64,13,51,192,31,255,224 
1530 DATA 31 . 255,224j63,255,240,31.255 
1540 DATA 224,31.255,224.13,51,192.8 
1550 DATA 48.64,0.48,0,0.48 . 0.0,48 , 0 
1560 DATA 0 , 48.0,0,48,0.0.48.0,0 , 48,0 
1570 DATA 0 , 48.0,0 . 48.0.0.56,0 , 0 , 56 . 0 
1580 DATA 254.16,254 
1590 DATA 0,0,0,0,0,0,0,0.0.0 , 0,0 , 0,0.0 
1600 DATA 63,0,0.30,0,0,127,255,255,127 
1610 DATA 255,255.30.0,62,63.0.0.63,0,0 
1620 DATA 127.12s.·0,127.12a.0.255 . 192.0 
1630 DATA 255,192,0.63,0.0.0,0,0,0 . 0.0 
1640 DATA 0.0.0.129,0,128 
1650 DATA 0,0 , 0,0.0,0.0.224,0,0,224,0 
1660 DATA 0.240,0,0,255,128,0,255 . 192 
1670 DATA 1.255.224. 15.255,254 . 31,255 
1680 DATA 255 , 31,255.255,31.255 , 255 
1690 DATA 15. 255 . 254,0.255 , 224 . 0 . 12 7 
1700 DATA 192 , 0,63,192,0.3 , 192. 0, 3 
17 10 DATA 128. 0.3,128,0.0.0,0.0 , 0 
1720 PRINT 11 :TI11

; 

1 730 PR I NT " r------r-------r-------. " 
1 740 PRH-IT ;, 1 1. 
1750 FOR w~1 TO 9 
17 60 PRINT "i 
1 7 70 t·~E:=-~T ~·J 
1780 PRINT " ·t -
1790 FOR W=l TO 9 

~ :3 1 Il 

1 " 

--1" 

1800 PRH-IT "1 1" 
...._~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~--'~ 

n 



READ'-r'. 

18 10 t--1 E:=< T 1.-~ 

1:320 PRit--IT "14. .-, 
"'-. 

1830 PR I NT " .....__ __ ____...____ __ _____.._ 

1840 RETURN 

READY. 

• 61 u 

__Jll 

COMMODORE 64 

CHAMP MAGNETIQUE 
. 

Un coin de paradis vous attend de l'autre côté de l'écran 
mais, pour votre malheur, vos chaussures à semelles de plomb 
sont attirées par les aimants qui jalonnent le champ que vous 

devez parcourir pour atteindre l'eden. Le temps vous 
est compté et plus il passe plus la traversée est difficile. 

10 PRHff":J" _; SPC<7) ,; "** CHAMP MACit-~ETIG:!UE ;+.:+ " 
20 PR Hff SPC < 42) 11 VOUS DEVEZ TRAVERSER UM CHAMP" _; 
30 PR un Il G!U I EST Et-l'o/AH I D .. ·AIMANTS Il 
4(1 PR nn " vous) BOUT DE FERRAILLE, Il ,; 

50 PR H--IT " VOUS AVEZ UNE AI MAt·ffAT I Ot·~" .; 
60 PF.: I NT " QUI EST 'y' I SUAL I SEE" 
70 PF.: I t--IT " EN BAS ET A DRO 1 TE DE L ··· ECl:;;:AM" 
8(1 PF~ HffSPC < 40) "ATTEH.T I 01-~ VOUS ETE::;; REPOUSSE" _; 
90 PRINT " PAR LA MEME nIMAt-HATIOH OUE VOUS" 
10(1 PP I t--IT " ET ELLE VOUS CHAt·K;E LE :::;Et-t=:;" _; 
110 PRit·H " DE VOTF~E AIMAt-HATIO~~" 

120 PF~ I NTSPC ( 40) 11 t-~E TARDEZ PAS TROP" _; 
130 PR I t--IT " CAR DES ONDES DE BARRAGE " .; 
140 PR H..jT "SE CEENT LORS DE VOS EF~REUF$ 
150 PF~ I t-HSPC ( 40) 11 OEPLACEMEt·HS : 11 

160 PRINT .. 11 Z A GAUCHE " 
170 PRH.ff, IJ :x: 
1 E:ü PR I t-n .• 11 K 
1 90 PR It-4T , 11 M 

A DROITE 11 

EN HAUT 11 

EH BAS Il 

200 PR I NTSPC ( 82) Il APPUYEF~ sur;:~ Ut·~E TOUCHE Il ,; , , .. 

210 PRIHT " POUR DEBUTER" 
220 GET R$ : IF R$ = " 11 THEt·~ 220 
2:~:0 PR It--IT ":1" ; SPC ( 7) ) 11 :+::+: CHAMP MAGt-~ET I G!IJE 
240 POKE 2023.81 
250 fi(1)=81 : A(2)=87 
26~ A<3)=81 : A<4>=32 
270 FOR 8=54272 TO 54296 
2::::~) POKE 8, 0 
290 NE:>ff 8 
::::00 8 = 1904 
310 8(0) = 32 
320 8(1) = 67 : 8(2) = 32 
330 POKE 650,128 
340 POKE 53280,l=POKE 53281,0 

78 



:350 RESTORE 
3 60 TF'. = TR + 1 
370 PF:INT"~"SPC C33 ) "t-m. : " .: TR 
380 GOSUB 1030 
390 C;OSU8 141 ~3 
400 P = 1106 : XY = P 
410 POl<E P .. 127 
420 Tl$ = "000000" 
4 3 0 PRitH"!:i 1•81" ; 
440 PRINT VAL <MIDS CTIS . 5.2)) 
450 GET F.:$ : IF RS <> "" THEN 490 
460 FOR T=1 TO 50 : NE:XT T 
470 IF VALCMIOS CTIS.4 .. 1)) = 1 THE:N 1010 
4S0 
490 
500 
5 10 
520 

GOTO 
IF F~:f: 

IF RS 
IF R$ 
IF F.::f. 

530 
= " >=: " 
= "M" 

= Jt~ ll 
,;... 

= " ~< l t 

530 :=<'1' = F· + O>=: 

THEt~ o·-· ,., = 
THEt·t 0'-" .... = 
THEN O'-" ,., = 
THEt-t O>:: = 

540 IF XY = 1941 THEN 8 70 

1 
4 f1 
-1 
-41Z1 

550 IF PEEKC XY) <> 32 THEN 600 
56(1 POKE: P .. 32 
570 p = :x:'T' 
580 POl<E P,127 
590 GOTO 4:30 
600 REM BORD OU AIMANT 

RE:AO'.f. 

610 IF PEEi< C ;c:y ) C> 86 THEH 660 : F:EM 
620 POl<E p 'j•'.) , ,J.:;,. 

6 30 p = :i<:Y + ox 
640 PO~Œ p, 127 
650 GOTO 430 
660 IF PEEK<XY) = 81 THEM 680: F~EM 
670 IF PEEK<XY ) <> 87 THEN 710 =REM 
6 80 IF PEEK<XY> <:> PEEK<2023 ) THEt-1 
690 V = 81 - C87>PEEKC2023 >>*6 
7~30 POKE 2023.V 
71~1 XY = p 
720 POKE P.1:26 
7 3 0 >::Y = XY - Dr~ 

740 IF PEEk<XY ) <>32 THEt·t 860 
750 POKE 54272 , PEEK<XY) 
760 POK.E 54273 , PEEK <XY) 
770 POKE 54276, 9 
7::C0 POKE p,32 
790 p ~ XY 
:::00 POKE p, 127 
:::10 I = INT<RNO Cl) * 3) 
820 8 = B - 1 
830 POKE B. B< I> 
840 POKE 54276.16 
850 GOTO 710 
:::60 IF XY <:> 1941 THEN 4 3 0 
~::70 REM TERMINE 
:~80 FOR T=1 TO 10 
890 POKE 5427:2 . 30 
900 POl<E 54273 , 15 
910 POKE 54276.9 
920 POKE 194L 127 
9 3(1 POKE 1941.255 
940 NEXT T 

">(" 

''C111 ..... 
E:03 

950 POKE 5427 8 , 255 
9 60 POKE 54276. 16 
9 7 0 PRINT " ENCORE UHE TRAVER:=:ER ( 0 / t·D 
980 GET R$ : IF R$ = "O" THEt·~ 340 
990 IF R$ <> "t-~" THEt-~ 9 8 0 
1000 END 
1010 PRINT " :a LE TEMPS EST ECOULE " 
1020 END 
1030 DI = 54272 CA(l) - 0 
1040 FOR X=1 TO 8 
1050 READ CA (X) 
1060 NEXT X 
1070 READ AD 
1080 READ XL 
1090 READ YL 
1100 GOSUB 1190 
.1110 POKE 194L 207 
1120 POKE 53280,1 
1130 POKE 53281,1 
1140 POKE 54276 , 8 
1150 POKE'54296.15 
1160 POKE 54277 , 203 
1170 POKE 54278.90 
1180 RETURH 
1190 REM 
1200 D = AD + 1 

REAO'r'. 

1210 F = D + >'~L-2 

1220 S1 = 1 
1230 CA = 1 
1240 GOSUB 1610 
1250 0 = F + 41 
1260 F = D + ( 't'L-2 ) :+:40 
1270 Sl = 40 
1280 CA = 3 
12 90 GOSUB 1610 
1300 0 = F + 39 
1310 F = 0 - XL+2 
1320 Sl = -1 
1330 CA = 5 
1340 GOSUB 1610 
1350 0 = F - 41 
13 60 F = D - C't'L-2 ) !1E40 
1370 Sl = -40 
1380 CA ·= 7 
13 90 GOSUB 1610 
1400 RETURN 
1410 ox = 1 
1420 FOR Z=l TO 5 
1430 GOSUB 1530 
1440 NEXTZ 
1450 ox = 40 
1460 FOR Z=l TO 5 
147 0 GOSUB 153 0 : NE:XTZ 
1480 POKE 194L32 
1490 POKE 1940, 32 
1500 POKE 190L32 
1510 POKE 1900.32 
1520 RETURt-~ 
153 0 :x: = INT <RND < D*34 > + 4 
1540 y = INT<RN0 ( 1)*18) + 4 

~ 
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1550 1 = INT(RN0(1)*2) + 1 
1560 XY = 1024 + Y*40 + X 
1570 ·POKE XY, 86 
1580 POKE XY+OX,ACI) 
1590 POKE XY-OX,A(l+l) 
1600 RETURN 
1610 FOR XY ~ 0 TO F STEP St 
1620 IF XY < 1024 OR XY ) 2023 THEN 1680 
1630 POKE XY + 01,co 

1640 POKE XY,CA(CA) 
1650 NE>ff l::'T' 
1660 POKE XY + 01. co 
1670 POKE ~~ , CA C CR+l ) 
1680 RETURN 
1690 OATA 67 , 110 , 93 . 125 ,67.109.93. 11 2 
1700 DATA 1065,37 , 22 

F.:EAD'T'. 

COMMODORE 64 

LES CHAMPS 
Une histoire bucolique où un intrus s'amuse 

à ravager votre champ de maïs. Il ne partira que quand il 
aura ramassé. son trèfle ... Aidez-le dans 

sa tâche, vous protégerez en même temps votre récolte ... 

10 PP It~T " ::r·oUR '·/OUS DEPLACER ET EMPECHER L ··· ItHRU:::;" 
20 PR I t·n" )J DE l"'~AVAGER VOTRE CHA MF' DE MAI:; " 
30 PR I MT 11 :10.l UTILISEZ LES TOUCHE:; ··· M ··· ET "Ï"~ ··· " 

40 FOR T=1 TO 3000 : NEXT T 
5~:3 F'F~ un Il :-J LES CHAMP:=; If 

60 Pm::E 532:31 .. 9 
70 F·m:~E 650 .• 128 
::::0 I M = 1 
9 0 PE = 1744 AC= 55296-1024 
10(1 F' = ~:1 

110 F'::<· :e PE 
120 Pl = 1024 + 100 
13(1 TF.'. = -4 
14~3 GOSUB 580 
15(1 REM 
160 FOR X=1065 TO 
170 TR = TR + l 
180 POKE X+AC.5 : 
190 POKE ::-.; + 1 .• 32 
2~30 t~E::<T >:: 
210 F.'.EM 
22~3 GOSUB 670 

1703 

POKE 
POKE 

RI = PI 

STEP 

::< .• 8:3 
~"<+2 J 32 

230 IF MA ( 20 THEN 220 
240 REM POSE DE LA CLOTURE 
250 IJOSUB 730 
2 60 REM 
27~3 GET F.:$ 
280 IF R$ = "" THEN 42~3 

? 
1 

290 IF INT(TI / 100) = TT THEN 320 
300 TT = INT < TI ~ 100) 

310 GOSU8 670 
'32~3 IF R$ = 11 1'1 11 THEt-~ DX = l 
330 IF F.:$ = "t·4" THEi-~ o:x: = -1 
3 40 POKE PX.32 : POKE PX+l,32 
350 POKE PX+2. 32 : POKE PX+3,32 
360 P = P + DX + C( P + DX >36) - CP + DX < 1 )) 
:;:70 p:.:: = PE + P 
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380 POKE PX+AC,0 : POKE PX+l+AC.0 
390 POKE PX+2+AC,0 
400 POKE PX,65 : POKE PX+1,90 
410 POKE PX+2,65 : POKE PX+3,111 
420 ~:EM 
430 X = INT<RN0(1)*5-2) 
440 'T' = n~ 
450 RI = PI + CY*40 + X) 
460 IF TR = 0 THEN 780 
470 IF RI < 1024 THEN RI = RI + 80 : IN = +1 
480 IF RI > 2023 THEN RI = RI - 80 : IN = -1 
490 IF RI=PX OR RI=PX+l THEN IN = -1 =GOTO 260. 
500 IF RI=PX+2 OR RI=PX+3 THEN IN = -1 =GOTO 260 
510 IF PEEK CRI) = 87 THEN MA = MA -1 
520 IF PEEK (RI> = 88 THEN TR = TR -1 
530 IF PEEK CRI) = 107 OR PEEK (RI) = 115 THEN 420 
540 POKE PI.32 
550 PI = F:I 
560 POKE PI+ AC.1 
570 GOTO 260 
580 REM 
59~) AE = 1 ~324 
600 DX = 1 : 80 = 0 

F.:EAOY. 

POKE PI .. 94 

610 FE = 2023 = FC = 56295 
620 FOR X=PE TO PE + 38 STEP 3 
630 POKE X+AC.15 
640 NE:,::T ~-:: 

650 TT = INT(TI / 100) 
660 RETURt·~ 
67~) F~EM 

680 Z = INTCC2023-PE-40)*RN0(1)) + PE+40 
690 IF PEEK(Z) = 87 THEN 720 
700 POKE Z+AC,7 : POKE Z.87 
710 MA = MA + 1 
720 RETUR~~ 
730 FOR X=1024 TO 1984 STEP 40 
740 POKE X+AC,0 : POKE X.107 
750 POKE X+AC+39,0 : POkE X+39.115 
760 NEXT :=<: 

770 RETURt·~ 

7:=:o REM 
790 PR I t·ff 11 :1 L ·' INTRUS VOUS A MANGE TOUT LE TREFLE" 
:;::oü PR I NT 11 MA 1 S VOTRE CHAMP DE MAIS 11 

810 PRINT" A UN TAUX DE GERMit-~ATIOt-~ " 
82E1 PR I NT " ACTUEL DE " ~ MA/20; 11 ;:..~ 11 

:3:30 Et·m 
840 IF 80 > SC THEN 80 = SC 
:?.50 PR I t..{T ")!IJ DESIREZ-VOUS RECOMMEt~CER" _; 
:360 PF~ I t~T "CAR IL RODE TOUJOURS. < O/N) " 
:370 GET R$ 
:380 IF F<:$ = "0 11 THEi-~ 80 
890 IF R$ <> "t·~ 11 THEN 870 
90ü F'R I tH ":1 BON POP CORI-~ " 

PEROY • 
..__~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~......J~ 
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COMMODORE 64 

NIGHT MISSION 
En face de vous, un char et un avion. Votre 

mission: les détruire l'un et l'autre. Un conseil, ne pas 
perdre la tête-et jouir de réflexes à 

toute épreuve, car ils se défendent avec acharnement ... 

READY. 

10 
20 POKE53280,3:POKE~3281,3:POKE646,5 
30 V=53248:POKEV+16,0:POKEV+21,n 
40 PRINTCHR$(147>;CHR$(142>;CHR$(8) 
45 PRINT O" 
50 PR I NT rri , r r-.... ,-~. T , .... -~. , r rri 

60 PR I NT 1--i 1--" 1 ~ • 
70 PRINT ...... -' 1.. ._.,. ..J L. 

72 PRINT =l ,., r. 
75 PRINT V 

80 PR I NT '::1 '"" ,-., .~. ,...--..... ,---., .. -. ,r---, ,-~. 

90 PR I NT" 1 ._.,,. l 1 1 ~-.1 1 ,.-· 11 1 ,~.I 1 .. -.,1 
92 PRINT" 1 .--, 1 1 1 1 "'"-. 1 ..._, 11 1111 1111 
95 PRINT"ml 1 1 1 1 1 '--... 1 .......... 1 1 1 1 1 Il 1 1 1 1 
96 PRINT" 1 1 1 1 1 ,,..-.-' 1 r""I Il l'-'I 1111 
98 PRINT" 1 .._,. V .._.., ..__.. ,_.. , __ , '~' • . ..) 

100 PRINT 1 1 
105 PRINT 1 1 
108 PRINT 1 1 

.. -.. 
1 '-., 
1 ··~. 

110 PRINT 
120 PRINT 

'------------------~· 
,_ 

., . 

130 PRINT 
140 PRINT 
150 PRINT 
155 
160 REM PRESENTATION 
165 
170 REM CHRGT DES SPRITES 

~. 

1 ,_. 

... /. w1'.;·· u.:' 

.. .. ~""y' 

' · 

., .· . 

175 
180 
190 
200 
210 
220 
230 
23~ 

238 

FORN=OT062:READQ:POKE245*64+N,Q:NEXT 
FORN=OT062:READQ:POKE246*64+N,Q:NEXT 
FORN=OT062:READQ:POKE247*64+N,Q:NEXT 
FORN=OT062:READQ:POKE248*ô4+N,Q:NEXT 
FORN=OT062:READQ:POKE249*64+N,Q:NEXT 
FORN=OT062:READQ~POKE250*64+N,Q:NEXT 

FORN=OT062:POKE251*64+N,O:NEXT 1-~~~~~~~~~~~~~~~~~~ 0 ~-Q 
240 REM DATAS AVION 
2~0 DATAo,o,o,o,o,o,o,o,o,o,o,o,o,o,o 
260 DATAO,o,1,o,o,3,0,4,7,0,12,15 
270 DATA~B,28,31,62,60,63,231,255,255 
280 DATA255,51,63,63,255,25~,28,0,0 
290 DATAo,o,o,o,o,o,o,o,o,o,o,o,o,o,o,o,o,o 
300 
310 REM DATAS TANK 
320 DATAo,o,o,o,o,o,o,o,o,o,o,o 
330 DATA0,0,3,0,0,6,0,0,12,0,128,24 
340 DATA0,128,48,0,128,96,0,156,192,3,255,128 
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350 DATA7,227,12B,15,255,192,15,255,192 
360 DATA3,254,0,63,255,252,64,0,2,156,231,57 
370 DATA64,0,2,63,255,252 
380 
390 REM DATAS BOULET 
400 DATA112,o,o,24s,o,o,24a,o,o,112,o,o 
410 DATAo,o,o,o,o,o,o,o,o,o 
420 DATAO,o,o,o,o,o,o,o,o,o 
430 DATAo,o,o,o,o,o,o,o,o,o 
440 DATAo,o,o,o,o,o,o,o,o,o 
450 DATAO,o,o,o,o,o,o,o,o,o,o 
460 i 

470 REM DATAS HELICO 
480 DATAo,o,o,o,o,o,0,2,o 
490 DATA7,2ss,2ss,o,2,o,12a,2,o 
500 DATA192 9 15,128,224,63,252,255,245,198 
510 DATA3,250,255,0,29,127,0,7,252 
s20 DATAo,o,o,o,o,o,o,o,o 
530 DATAo,o,o,o,o,o,o,o,o 
540 DATAO,o,o,o,o,o,o,o,o 
550 
560 REM DATAS NUAGE 
570 DATAo,o,o,o,o,o,o,o,o,o,o,o 
580 DATAo,o,o,o,o,o,o,o,0,0,12,o 
590 DATA0,30,0,6,63,0,15,63,48 
600 DATA127,255,120,255,255,254 
610 DATA255,255,255,127,255,254 
620 DATAo,o,o,o,o,o,o,o,o 
630 DATAo,o,o,o,o,o,o,o,o 
640 
650 REM DATAS LUNE 
660 DATAO,o,o,o,o,0,0,124,o 
670 DATAl,255,0,7,255,192,15,255,224 
680 DATA31,248,48,63,240,0,63,224,0 
690 DATA63,192,0,63,192,0,63,192,0 
700 OATA63,224,0,63,240,0,31,248,48 
710 DATA15,255,224,7,255,192,1,255,0 
720 DATAo,124,o,o,o,o,o,o,o 
730 
740 PRINTCHR$<147):POKE53280,0:POKE53281,0 
750 FORT=1T030:POKE1104+INT<RNO<l>*BOO> ,46:NE~TT :REM ETOILES AU HASARD 
760 FORT=1944T01983:POKET,160:POKET+54272,9:NEXT 
770 REM SOL 
772 PR I NT" i=flllllll'J11l1J11J1J1JIJ11J11J1lllllllllllllllllllll.._ ~ 

773 PRINT" 'IT ""W ~ ;fi" "Ill 
774 PRINT" El"' .. ;fi" "'W W- "Ill 
775 PRINT" El"' "'lllla"' ~ :P' "'Ill 
780 
790 REM INITIALISATION DES SPRITES 
800 REM COULEUR 
810 POKEV+39,1:POKEV+40,11:POKEV+41,7 
820 POKEV+42,14:POKEV+43,1:POKEV+44,7 
825 POKEV+45,14 
830 REM EMPLACEMENT 
840 POKEV,220:POKEV+1,140 :REM AVION 
850 POKEV+2,0:POKEV+3,213 :REM TANK 
860 POKEV+4,0:POKEV+5,225 :REM BALLE 
870 POKEV+6,0 :REM HELICO 
880 POKEV+B,85:POKEV+9,145 :REM NUAGE 
890 POKEV+10,255:POKEV+11,170:REM LUNE 
892 POKEV+12,170:POKEV+13,152:REM LASER 
895 REM IMAGE DESIGNEE 
898 FORT=OT06:POKE2040+T,245+T~NEXT 
899 POKEV+21 9 63:POKEV+29,80 
--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~ .... 
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900 REM BOUCLE PRINCIPALE 
990 POKEV+7,INT<RNCC1)*100)+100:CC=PEEKCV+7):POKEV+30,0 
995 FORC=OT0255STEP8 
1000 D=PEEKC56320> 
1010 IFD=126 THEN Y=Y-3 
1020 IFD=125 THEN Y=Y+3 
1025 IFD=111 THEN POKEV+21,127:GOT01030 
1028 POKEV+21,63 
1030 IFY >200 THEN Y=200 
1040 IFY<70 THEN Y=70 
1050 POKEV+1,Y:CC•CC-1:IFCC<OTHENC=O 
1060 A=A+5:IFA>240THENA=O:POKEV+5,225:AN=INT<RND<1>*5>+1 
1070 POKEV+2,A :REM TANK 
1080 B=B+5:IFB>240THENB=O:JK=INTCRND<1>*220)+30 
1090 POKEV+4,B+10 :REM BALLE 
1092 POKEV*13,Y+12:CO=PEEKCV+30> 
1094 IFC0=90RC0=15THENFORT=1T0255:POKE53270,T:NEXT:POKE53270,200:GOT01400 
1095 IFB>JK THEN POKEV+5,PEEK<V+5>-AN 
1098 IFC0=50RC0=11THENFORT=1T0~50:POKE53281,T:NEXiT:GOT01400 
1100 S=S+8: PRINT"i:i::i6CORE: 11

; S 
1102 IFC0=720RC0=79THENFORT=1T020:POKEV+42,0:POKEV+42,14:NEXTT:S=S+500:GOT0990 
1105 POKE 16064, RND < 1 > *255: POKE 16065, RND < 1 ) *255: POKE 16066, RND < 1 > *25.5 : REM L.ASE~~: 
1110 POKEV+6,C:POKEV+7,CC :REM HELICO 
1120 NEXTC:POKEV+6,0:GOT0990 
1400 FDRT=1T024:SYS59626:NEXT 
1500 POKEV+21 , 0: PR I NTCHR$ < 14 7 > : PR I NT" :•1•1•1•1•1•1•1•1•1•1•••············"* GAME OVER *" 
1510 FORT=1T02000:NEXT:FORT=1T024:SYS59626:NEXT:CLR:RESTORE:RUN 

READY. 

READY. 

COMMODORE 64 

TARZAN 
Jane est très séduisante, les colliers lui vont à ravir. Pour 

trouver grâce à ses yeux, vous vous transformez en pêcheur 
de perles. L'océan n'a plus de secret pour vous mais attention 

à ne pas manquer d'air! Et au requin affamé qui rôde ... 

READY. 

5 REM TARZAN 
10 POKES3269,0:REM ETEINDRE SPRITES 
20 POKE650,128:V=S3248 :REM REGISTRE 
25 GOSUB2000 
30 POKE53280,14:POKE53281,14:POKE646,1 
40 PRINTCHR$(147>;CHR$C142>;CHR$(8) 
50 PR I NT" :Y,..--.,..-.. ,.----..._ ..--.. r --. ,----.. 

60 F'RINT"~ 1 1 1 / 
70 PR I NT" :~ 1 1 1 1 1 ./ 
80 PR I NT " :~ ...------.i J---1-.. / 
90 PR 1 NT" :~ 1 1 1 1 / 
92 PRINT"-..._~ ....1. ....1. ....1. ....1. ....1. 
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r r . 
1 1---L--. 

93 PRINT" 
94 PRINT" 
95 PRINT" 
96 PRINT" :Il 
97 PRINT" 
98 PRINT" 

L ".-J .. .-J t.,--..,1 ··--' ..J L 

100 PRINT"I~" 
105 PRINT"/ / '-. '-./ 
110 PRINT"'-/ '-./ '-./ 
115 PR I NT " 1 '-. '- / 
120 PRINT" '-./ ./ /'./ 
125 PRINT" V'../ 

.J. 

130 PRINT" '-./ ~I /Il 
135 PRINT" 1 r.t-~I 

136 POKE56175,8:POKE56215,8 
138 PRINT" :r1 

(·--.. , . .-·-.,· 

'-./ 
·-./·-.. --, ...... / 

' .. / ./ 
.... ....,.,,.-

" 
139 PRINT" :n . ::Il": POKE 1903, 160: POKE1943 , 160 
140 FORT=1944T02023:POKET,160:POKET+54272,8:NEXT 
142 REM CHARGEMENT DES SPRITES • . 
150 FORN=OT062:READQ:POKE245*64+N,Q:NEXT 
160 FORN=OT062:READQ:POKE246*64+N,b:NEXT 
170 FORN=OT062:READQ:POKE247*64+N,Q:NEXT 
180 FORN=OT062:READQ:POKE248*64+N,Q:NEXT 
190 FORN=OT062:READQ:POKE249*64+N,Q:NEXT 
200 FORN=OT062:READQ:POKE250*64+N,Q:NEXT 
205 FORN=OT062:REAOQ:POKE2~1*64+N,Q:NEXT 
210 REM DATAS TARZAN DEBOUT 
220 
230 
240 
250 
260 
270 
280 
290 
300 
::sio 
320 
325 
330 
340 
350 
360 
370 
380 
390 
400 
410 
420 
430 
440 
450 
460 
470 
480 
490 
500 
510 
520 
530 
540 
550 
560 
570 

DATAO,o,o,o,e4,0,0,168,0 
DATA0,236,o,o,1~2,0,0,168,0 
DATA0,32,0,10,170,128,10,170,128 
DATAB,168,128,8,168,128,8,220,128 
DATA0,116,0,0,136,0,0,136,0,0,136,0 
DATA0,136,o,o,136,0,0,136,0,0,136,0 
DATA2,138,0 
REM DATAS TARZAN #1 
DATAo,o,o,o,o,o,o,o,o 
DATAo,o,o,o,o,o,o,o,o 
DATAo,o,o,o,o,o,o,o,o 
DATAo,o,o,o,o,e,o,o,40,0,164,160 
DATA162,174,128,170,166,8 
DATA170,172,40,162,166,160 
DATA2,130,128,10,0,0,40,0,0,32,0,0 
REM DATAS TARZAN #2 
DATAo,o,o,o,o,o,o,o,o 
DATAo,o,o,o,o,o,o,o,o 
DATAo,o,o,o,o,o,o,o,o,o,o,o 
DATA32,0,0,40,0,0,10,26,0 
DATA2~186,138,32,154,170 

DATA40,56,170,10,154,138 
DATA2,130,128,0,0,160,0,0,40,0,0,8 
REM DATAS BARQUE 
DATAo,o,o,o,o,o,o,o,o 
DATAo,o,o,o,o,o,o,o,o 
DATAo,o,o,o,o,o,o,o,o,o,o,o 
DATAo,o,o,o,o,o,o,o,o,o,o,o 
DATA255,255,255,127,255,254,63,255,252 
DATA31,25S,248,15,255,240,7,255,224 
DATA3,255,192 
REM DATAS PERLES 
DATA0,0,0,0,60,0,0,25S,O 
DATA1,223,128,3,191,192 
DATA?,127,224,6,255,224 
DATA14,2SS,240,15,255,240 
DATA15,255,240,7,2S5,224 

--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~--'~ 
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580 DATA7,255,224,3,255,192 
sqo DATA1,2ss,12e,o,2ss,o,o,60,o 
600 DATAo,o,o,o,o,o,o,o,o,o,o,o,o,o,o 
610 REM DATAS REQUIN! 
620 DATAo,o,o,o,o,o,o,o,o,o,o,o 
630 DATA0,112,0,0,56,0,0,28,0,o,2a,o 
640 DATA192,31,192,96,2~5,248,51,255,238 
650 DATA31,255,255,31,25S,224,55,255,252 
660 DATA97,255,248,192,127,126,0,0,0 
670 DATAo,o,o,o,o,o,o,o,o,o,o,o 

680 REM DATAS ROCHERS 
690 DATAo,o,o,o,o,o,o,o,o,o,o,o 
700 DATA0,1,o,o,3,128,0,15,192,1,159,224,3,254,240 
710 OATA7,252,120,3,254,240,7,25S,240 
720 DATA31,159,252,63,191,252,31,223,252 
730 DATA7,255,56,15,255,252,15,252,124 
740 DATA31,254,248,15,2~5,240,0,0,0 
800 
850 
860 V=53248 
900 REM AFFICHAGE DECOR 
1000 POKEV+28,1:POKEV+39,9:POKEV+38,0:PDKEV+37,B:POKE2044,251 
1002 POKEV+S,25 
100~ POKEV+23,16:POKEV+9,203 
1006 POKEV+43,11 
1010 POKE2040,245:POKE2041,248:POKE2042,250:POKE2043,249 
1020 REM FORMES DONNEES AUX SPRITES 
1030 PRINTCHR$(147> 
1040 PRINT":•l•t•llt•t~" 
1050 FORT=1T016:PRINT"~ !!":NE XT 
1060 PR I NT" irtlt•t1t1t1t1t1t1t1t1t1t•lll.l•lllll!IJ" 
1070 PRINT" :1 / / 'V' '-. 
1080 PR I NT" :1 '-.../ / / -... ~_... -.._.,-
1090 PRINT" ~ 1 '-. 1 'V' ··--~--·· ,..-· ·-, .. 
11 OO PR I NT 11 ~ '-.../ / /'v,. .,_ ·-.. , ·-·-~---··./ 

1105 
1108 
1109 
1110 
1112 
1115 
1118 
1120 
1130 
1140 
11~0 
1200 
1210 
1220 
1230 
1240 
1242 
1243 
1250 
1260 
1270 
1280 
1290 
1300 
1310 
1320 
1325 
1330 
1340 

96 

PRINT" :1 -..,. .. ,./ 
PRINT" ~ ........ ./ ......... ,,. 
PRINT": _ .. 
PR 1 NT" i:tlt•J rit-.. 1 / • ··, __ ,.... 
PR I NT Il m:~ ... •'v 
PRINT" l'it-:f ..- •'-J PR I NT" ~rf r :l.._ ______ _ 

PR INT" ni,.- 1 '-. ~1.. -
FORT=1984T01990:READQ:POKET,Q:NEXT 
DATA16,5,18~12,5,19,58 
REM MESSAGE PERLES SANS SCROLLING 
POKE1999,31:POKE56271,11 
POKEV+16,19:POKEV+40,11:POKEV+41,12:PDKEV+42,1:POKEV+29,54 
POKEV+l,88:POKEV+3,9S:POKEV+21,27 . 
FORT~90TOOSTEP-1:POKEV,T:POKEV+2,T:FORI=1TD12:NEXTI,T 
FORT=1T03 ~REM 3 SAUTS 
FORY=88T075STEP-1:POKEV+1,Y:FORI=1T05:NEXTI,Y 
FORY=7ST088:POKEV+1,Y:FORI=1T05:NEXTI,Y 
NEXTT:POKE2040,246:POKEV+21,31 
POKEV+16,18:POKEV,255 
FORX=255T0245STEP-1 :REM PLONGEON 
POKEV,X:POKEV+1,Y:Y=Y-1 
NEXT 
FORX=245T0210STEP-1 
POKEV,X:POKEV+1,Y:Y=Y+1 
NEXT 
FORT=OT090STEP2~POKEV+2,T:PDKEV,PEEK<V>-.5:NEXTT:X=164:Y=113 
PRINT"ï=910XYGENE:":POKEV+30,0:PC=1 
FORC=1032T01060:POKEC,90:NEXTC 

----" 



1342 POKEV+7,227:IFPC=OTHEN1360 
1345 POKEV+6,INTCRND<1>*200J+55:PC=O:POKEV+21,31 
13~0 REM BOUCLE PRINCIPALE 
13~5 FORW=OT0255STEP6 

1360 D=PEEK<56320):C=C-0.11:IFC<1032THEN1550 REM OXYGENE??? 
1370 IFD=126 THEN Y=Y-3 
1380 IF0=119 THEN X=X+4:POKE2040,247 
1390 IFD=125 THEN Y=Y+4 
1400 IFD=123 THEN X=X-4:POKE2040,246 
1410 POKEV+4,W:POKEC,32 
1415 IFY<98ANDPC=1THENPOKE1990+PP,81:Y=98:GOT01345 
1420 IFX(32THENX=32 
1430 IFY<98THENY=99:GOT01340 
1440 IFX>254THENX=254 
1450 IFY>219THENY~219 
1500 POKEV,X:POKEV+l,Y:Y=Y-1 
1510 IFPEEK<V+30)=5THEN1590 
1520 IFPEEK<V+30) 29ANDD=111THENPOKEV+21,23:PP~PP+1~PC=1 :REM PREND UNE PERLE 
1525 IFPP28THEN1599:REM NB DE PERLES 
1530 NEXTW:POKEV+5,INT<RND<1>*110 )+105:GOT01355 :REM FIN DE ~OUCLE 
1540 
1550 POKEV+39,6:POKE2040,245 
1560 FORY=PEEK<V+1)T0105STEP-.5:FORI=1T010:NEXTI 
1570 POKEV+1,Y:NEXTY:FORT=1T0500:NEXTT 
1580 POKE2040,246:POKEV+1,98:POKEV+21,0:GOT01595 
1590 FORT=1TOBO:XO=INT<RND<1>*10>+X:YO=INT<RND<1>*10>+Y 
1592 POKEV,XO:POKEV+l,YO:NEXT 
1595 POKE~3280, 4: POKE53281 , 4: PR I NT" :i1l•l•l•l11l11l•l•lllllll11J" ; SPC ( 13 > " $ GAME DVER *" 
1599 FORT=1T01600:NEXTT:PRINT"::"l":POKEV+21,0:END 
1599 POKE1998,81 :REM DERNIERE PERLE 
1600 FORN=OT062:READQ:POKE252*64+N,Q:NEXT 
1610 REM DATAS JEANNE ••• 
1620 DATAO,o,o,1,as,0,1,169,0,l,237,0 
1630 DATA1,153,0,0,168,0,0,32,0 
1640 DATA!0,170,128,10,170,128,8,236,1 2 8 
1650 DATA8,168,128,8,168,128,8,220,128 
1660 DATA0,116,0,0,136,0,0,136,0,0,136,0 
1670 DATA0,136,0,0,136,0,0,136,0,2,138,0 
1675 E=PEEK<V+4>:REM POSITION REQUIN 
1680 FORT=90TOOSTEP-1:FORI=1T012:NEXTI:POKEV+2,T 
1685 POKEV+4,E:E=E+3:IFE >255THENPOKEV+5,0:E=O 
1688 NEXTT 
1690 FORY=PEEK<V+l>T0102STEP-1: POKE2040,245:POKEV+1,Y:NEXTY 
1700 FORX=PEEK<V)TQ255:POKE2040,247:POKEV,X:NEXT:POKEV+16,PEEK<V+16>+1:POKEV,O 
1710 POKEV+1,8B:POKE2040,245 
1720 FORT=OT0901FORI=1T012:NEXTI:POKEV+2,T:POKEV,T 
1722 NEXTT 
1725 POKE53280,10:POKE53281,10:POKE646,11 
1730 PRINT":'l":W=O 
1740 POKEV+21,128:POKE2047,252 
1750 POKEV+23,128:PDKEV+29 , 128 
1755 POKEV+38,8:POKEV+37,7 
1760 POKEV+28,129 :REM MULTICOLOR 
1770 POKEV+14,160:POKEV+15,153 
1780 PRINT"BRACE AUX PERLES DE TARZAN:t•l 
1790 PRINT"JEANNE PU SE CONFECTIONNER~ 

. 1800 PRINT"UN MAGNIFIQUE COLLIER .•• ~ 
1810 PR I NT" :•l,l•!fl•leJ•l:•" 
1820 PRINTSPC(12>" e 
1830 PRINTSPCC12)" -
1840 PRINTSPC <12>" 11111 
1850 PRINT"~ 
1855 PR I NT" :•leJ;~"; SPC ( 15 > "<ESPACE>" 
1858 REM SAUT 

.:il" 

--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~___. 

~ 

~ 



1860 Y=-ABS<SIN<W>*<B*rr>)+154 
1870 POKEV+15,Y:W=W+0.15 
1880 IFPEEK<203>=60THENPOKEV+21,0:PRINTCHR$C147):END 
1890 GOT01860 
2000 POKE53280,31POKE53281,3:POKE646,6 
2010 PRINT":J" 
2020 PRINT" ' . 11 

2030 FORT=1T021:PRINT"I 
2040 PR I NT" -------·· " 
2050 PR INT "~111l11l•J•11 ; SPC < 15) "TARZAN! " 
2060 PRINT"•" 
2070 PRINT"••POUR CONQUERIR L ' AMOUR DE TA :eJ" 
2080 PRINT"••IHEN AIMEE 'f:lJEANNE•' , TOI, TARZAN:lll" 
2090 PRINT"••~VEC POUR SEULE COMPAGNIE TA PIROGUE:t1J" 
21 OO PR I NT" •11111 RA CHERCHER AUX FONDS DES MERS ••..• :•J" 
2110 PR I NT" •lll:S• PERLES PRECIEUSES F'OUR POUVO I R:•J" 
2120 PRINT"••FAIRE UN COLLIER ET L'OFFRIR :t1l11 

2130 PRINT"••~ JEANNE, MAIS CE N'EST PAS SUJ" 
2140 PRINT"•ll6IMPLE CAR LES ME~S SONT PLEINES DE:t1l" 
2150 PRINT"••••••11••1111•1111FŒQUINS ! ! ! " 
2160 PR I NT" :11l111J"; SPC ( 28 > "< llBOUTON• >•• 
3000 IFPEEK<56320>=111THENRETURN 
3010 GOT03000 

READY. 

COMMODORE 64 

LABYRINTHE 

l":NEXT 

Pris au piège dans· un labyrinthe, vos pas sont 
comptés pour en sortir. Il vous faudra non seulement trouver 

la sortie en utilisant le chemin le plus 
court mats aussi le parcourir le plus rapidement possible. 

1 ü PR I t·H ":1 3ii ûN LAB'T'R I MTHE !!" 
2[1 PR I NT ")lSORTEZ DU LAE:YR I NTHE EN FA I SAtH" 
~1(1 PR I HT LE MOINS DE PAS POSS I BLE!3. " 
40 PR I t·ff :ti.l IJUAND VOUS PASSEZ Ut·4E PORTE" .; 
50 PR nn ELLE' '···'OUS E:Ot-~N IF r E DE 10 PA~; Il 
60 PR I t·ff :1!1.l AU DEPART VOLIS EM AVEZ ··· 1 OO ··· " 
70 PR I tH :li POUR VOUS DEPLACER UTILISEZ " 
80 PF:INT :l'l Z POUR ALLEZ A GAUCHE" 
510 PF~ I t-ff " >~ A DF.:O I TE" 
100 PRit·ff " M EN BAS " 
11[1 PRit-ff " ~< EN HAUT " 
120 PR I t-ff " :l!OO=tPPUYER SUR UNE TOUCHE" ; 
1 :=:0 PF~ I NT " POUF~ COMMEt·4CER" 
140 GET R$ : IF R$ = 1111 THEt-4 14~3 

150 PRit-IT":111 

160 POKE 53280,7 
170 POKE 53281 . 0 
18(1 F:ESTORE 
190 GO~;UB 740 
2~30 GOSUB 1090 
2 10 PA = 100 
22[1 F'F.: INT"!=i"SPC(33) .; PA 

88 



2:3(1 F' = 1483 
2 4(1 :X:'r' = p 
25(1 f'OKE P+D I .. 0 
260 POKE P .. 87 
27ü TI$ = "000000" 
290 T0 = 30-VAL(MI0$(Tl$ , 5,2)) 
290 PR I t·ff" !:9 1••111 

; T0 
300 IF VAL(MI0$(TI$,5,2)) > 30 THEN 330 
:310 GET F~$ ' l F R$ -~:> " " THEi-~ 35~3 

:320 GOTO 2~:0 

330 PR I t·H" i:9 LE TEMPS EST ECOULE " 
340 
350 
3€(1 
:370 
38(1 
:39ü 
400 
41(1 

GOTO 710 
IF R$ = ":>-~ .. THEt·~ DX 
IF R$ = "M" THEN ox 
IF R$ = 11z11 THEN ox 
IF F~$ = .. K 11 THEN ox 
PA = PA - ·1 XY 
PRINT 11 ~11 SPC(33); 11 

IF PA = 0 THEN 710 

= 
= 
'"" 
= 

= 

420 IF XY = 1177 THEN 660 

1 
40 
-1 
-40 

p + o ..... ,., . 
1•a•111

; PA 

430 IF PEEK(XY) <> 32 THEN 490 
44(1 POKE P.32 

46(1 F'ül<E P+OI, 0 
470 POl<E P .• 87 
4:::0 GOTO 280 
490 REM 
500 IF PEEKCXY) = 160 THEN 280 
510 FOR 2=1 TO 4 
520 IF PEEKCXY) = ACZ) THEN 560 
530 NE>::T Z 
540 PRHH" ET BIEN OU ALLEZ-VOUS?" 
550 GOTO 1410 
560 ON Z GOTO 570,580,580 , 570 
570 ON SGNCOX)+2 GOTO 650,,590 
580 ON SGNCDX)+2 GOTO 590,,650 
590 POKE P.32 
6~30 POKE P .. 32 

F~EAD'r'. 

610 P =· ::.:'r' + m.: 
620 POKE P+OI .• 0 
630 POl<E P,87 
640 PA = PA + 10 
650 GOTCI 280 
66E1 REM 
670 POKE 1137.32 
680 FOR T=l TO 500 
690 POKE 1177 , 94 : POKE 1177,112 
700 NEXT T ' GOTO 1410 

Et·m 

7 10 PRINT 11 ~11 SPC( 170); "VOUS ETES EPUI~;E ET" 
72ü PRH.ffSPC< HD "ELLE VA RESTEE VIDE" 
7:30 GOTO 1410 
740 DI = 54272 
75ü CA ( 1) = 0 
760 TI $:i= 11 (100000 Il 

770 FOR X= l TO 8 

. ·. ·.· \ 

~--"".)".-~; ~...-_ .·~· .. ':~.:;>r~f ~~,/ 
• f . ~ 

.... ; 
.·~ .. ·~· 

~ 

:.-. . ,,_;~· 

·:. • .:.°f.:f.:i.~7 
• ..:i,~t'>J( . 

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~--' 

89 

~ 



780 READ CA ( >c:) 
790 t-.IE~":T X 
800 READ AD 
810 REAO XL 
82E1 REAO YL 
:330 GOSUB 870 
840 POKE 53280,1 
850 POKE 53281,1 
860 RETUR~~ 
B70 REM 
880 D = AD + 1 
890 F = 0 + XL-2 
900 Sl = 1 
910 CA = 1 
920 üOSUB 1450 
930 D = F + 41 
940 F = 0 + <YL-2)*40 
950 S1 = 40 
960 CA = 3 
970 GOSUB 1450 
980 D ·= F + 39 
990 F = 0 - XL+2 
1000 S1 = -1 
1010 CA = 5 
1020 GOSU8 1450 
1030 D = F - 41 
1040 F ~ D - <YL-2>*40 

· 1050 St = -40 
1060 CA = 7 
1070 GOSUB 1450 
1080 RETURN 
1090 F' = 1523 
1100 L = 1 
1110 ox = 1 0 = 1 
1120 A<l) = 106 
1130 A(3) = 119 

A(2) = 
A(4 ) = 
L 

116 
111 

1140 FOR 2 = 0 TO 
1150 p = p + ox 
1160 IF P < 1064 
1170 POKE P+OI,6 
1180 POKE P,160 
1190 NE:X:T Z 

THEN 1270 

1200 L = L + 1 

REAOY. 

1210 ON 0 GOTO 1220,1230>1240,1250 
1220 OX = -40 0 = 2 GOTO 1140 
1230 OX = -1 0 = 3 GOTO 1140 
1240 DX = +40 D = 4 OOTO 1140 
1250 DX = +1 0 = 1 GOTO 1140 
1260 GOTO 1140 
1270 POKE P+40>32 POKE P+80>32 
1280 POKE P+122+0L 11 : POKE P+12:3+0L 11 
1290 POKE P+122,112 : POKE P+123,115 
1300 FOR Z=1 TO 22 STEP 2 
1310 A 2 INT(RN0( 1)*2 + 1 ) 

90 

.. ~ 
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1320 POKE 1471+Z+l+OI,12 
1330 POKE 1471+2+1 , A(A) 
1340 POKE 1471+2,32 
1350 A = INT ( RNDC1 ) ~2 + 3 ) 
1360 POKE 1043+Z*40+40+ CC1083+Z*40<1523)*40)+0I , 12 
1370 POKE 1043+Z*40+40+( ( 1083+Z*40( 1523)*40 ) ,A(A ) 
1380 POKE 1043+Z*40+((1083+Z*40< 1523 ) *40), 3 2 
1 ~:90 t~E~<:T Z 
140(1 RETURN 
1410 PRUHSPC ( 120) " OH F~ECOMMEtK:E 0:: 0 / t·D 
1420 GET F~$ : I FR$ = "0" THEM F'F.'. H-IT ":1" OOTO 160 
1430 IF R$ <> "H" THEi-~ 1420 
1440 EMO 
1450 FOR XY = D TO F STEP S l 
1460 IF XY < 1024 OR XY ) 2023 THEN 1520 
1470 POKE XY + . DI , CO 
1480 POK E XY . CA<CA ) 
1490 ME~<:T ~--:·T· 

1500 POKE XY + 01,co 
1510 POKE XY , CA(CR+l) 
1520 RETLIF~N 
1530 DATA 67 , 110,93,125 , 67.109 . 93.11 2 
1540 DATA 1025,37,23 

READ'"r'. 

COMMODORE 64 

DESSUS DESSOUS 
Un jeu de pari où l'on peut jouer seul 

face à l'ordinateur, ou jusqu'à quatre personnes. Chacun 
dispose de la somme de 1 000 F dont il se servira 

pour miser. Le but du jeu consiste à deviner si la prochaine 
carte tirée par la machine sera supérieure ou 

inférieure à la précédente. Ambiance de tripot garantie ... 

10 CLR 
:;:: 0 PF~ It4T "::'l" 
:~:~3 PR I NT 11 LE ~TEU CONSISTE" 
40 PRHff")Q A DEVINER SI LE HASARD './A 
50 PR I t4T" )Q UNE CARTE ~;UPEF.: I EUF.:E" 
60 PF~ I t·n" OU I t-IFER I EURE" 
70 PR I NT" :Ill JEU DE 1 A 4 JOUEUR:=;" 
:::ü PR I NT" )!'.[1!1 VOUS AVEZ CHACUN 1000F" 
90 PR I NT Il :~iu ORDRE DES CAP.TES 11 

Hh] PRHffSPC ( 10) 11 2 3 4 5 6 7 :3 9 10 V 

TI F.'.EF.:" 

R-.-. .. .::· 

110 ~OR T=l TO 6000 : NEXT T 
12~3 PF~ 1 t4T ":1 COMBIEN ETES-VOUS 0:: l. A 4>" 
1 :;:o GET i:;:~:t : l F R$= " 11 THEi-~ 1 ::::0 
14(1 NB = VAL ( R$) 
150 IF NB < 1 OR NB > 4 THEN 130 
160 FOR X = 1 TO NB 
170 TM CX) = 1000 

91 



190 PR It-ff 11 ~ 
2(10 T'·/$ = " 2 3 4 5 
210 TC:t= 11 •itir•r*•+ 11 

220 DIM JC(13 >4) 
230 POKE 53280,14 
24(1 CiOSUB 680 

6 7 8 910 '·/ 0 F.: 1 " 

POKE 5~:281 .. 15 

250 P = 29 • GOSUB 830 
26(1 CiOSUB 750 
270 '·l0 = V 
2E:ü CiCISUB 910 

Il 

2SH3 PR ItiT 11 ~J "'I " OU ·'S... MI SE ( F.:ETURt.P" 
~:(1(1 PF~ I NT 11 JOLIELIR M0 : 11 

310 FOR X=l TO NB 
32~3 IF TMO·O = 0 THEN PRitH" " : GOTO 4H3 
:;:30 MOO = 0 
:;:40 PR I NTX; " ll••ll•UI" ; 
350 INPUT R$(X)>MCX) 
360 IF R$00 = 11 8 11 THEN ROO = -1 
370 IF R$(X) = 11 I" THEN ROO =-1 
380 IF R$00 = "FIN" THEN 660 
~:9(1 CiOTO 35(1 
400 IF M(X) > TM<X> THEN 350 
410 NE~:T X 
420 Go:::ue 750 
430 P = 19 : GOSUB 830 
440 GOSUB 910 
450 SG ~ SGN<V-VO) 
460 PRINT TABC27) CHR$(61 + SG) 
470 IF SG = 0 THEN 520 
480 FOR X=l TO NB 
490 IF TM ( X) = 0 THEN 510 

GOTO 400 
GOTO 400 

500 TMCX) = TMCX) + M(X) * R( X) * SG 
510 t·~E>ff >:: 
52~3 PRit-ff 11 ~11 ; 

530 FOR X=l TO NB 
540 F'RIHT" .............. . : ;:-:: .; " > "TM i:: ;:-~ > .; 
550 t·~E~<:T X 
560 FOR T=l TO 3500 : NEXT T 
570 GOSUB e~:0 

580 F' = 29 
590 FOR X=l TO ~8 
600 IF TMC~) > 0 THEN 0 = 0 + 1 

F:EAO't'. 

620 IF 0 = 0 THEN 650 
630 0 = e'.1 
640 GOTO 270 
650 PRINT"~ VOUS N"'AVEZ PLUS F~IEt·~ A MISEF~ 
660 PR I t~T 11 A BIENTOT 11 

670 END 
6E:~1 REM TAPIS 
690 PF~It"T";::noo"; TAB< 17)" ,~----------
700 FOR T=l TO 12 
710 PRHff TAS( 17); 11 1 l .. 
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72(1 NEi-::T T 
730 F'Rlt-ff TRB( 17); " c 

74~1 RETLIR~·~ 

750 REM RECHERCHE CARTE 

--------·'" 

760 C = INTC4 * RNOC0) + 1) 
770 V = INTC13 * RNOC0) + 1) 
780 IF JCCV,C) = 1 THEN 760 
790 JC (V, C) = 1 
800 V$= MI0$(TVS.V*2-1.2 ) 
810 C$ = Ml0$(TCS.C*2-1.2 ) 
:=:20 F~ETURt~ 
830 REM UNE CARTE 
840 PR I NT" ~l!t~l!I" .; TAB < P) " ,..~----.. " 
850 FOR T=1 TO 7 
:?.60 PR I t~T TAB CP) ; 11 1 
::::70 t-~E~<T T 

1 Il 

::::::0 PRit..fT TAB(P).;., '·--~·" 
:::90 PRHff TA8(27) _;" 11 

900 RETURt·~ 

910 REM AFFICHAGE CARTE 
920 ~< = LENCV$) 
9:30 PRlt-ff"!:Wll!!I!Il!l" TAB<P+l) LEFT$(C$ .. l > ,; 
940 PR It-ff" 11" TAB < P+ 1); V$ _; 

950 PRINT TA8CP+4 ) ;V$ 
96~3 PRit-ff")!!I~" TAB(P+~U ,; C$ 
:_::::i7c1 PR It-ff 11 )1.00" TAB CP+ 1 ) _; '•/$ ,; 
980 PRINT TABCP+4);V$ 
990 PRINTCHRS(31) 
10(10 RETURN 

PEAO'-r'. 

COMMODORE 64 

EVASIONS 
Gardien d'un zoo un peu particulier où les animaux se 

révoltent, détruisent leurs cages et tentent de s'échapper, 
votre mission est de les anéantir avant qu'ils ne vous 

mangent ... Ne vendez pas la peau de l'ours avant de l'avoir 
tué, ce jeu à tiroirs réserve bien des rebondissements! 

: 0 CLR : PR lt-ff ":::J" 
2 0 PP I t·ff " DE DI FFEREMTES PR I Sot·~~:; " .; 
:::: 0 PP I t-IT " DES PF~ I SONt·~ IER::; " 
4i3 PF~Hff 11 :l!J SE REBELLENT " 
50 PF.: H-lT " :0.l L ... ORDRE VOUS EST DOt·4HE" _; 
6(1 PR I t-.IT " DE LES ABRTTF~Et~T" 
7 0 PF~ I NT 11 :!!l A'./Rt4T QU-·· ILS l··~E :=; ... ECHRPPEJH" 
:::o PRINT " :l!l POUF~ CELA UTILISEZ" _; 
3 0 PR I t·ff " LA TOUCHE ESPACE" 
1 ~3 (1 PR I t·ff " :lI!!J ET POUR VOUS DEPLRCEF.: " 
110 PRINT 11 :!!1 A GAUCHE --> TOUCHE ·" M.-·" 
1 2~3 PF~ l t·-lT " A DROITE - - > TOUCHE -·· M ··· 11 

--~--~~-~~~~~~~~~~~--~~--~~--~~--~~-~---
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130 FOR T=l TO 5000 •HEXT T 
140 PR I NT " :iroiJ ATTENTION LE PLUS PROCHE" .; 
15~3 PRHff " TIRE SUR VOUS" 
160 PF: un Il ET vous t-VAVEZ (Jll ... UNE VIE. Il 
170 FOR T=l TO 4000 : NEXT T 
1 ::.:0 TI$ = 11 000000" 
190 NA = 0 : NE = 0 
2 0(1 NB = 3 
2 10 (1 = 1 . 
220 TP(0) = 1284 

240 
250 
260 
27Q\ 
280 

T 
CU .-...... _, .. 
t-Œ 
H1 
HO 

= (1 

= 
= 
= 
= 
= 

: TT = 
1964 
20 
NB + 1 
0 
t-~B 

290 FOR X=l TO NB 
::::00 Cl = -D 
~:10 TO C:·O = 0 

0 

320 TP<X> = TP-(X-1) + 40 
:330 t·~E><T :•<: 
340 REM CONSTITUTION DE LA PRISON 
350 PRHff "~" 
360 FOR Y=l TO 2 
370 PRINT CHR$ ( 168);SPC(5) ; 
3 80 FOR X=l TO 29 
3 90 PRINT CHR$ ( 166) ; 
400 ~~E:=<T ~-.:; 

410 PRINT SPC(4);CHR$C168) ; 
420 t·~E:•·::T 'T' 
4 3 0 y = 1 
440 PRINT CHR$(168);SPCC5); 
450 FOR X=l TO 14-Y 
460 PRINT CHR$(166); 
4 70 t-~E~·-O:T :·~ 

480 FOR Z=l ro ·y 
490 PRINT CHR$(32) ; 
·5c10 NE~'<T Z 
510 PRINT tHR$ ( 178 ) ; 
5 2 l3 FOR Z= 1 TC1 11' 
530 PRINT CHR$ ( 32 ) ; 
540 NE>::T Z 
550 FOR X=l TO 14-Y 
560 PRINT CHR$ ( 166) ; 

580 PRINT SPC ( 4 ); CHR$(168 ) ; 
59l3 Y = 'r' + l 
600 IF Y <= N0 THEN 440 

F~EADY. 

610 POKE 53280>8 
620 POKE 53281>7 
630 GET R$ 
6 40 IF R$ = 11 

" AND T =0 THEt--1 T=CU-4~3 
65(1 PŒ<E CU, 32 
660 POKE CU- 40, 32 

OOTO :32~3 

. .. 

-~g;i::'.'."~~-'.~~~i . 4 

670 IF R$ = "t-~ 11 THEN CU= (CU-1+ ( (CU-1 >198 2>-<CU- 1<194.5> >) 
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680 IF R$ = "M" THE~~ CU=(CU+l+( (CU+1>19:::2>-<CU+1<194~;) >) 
690 POt<E eu .. 102 
700 POKE CU-40,93 
710 IF T = 0 THEN 820 
720 REM TIF~ t · 
730 POl<E T,32 
740 FOR Z=l TO N0 
750 IF T = TP<Z> THEN 1030 
760 t"E::~:T Z 
770 T = T - 40 
780 IF T < 1263 THEN T = 0 : GOTO 820 
790 IF PEEKCT) = 102 THEN T =. 0 : GOTO 820 
800 POKE T . 46 
810 REM DEPLACEMENT 
820 Z = INT(RN0(0>*NB +. 1) 
830 IF 2 > N0 THEN 930 
840 POKE TP(Z).32 
850 TP(Z) = îPCZ) + TD<Z) 
860 IF TP ( Z) = T THEN 1030 
870 IF PEEKCTP(Z)) <> 104 THEN 900 
:380 NE = t"E + 1 
:::90 GOTO 1070 
900 IF PEEK(TP ( Z)) = 102 THEN TO(Z> = -TO(Z) 
910 POKE TPCZ) , 114 
920 REM TIR DEFENSE 
930 IF TT = 0 THEN TT = TP<N0) + 40 
940 POKE TT.32 
950 TT = TT + 40 
960 POKE TT.32 
970 IF TT = CU + 40 THEN 1200 
980 IF TT > 2000 THEN TT = 0 
990 IF TT = T THEN TT = 0 : T = 0 
100~3 POl<E TT .• 58 
1010 GOTO 630 
1020 REM TUE 
1030 POKE TPCZ),32 
1~340 NA = t-.IA + 1 
1050 T = 0 
1060 REM 
1070 Nl = Nl + l 
1080 IF Nl = NB THEN 1150 
1 09~3 N0 = N0 - 1 
1100 FOR X=Z TO N0 
1110 TP(X) = TPCX+l ) 
1120 ME:>C:T :>:: 
1130 GOTO 630 
1140 REM FIN DE MANCHE 
115~Zt PRINT "!:8 PRISO~~ N0 11 

.; t-18-~:; 

1160 PRINT t·~E; 11 EVASION(S ) " .: t·~A ; "AE:ATTU:=:" 
1170 FOR T=l TO 2000 : NEXT T 
1180 POKE 53281.14 
1190 GOTO 230 
1200 PR I t-IT "!:8 TOUCHE AU COURS DE LA MAMCHE" .: 

READ'T' . 

1210 F'Ril·~T " t~0 : ".: NB-3 
1220 PR I t·H " VOUS AVEZ TEHU " ; 
--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~--'~ 
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123(3 PRHn Ml0$(T!$ .. 3 , 2) ,; " MIMUTEi:: :::; > " 
124(1 PR I t-IT 11 ET 11 

; MID$ ( TI$ , 5, 2) ,; " ::;;ECOt·mE:?.;:" 
1250 Et·m 

COMMODORE 64 

LE PINCEAU 

1 û PPitn ":"l 

Une palette de couleurs, un pinceau, les touches de 
déplacement; vous voilà fin 

prêt pour débuter une grande carriè.re artistique! 

~ VOUS ETE:::; A MEME DE FA I F:E DE LA ~" 
20 PF.'.INTSPC<9Û>"a!P Œ 111...I :~•·~ lhT ~_I :i'F'. :E~" 
30 PF~ lt-ITSPC ·~ 169) " SAt·~:=; VOUS :=:ALI R " 
40 FOR T=l TO 5000 = NEXT T 
50 PR It-IT ":'))!.] IJT 1 L l SEZ LE~::; T1JUCHE:=; = " 

60 PF~It·n:5PC( 120)" P POUR Mot·HER" 
7~3 PRit-ITSPC(8~))" • POUR DESCENOF.:E" 
E:0 PRIHTSPC(80) 11 L POUR ALLEF.: A GAUCHE" 
90 PRit-ITSPC(8~))" ; POUR ALLEF~ A DF.:OITE" 
100 PF~ I t·ffSPC ( 120) 11 AI 1-~S I QUE CERTA I ME ~::; TCJUCHE~3 " 

110 PRINTSPC(80) 11 ALPHABETIG!UES POUP i::HOI::;IP" .: 
120 PF~ I t·ff 11 LES C:OULEUF~S " 

130 FOR T=l TO 10000 : NEXT T 
140 POKE 650,128 
150 CC = 56058 : EE=1786 
160 AE = 1024 : PE ·~ 1984 
170 AC = 55296 : DI = 54272 
180 POKE 53280.0 : POKE 53281 , 1 
190 DEF FNLCX)=LEN(CHR$(!NT(X))) 
20(1 T 1 $ = "Ql.oJERTYU I ASOFGHJI<" 
21~3 PRit-IT":"l" 
220 CO = 0 : C = 1 
230 XX = 20 : -YY = 12 
240 PR I t..iT ";:s::Q PALLETTE DES COULEUR~:; ~" 

250 FOR X = 1 TO 16 
260 F~EAO C$ 
270 PRit-IT TAB<9-LEN(C$)) _; C$;" " .: MID$ ( Tl$ .. ;:.::,. 1 ::0 

280 t·~E:··ff ~··: 
290 F~EM PR I t-IT 11 ~~ PALLETTE DE::; COl_ILEUF.:::; 
300 FOR L = 1 TO 16 
310 FOR X = 1 TO 9 
320 POKE AC+L*40+X,L-1 

::::40 t-tE>::T L 
350 PF~ It-IT 
360 PF~INT" P Il 

37l:1 PR I t·ff" 
:380 PR I t-4T 11 

L ; .. 
Il 

390 PRINTSPC(40) "LA CiF~ANDE BARF.:E" .; 
400 PF~ I MT " SERT A I MVERSEF~ LE TRACE" ,; 
410 PR I t·ff .. (AVEC OU SANS COULEUR > 11 
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420 PP = -YY * 40 + XX 
43~3 POl<E EE, 160 
440 Cl = PEEK(PE+Dl+PP) 
450 GOSUE: 690 
460 POKE CC , CO 
470 GET R$ : IF R$ ="" THEt·~ 440 
480 REM RECHERCHE TABLE ZONE COULEUR 
490 FOR X = 1 TO 16 
500 IF RS = Ml0$ CT1$ . X,1 ) THEN CO~ X - 1 =GOTO 460 
510 NE:=::T :x: 
520 IF R$ = 11 P 11 THEi-~ 

::;:3(1 1 F F~$ = "L" THEi-~ 

54~!1 IF R$ = " ; " THEt·~ 

c1:x:= ~3 

m<=-1 
D>C:=+l 

, O'T"= 
: D 'r'= 
: D'T'= 

1. =GOTO 6(n3 
0 :GOTO 600 
121 :GOTO 6~3(1 

550 IF F~$ = " . " THEN 0::·{= 0 ' [)'T"=-1 : GOTO 60[1 
560 IF Rt <:> " " THEN GO~;UB 690 : GOTO 440 
570 REM INVERSION 
580 IF PEEKCEE) = 86 THEN POKE (EE),160 :C~l =GOTO 440 
590 IF PEEK CEE) =160 THEN POKE• ( EE ). 86 =C=0 =GOTO 440 
600 REM DEPLACEMENT 
f;~EADY. 

610 XX=XX+DX+C CXX+DX>38 ) -(XX+DX< 12 )) 
620 YY=YY+DY+C(YY+OY)22)-(YY+OY<1>> 
630 PH =-YY*40 + XX 
640 IF C=l THEN POKE PE+DI+PP,CO =POKE PE+PP , 160 
650 IF C=0 THEN POKE PE+OI+PP.Cl =POKE PE+PP , 160 
66~:1 PP = Pl-~ 
67~:1 GOTO 44ü 
680 REM 
690 REM ~LE PINCEAU ~ 

700 POKE PE+PP+OI,11 
710 POKE PE+PP.73 
720 POKE PE+PP,85 
730 POKE PE+PP,66 
740 POKE PE+PP+OI~C1 
75~3 F~ETLIRN 

7 60 STOP : REM DATA DES COULEURS 
770 DATA NOIR,BLANC,ROUGE.TURQUOISE.VIOLET .VERT 
780 DATA BLEU,JAUNE , ORANGE , MARRON.ROUGE- CL 
790 DATA GRI-1.GRIS-2,VERT-CL.8LEU-CL.GRIS-3 
:3üü FIN 
REA0 1

T
1

• 

COMMODORE 64 

INSTRUMENTS 
Un programme très utile aux mélomanes qui leur fera réaliser 

des économies substantielles sur l'achat 
d'instruments de musique divers. Votre Commodore se 

transformera à volonté en piano, violon ou orgue. 
A vous de créer les mélodies qui charmeront votre entourage! 

1 0 PF: Hff::wc: ( 40 ) "::1 LIT ILI SEZ 'v'OTF:E CLAVIER" 
20 PF: I t·ff::::PC ( 4€1 ) " COMME ,:H t-ISTF~UMEt..iT DE MU:3 I C!UE~. " 

'--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~--'~ 
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3ü PF~ I t·.ff SPC ( 80 > 11 LES TOUCHES FOtK:T I Ot-~~; VOU~; F'EF~METTENT" 
40 PF: H.fTSPC < 40) " DE ~;ELECT I Clt-INEF~ L.E T'T'PE DE TONNAL I TE" 
5(1 Pf;.'. I t·ff SPC ( 4€1) " Gfü I SE RAPPF~OCHE DU" .• .. 
60 PRH-IT" F1 - PIANO" .• .... 
7~:1 PF~It·ff" F2 - VIOLOt-~ 11 

.• > .• 

:::o PF~ I HT" F3 - ORGUE" 
9(1 PF: HffSPC ( 40) " LES TOUCHES CORRESPOt-mAMTES Alli·=: t·~OTE:.:; SOt·ff : " 
100 PRit-lî" :.W!! Q W E R T '..-' U " .. .... ... . 
1 lü PRHff" :15!! A ~; D F G H .J 11 

.• •• •• • • •• 

120 F'F~ I t·ff" :a6!! :Z ~<: C V E: t·~ M " .• 
1 :;::(1 PR I t·ffSPC ( 4~3) "LA BARRE ESPACE VOl,J:;; RAt·~GE L ... I t·6TRUMEt·H ! " 
140 01$ = CHR$(133) 
150 02$ = CHR$(134> 
160 03$ = CHRSC135) 
1 70 0$ ( 1 ) = "Ql.olERTYU 11 

180 0$(2)="ASOFGHJ" 
190 0$ ( 3) = "Z>-=:CVBNM 11 

200 TS(1) = 65 
21(1 T~;·~2) = :;:3 
220 "f$(3) = 17 
230 OIM HF(22),8FC22) 
24C1 M = 1 
250 I = 1 
260 F:ESTORE 
27C1 F:EAD HF ( ~·~) 

280 READ BF < t·~) 

290 IF HFCN) = -1 THEN 320 
300 t·~ = t-~ + 1 
31 ü C-ïOTO 270 
320 FOR L=54272 TO 54296 
:.:::3(1 POKE L .• 0 
340 t~E>ff L 
350 GOSUB 59(1 
360 POKE 54296,15 
370 FOR Z=l TO 250 
::;::::0 GET R$ 
::::90 IF R$ <> " 11 THEN 430 
4(10 t·~E>c:T Z 
410 POKE 54276.TS(I)-1 
420 GOTO ;:::70 
430 IF R$ = 11 

" THE~~ PRINT"AU REVOIR 11 
: Et·m 

440 IF R$=01$ OR R$=02$ OR R$=03$ THEN 460 
450 GOTO 470 
460 I = ASC(R$)-132 
470 FOR 0=1 TO 3 
480 FOR N = 1 TO 7 
490 IF R$ = MI0$(0$(0)>N,1> THEN 530 
5C1(1 t·~E~ .. ff N 
510 NE:x:T 0 
520 CiOTO 370 
530 POKE 54276.TS(I)-1 
540 X = (0 - 1)*7 + N 
550 HF = HFOD 
56(1 E:F = BF ( ~~: ) 

5~'0 GOS:U8 660 
5ï:::0 üOTO 37(1 
590 AD·~ 1 ) = 12 
61.'::1(1 AD·~2) = 90 

READ'r'. 
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610 AD<:~:) 

62~21 SF:( 1) 
63(1 ~:F.~ ( 2) 
640 ~;F!(3) 

650 HH<1> 

= 
- · 

= 
::: 

::: 

0 
0 
94 
240 .-, 
-=· 

660 POKE 54296.15 
670 POKE 54277.AD(l) 
680 POKE 54275.HH ( I) 
690 POKE 54278.SR ( I) 
700 POKE 54276 . TS(I) 
710 POKE 54273.HF 
720 POKE 54272.BF 
730 REM 
740 REM FOR T=l TO 125 
7!:i(1 F:EM t·4E>::T T 
760 REM POKE 54276, TSCI ) -1 
77(1 FOR T'===l ' TO 1(1 
7:::0 1··4E::<:T T 
.?90 F:ETURM 
800 DATA 17.37,19. 63.21.154,22.227 
810 DATA 25.177,28,214,32.94 
820 DATA 34.75.38.126,43,52 . 45,198 
830 DATA 51.97 . 57 . 172,64.188 
840 DATA 68.149.76 . 252,86,105 , 91.140 
850 DATA 102.194.115,88,129.120 
860 DATA -1 .. -1 

READY. 

READY. 

COMMODORE 128 

URANIUM 
Votre vaisseau spatial a soif de combustible. Si vous ne lui 

en trouvez pas dans les plus bref délais, 
c'est le crash assuré 1 Cette étrange machine carbure à 

l'uranium, énergie que vous trouverez 
disséminée deçà delà dans les grands espaces intersidéraux. 

99 REM URANIUM 
100 SCNCLR:COLOR o,11COLOR 4,1cCOLOR5,2 
110 PR 1NT 11 :l!"•l•!Jlsl"''" .. t---------------------11 

120 PRINT":J T T ,.-... r--. r-.. , 1 , , .... , ,..., 

130 PR I NT 11 1 1 1 H 1 1 1 1 1 1 '-' 1 
140 PRINT"r=I '-J ..L ..J.. ..J.. ..L ..1.. ..J.. .._, ..J.. ..1.. 

1 ~O PRINT"---------------------11 

160 SLEEP 4:SCNCLR 
165 FOR HJ=O TO 5 
170 FOR U=1 TC 8:SPRITEU,OiNEXT 

,___----------~--------------------------' 
99 
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190 COLOR 4,11COLOR 0,11COLOR 5,2 
200 FOR I=O TO 30;PRINT. TAB<INT<RND(1>*39> > "• ":NEXT 
2 10 PR I NT 11 ;;s: __ • ___ : _____ ,....... 11 

220 PR 1 NT": : : : __ ····················'----.-----" 230 PRINT CHR$(149) 
240 FOR 1=1984 TO 2023aPOKE I,tOO:NEXT 
245 PRINT 11 !=111 5SPCC16) 11 STAGE 11 ;HJ 
250 Q=20:W=90 
260 SOUND 2,6527,494,1,2456,1353,2,442 
270 MOVSPR 1,Q,W1SPRITE1,1,16 
280 Q=Q+1cIFQ>•300 THEN Q~Q-1:W=W+1:SOUND 1,43712,1,1,2351,5351,1,3512 
290 IF W>=230 THEN W•W-1:GOTO 310 
300 GOTO 270 
310 MOVSPR3,90,150:5PRITE3,1 1 3:SOUND 1,25348,2 
320 SLEEP2 
330 MOVSPR4,180,70cSPRITE4,1,3:SOUND1,45123,2 
340 SLEEP 2 
350 MOVSPR5,265,1801SPRITE5,1,3:50UND1,24718,2 
360 X=270:Y=229 
370 T= 400 
380 MOVSPR2,X,Y1SPRITE2,1,2 
390 T=T-1 
400 PRINT"i:ENERGIE : 11 ;P :PRINT"mEMPS";T 
410 IF JOY<2>m1 THEN Y•Y-3:SOUND 1,3223,1 
415 IF P>=3000 THEN GOTO ~20 
420 IF BUMP<1>~6 THEN SPRITE3,0:P=P+1000:SOUND 2,12031,2 
430 Y=Y+l 
440 IF JOYC2>c3 THEN X•X+2:SOUND 1,3423,1 
450 IF BUMPC2)a3 THEN fmT-10 
455 IF T<=O THEN SOTO 1000 
460 IF BUMP<t>= 1BTHEN P=P+1000a5PRITE5,0:SOUND 1,8321,2 
470 IF Y>=229 THEN YaY-lcSOUND 1,3123,1 
480 IF JOYC2>=5 THEN Y•Y+2:SOUND 1,3223,l 
490 IF BUMPC1>=10THEN P•P+1000cSPRITE4,0:SOUND 1,8262,2 
500 IF JOYC2)•7 THE~ X•X-2aSOUND 1,3423,1 
510 GOTO 380 
520 SOUND 2,6527,950,1,2456,1353,2,442 
530 SPRITE2,0:F•300:G=229 
540 MOVSPR 1,F,G 
550 G=G-1:IF 6<•90 THEN G=G+l~F=F-1 
560 IF F<=20 THEN GOTO 580 
570 GOTO 540 
580 SCNCLR:SOUND2,6527,8 
590 FOR 1=1 TO 81SPRITEI,01NEXT 
600 PR I NT" :•ltltl,l•l!Jl'l'lll•llJ VOUS AVEZ GAGNE AVEC 3000 D ' ENERG I E" 
610 SLEEP 4 
620 PcQ,NEXT HJ1RUN 
1000 SCNCLR:SOUND2,6527,8 
1010 FOR Ja1 TO 81SPRITEI,OcNEXT 
1020 PR I NT" :1JIJJ,JIJJIJJIJJ•l•l•l•l1JJ ... a •• a.aa11aaa•1 GAME OVER" 
1030 SLEEP 4 
1040 RUN 

READY. 

READY. 

READY. 
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1 REM DEF SPRITE 
2 PRINT"PATIENTEZ SVP" 
3 SLEEP 4 
10 FAST 
20 FOR T=l TO 1 
30 A$="" 
40 FOR G=O TO 20 
50 READ 8$ 
60 IF LENC8$)(24 THEN 8$=8$+"." 
70 FOR I•O TO 2 
80 A=O 
90 FOR J=O TO 7 
100 IF MID$CB$,I*8+J+1,1>="*"THEN 
110 NEXT J 
120 A$=A$+CHR$<A> 
130 NEXT I 
140 NE).CT G 
150 SPRSAV A$,T 
160 DATA**· ................. **: ... 
170 DATA**··•••••••••••••·•**··· 
180 DATA.•*•••••••••••••••*••••• 
190 DATA ••• *•••••••••••••*•••••• 
200 DATA •••• *· •••• *• .•.• *· ..•... 
210 DATA ••••• *····*····*········ 
220 DATA ••••• •*•·***••*• •••••••• 
230 DATA ••••••• **···**·········· 
240 DATA •••••••• *•••*••••••••••• 
250 DATA •••••••• **•**••••••••••• 
260 DATA ••• ~··*********••·•••••• 
270 DATA ••.•••••• ***•······••••• 
280 DATA •••••••• *•••*••••••••••• 
290 DA TA. • • • • • • * . . ... *. . . . . . . . . . 
300 DATA •••••• *•••••··*···•••••• 
310 DATA ••••• *•••••••••*•••••••• 
320 DATA •••• *•••••••·•··*······· 
330 DATA ••• *· ............ *· .... . 
340 DATA.·*•.•••••••• •••. ·*·· .. . 
350 DATA** • ................. ** .. . 
360 DATA**· •••••••••.••••. ·**· .. 
370 FOR T~2 TO 2 
380 A$:::s"" 
390 FOR G=O TO 20 
400 READ 8$ 
410 IF LEN<B$><24 THEN B$=B$+"." 
420 FOR r~o TO 2 
430 A=O 
440 FOR J•O TO 7 
450 IF MID$CB$,l*8+J+l,1>="*"THEN 
460 NEXT J 
470 A$=A$+CHR$CA> 
480 NEXT I 
490 NEXT G 
500 SPRSAV AS,T 
510 DATA •• · •••••.•••••••••••••••. 
S20 DATA ••••••••••••••••••.••••• 
530 DATA .•••••••• ***•••••••••••• 
540 DATA .•.••••• *****· •••••••••• 
550 DATA •••••••••• ***• •••••••••• 
560 DATA •...•••• ****• . *· ....... . 
570 DATA ••••••••• ***•***········ 

A=A+21"C7-J) 

• 

·., ,,. .... ' 

• / · .. 

A=A+2t<7-J > 

-. .. :" 
·~' .. 

'--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~---' 
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580 DATA ..•••.• ·**·*****· .•••••• 
~90 DATA•••••···**··****•••••••• 
600 DATA .•.•• **·**••****•••·•••• 
610 DATA ••••• *****••****········ 
620 DATA ••••• *• .••.. ****· •.•.••• 
630 DATA ••••• ********·**········ 
640 DATA ••••••• *****••••••······ 
6~0 DATA••••••*****···**········ 
660 DATA ••••• *****·············· 
670 DATA •••.• ***·••••*••·*·••••• 
680 DATA ••.• ·***· ••••• •*• ••••••• 
690 DATA ••.• ·***·.•*• ••• ·*· •.••• 
700 DATA •••• ****•••••*·*•·*····· 
710 DATA ••• *****•••*•••••••••••• 
720 FOR T=3 TO 3 
730 A$="" 
740 FOR G=O TO 20 
750 READ 8$ 
760 IF LEN<B$)(24 THEN B$c:z8$+11

•
11 

770 FOR I•O TO 2 
780 Aia:O 
790 FOR J=O TO 7 
800 IF MID$(B$,I*8+J+1,1)="*"THEN A=A+21'(7-J) 
810 NEXT J 
820 A$=A$+CHR$(A) 
830 NEXT I 
840 NEXT G 
850 SPRSAV AS,T:SPRSAV A$,4:SPRSAV A$,5 
860 SLOW 
870 DATA •••••••••••••••••.•••••. 
880 DATA ••.•••.••••••••••••••••• 
890 DATA .• ****••••••••••••****·· 
900 DATA .• ****••••••••••••****·· 
910 DATA •• ******········******·· 
920 DATA •• ******••••••••******·· 
930 DATA •••• ****·•••••••****···· 
940 DATA ••.• *****•·····*****•••• 
950 DATA•••••••**······**••••••• 
960 DATA •••••••••• ·**· ......... . 
970 DATA••····••••****•••••••••• 
980 DATA•••••••••******········· 
990 DATA ••••••• ~.·****• •••••.•.• 
1000 DATA •.••••••••• **··········· 
1010 DATA•·····•**······**······· 
1020 DATA •••• *****•••••·*****···· 
1030 DATA••••****••••••••****•••• 
1040 DATA •• ******••••••••******·· 
1050 DATA •• ******••••••••******•• 
1060 DATA •• ****••••••••••••****·· 
1070 DATA •• ****•·••••••••••****•· 
1080 SCNCLR 
1090 INPUT"DISK :D , CASS :C "sA$ 
1100 IF A$= 11 D 11 THEN DLOAD 11 URANIUM 11 

1200 IF A$="C" THEN LOAD"URANIUM" 
1210 GOTO 1090 

READY. 

102 

.. 

'· 

.--



READY. 

10 SCNCLR 

COMMODORE 128 

DOUBLE 
La grande difficulté de ce programme réside dans la double 

commande de deux vaisseaux. On les contrôle 
simultanément dans le but d'éviter une kyrielle d'objets 

volants non identifiés tout en collectant 
le maximum de diamants qui voguent dans les cieux étoilés. 

20 REM 11 1aaa• DE LA PART DE LUDO POUR TILT 
30 PRINT''VOUS JOUEZ SUR DEUX TAB~EAUX ; VOUS DEVEZ PRENDRE LES DIAMANTS ET EVITE 
Z LES PAROIS + LES ETOILES" 
40 SLEEP 4 . 
50 SCNCLR 
60 COLOR 4,l:COLOR O,l:COLOR 5,2 
70 PRINT 11 :1l1l1J1J9J•U1J11----------------·----" 

80 PRINT"f:I ~ 

90 PRINT" 1 1 ,.--... "T ..,... 

100 PRINT" 1 1 1 1 

1 
.....--... 

1 1 
1 ,,-~, 

1 1--J 
11 0 PR I NT" ..J..-J "v-J ............... ...._. J..--> ··~-> ~ 

120 PRINT"-------------------11 

130 SLEEP 2 
140 FAST 
150 FOR T=3TO 3 
160 A$="" 
170 FOR G=O TO 20 
180 READC$ 
190 IF LEN(C$)(24 THEN C$=C$+"." 
200 FORI=O TO 2 
210 A=O 
220 FOR J=O TO 7 
230 IF MID$CCS,I*8+J+1,1)="*"THENA=A+2tC7-J> 
240 NEXT J 
250 A$=A$+CHR$CA> 
260 NEXT 1 
270 NEXT G 
280 SPRSAV A$,T:SPRSAV AS,4:SPRSAV A$,5 
290 NEXT T 
300 REM 012345678901234567890123 
310 DATA ........................ . 
320 DATA ••..•.. *••••············ 
330 DATA ..•.•. **·***·***•••••••• 
340 DATA ••..••. *·*·*·*·*········ 
350 DATA ••..•.. *· ***· ***· ...... . 
360 DATA •.•••••.••••.•••.••.•••. 
370 DATA ••. ..... 111 •••••••••••••••• 

380 DATA •••.••••. *****·········• 
390 DATA .•..•••• *•***•*•••••••·• 
400 DATA ••••••• *•*•*·*·*········ 
410 DATA •••••••• *•***•*•••••••·· 
420 DATA •••••••• ~*~*~*·~········ 
430 DATA ••. ••••••• *· *· ......... . 
440 DATA .••..••.••• *•·••········ 
450 DATA .•. •.••.••••••.••••••••. 
460 DATA .•••.•.•...•••.•...•..•• 
470 DATA ........................ . 

L-----~-------------------------~--~~-~-~___J~ 
103 



480 
490 
500 
510 
520 
530 
540 
5~0 

560 
570 
590 
590 
600 
610 
620 
630 
640 
650 
660 
670 
680 
690 
700 
710 
720 
730 
740 
750 
760 
770 
780 
790 
800 
810 
820 
830 
840 
850 
860 
870 
880 
890 
900 
910 
920 
930 
88 
940 

DATA • ••••••••••••••••••••••• 
DATA • ••••••••••••••••••••••• 
DATA .• ••••••••••••••••••••••• 
DATA • ••••••••••••••••••••••• 
REM 
FOR T•lTO 1 
AS•"" 
FOR G.,O TO 20 
REA DB$ 
IF LEN(8$)<24 THEN B$•8$+ 11 ." 

FORI=O TO 2 
A=O 
FOR Ja::iO TO 7 
IF MI0$(8S,I*8+J+1,1)""'"*"THENA=-A+21"<7-J> 
NEXT J 
AS=AS+CHRS<A> 
NEXT I 
NEXT G 
SPRSAV AS,T:SPRSAV A$,2 
NEXT T 
REM 012345678901234567890123 
DATA • ..••••••••••••••••••••• 
DATA • ••••••••••••••••••••••• 
DATA •..•••••• ***••••••••••·· 
DATA ••• *••••**•**••••*••••·· 
DATA•••*******·*******······ 
DATA ••• *******·*******•••••• 
DATA ..• *******•*******•••••• 
DATA •.• *·*****·*****•*······ 
DATA • . . *· .. ***·***· .• *· •.•.• 
DATA•••••••••***•••••••••••• 
DATA ...•...•• ***••••••••••·· 
DATA •..•••••• *•*•••••••••••• 
DATA•·••••••·***············ 
DATA •••••••••• *· ........... . 
DATA •••••••••• *• ........... . 
DATA •..•••••.• • ••• • •••.••... 
DArA ..••••••. ·*·•. · · · · · • • • · · 
DATA • •••••••••••••••••••.•.• 
DATA . .••••••••••••••••• • •••• 
DATA • ......................... 
DATA . .•••••••• " •••••.•• • •••• 
REM 
FOR Jml TO BcSPRITEI,O:NEXT 
F•3000aA•4 

- -o:~· 

~".r · .. · 

MOVSPR3,262,68c MOVSPR 2,94,601MOVSPR 1,~14,60:MOVSPR4,278,216~MOVSPR5, 21 8, 1 

SCNCLR 

950 COLOR 4,l:COLOR O,lcCOLOR 5,21COLOR 1,2 
960 PRINT"--~-------- 111 1111111111111" 
970 PRINT" ++ ·+ ++ + 11 

980 PRINT" + + + ++ ++ 11 

990 PRINT." + ++ + + + ++" 
1000 PRINT + ++ ++ + + 
1010 PRINT + + + + + 
1020 PRINT + ++ ++ + + 
1030 PRINT + +++ ++ +++ 
1040 PRINT + ++ + + 
1050 PRINT +++ ++ 
1060 PRINT" + ++ + + 
1070 PRINT" + + ++ + 
1080 PRINT'' +++ ++ ++ 
1090 PRINT" + + ++ + ++ 
1100 PRINT" +++ ++ + + 
1110 PR 1 NT" + + ++ ++ · + 
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1120 PRINT" 
1130 PRINT" 
1140 PRINT" 
1150 PRINT" 
1160 PRINT" 
1170 PRINT" 
1180 PRINT'' 
1190 PRINT" 
1200 WINDOW 
1210 SLOW 

0' 2 ' 1 9' 24 ' 1 

+-H-
+-H-
+ 

+ 
+ 
+ 

+H 
+ 

++ ++ 
++ + ++ 

++ + 
++ + ++ 

+++ ++ 
++ + +tt 
+ + + 

+ ++ 

1220 SPRITE 1,1,2:SPRITE2,1,16:SPRITE3,1,8:SPRITE4,1,8:SPRITE5,1,B 
1230 Y=94:X=60 1W=214:Z•60 
1240 FOR 0=4000 TO 4036 STEP 2:I=INT<RND<1>*20>:PRINT TABCI)" 
,2:NEXT 

r.a • ": SOUND1, D 

1250 MOVSPR1,Y,X1MOVSPR2,W,Z 
1260 I•INT<RND<1>*20>:PRINT TAB<I>" 
1270 IF JOY<2>=1 THEN x-x-A1Z=Z-A 
1280 IF X>=246 THEN X•X-A:Z=Z-A 

Il 

1290 IF W=282 AND Z•68 THEN SPRITE3,0:F=F+100 
1300 IF JOY<2>=3 THENY•Y+A:W• W+A 
1310 IF W=27B,ANO Z•216 THEN SPRtTE4,0:F=F+100 
1320 IF W=218 AND Z=188 THEN SPRITE5,0:F=F+100 
1330 IF X<=Sl THEN X=X+A:Z=Z+A 
1340 IF JOY<2>=~ THENX=X+A:Z~Z+A 
1350 COLLISION 2,1400:IF F<=O THEN GOTO 1410 
1360 IF Y=102 ANDX>=228 THEN GOSUB 1520 
1370 COLLISION 2,1400;IF F<•O THEN GOTO 1410 
1380 IF JOY<2>=7 THENY=Y-A:W=W-A 
1390 GOTO 1250 
1400 FmF-101COLOR 4,2:COLOR4,1:RETURN 
1410 WINDOW0,0,39,24,l:FOR V=l TO S:SPRITEV,O:NEXT 
1420 PR I NT" :t!ll"•tl(l(l(l(l(l(l(•llll••••••••••llllll13AME OVER": SLEEP 4 
1430 BOTO 910 
1440 WINOOW0,0,39,24,1 
1450 FOR I=1 TO B:SPRITEI,O:NEXT 
1460 PRINT" BRAVO! .•. " 
1470 PRINT" VOUS AVEZ REUSSI" 
1480 PRINT" VOTRE DOUBLE MISSION " 
1490 PRINT" AVEC";:PRINTF;:PRINT"POINTS" 
1500 SLEEP 4 
1510 GOTO 910 
1520 WINOOW0,0,39,24,1 
1530 F=F+3000:Am4 
1540 FOR B•O TO 2 
1550 FORS=1 TO S:SPRITES,O:NEXTS 
1560 FOR N=O TO 2 
1570 FOR Ki::::z2 TO 16:H=INT<RND<1>*16): COLOR5,K:H=H+4:PRINT TAB<H>"e":NEXT 
1580 NEXT N 
1590 
1600 
1610 
1620 
1630 
1640 
1650 
1660 
1670 
1680 
1690 
1700 
1710 
1720 
1730 
1740 
1750 
1760 

WINDOW20,0,39,24,1 
X=60:Ya742W=196:Z=60 
SPRITE1,1,2:SPRITE2,1,4 
MOVSPR1,Y,X:MOVSPR2,W,Z 
I=INT<RNDC1>*20>cPRINT TAB<I>" 
IF X•232 AND Mi::::z1 THEN GOTO 1440 
IF JOY<2>•1 THEN X=X-A:Z=Z-A 
IF X>=246 THEN x~x-A:Zi::::zZ-A 

IF JOY<2>=3 THENY=Y+A1W~W+A 
IF X<=~l THEN X•~+A:Z=Z+A 
IF JOY<2>=5 THENXaX+A:Z=Z+A 

Il 

I=INT<RND<1>*20>:PRINT TAB<I>" " 
IF Xi::::z232 THEN M=l 1WINDOW0,0,39,24:NEXT B 
COLLISION 2,1400:IF F<=O THEN GOTO 1410 
IF Y•102 ANDX>=22B THEN GOSUB 1520 
COLLISION 2,1400:1F F<=O THEN GOTO 1410 
IF JOY<2> =7 THENY•Y-A:W=W-A 
C30TO 1620 

-.........~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~--' 
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COMMODORE 728 

PARA 
Un ciel noir de parachutistes ennemis qui tentent 

d'envahir la ville que vous êtes chargé de surveiller. La 
chance se trouve de votre côté puisque vous 

volez aux commandes d'un merveilleux hélicoptère qui hache 
menu menu les adversaires. Ne vous endormez pas, 
votre superbe engin n'est pas si facile à contrôler!. .. 

READY. 
5 REM PARA 
10 FAST 
15 FOR DI=l TO 5 
20 SCNCLR 
30 COLOR 4,1:CDLOR O,l:COLOR 5,2 
40 FOR I=O TO 30 
50 JI=INT<RND<1>*32) :PRINT TAB<JI)" 
60 NEXT 
70 P=O 
80 FOR 1=1984 TO 2024:POKE I,160:NEXT 

Il 

PRINT 11
• - - - - _ .. __ ......... _ ....... ••••••ll•L--------" 90 

100 
110 
120 
130 
140 
150 
160 
170 
180 
190 
200 
201 
210 
220 
230 
240 
250 
260 
270 
280 
290 
300 
310 
320 

0=30:W=100 
N=320 
SPRITE1,1,2 
A=200~S=172:T=220 
SPRITE2,1,2,0,l,1:SPRITE3,1,2,0,1,1:SPRITE4,1,2:SPRITE5,1,3 
1=55 
D~INT<RND<1>*320)+l:H=INT<RND<1>*220) 

SLOW 
MOVSPR1,Q,W:MOVSPR5,N,H 
MOVSPR2,S,A:MOVSPR~,T,A:MOVSPR4,D,I 

PRINT";:GCORE :";P:PRINT"TEMPS :";C 
PRINT"!:t":PRINT SPC<16)u5TAGE";DI 
I=I+l:N=N-8 
IF BUMP<1>=17 THEN SOUND2,2321,3,1:GOTO 400 
S=S-2:T=T-2 
IF JOY<2>=1 THEN W=W-2 
IF BUMP<1>=9 THEN GOTO 330 
IF JOYC2)=3 THEN D•D-5:s~s-5:T=T-5:SOUND3, 253,10,1,234,4535,3 
IF N<=-20 THEN H•INT<RND<1>*220>:N=320 
IF JOY<2>=5 THEN W=W+2 
IF 1>=175 THEN GOTO 400 
IF JOYC2>=7 THEN D=D+2:S=S+2:T=T+2 
C=C+l:IF C>=300 THEN GOTO 400 
GOTO 180 

330 SOUND1,1947,3:SPRITE4,0:I=55:D=INT<RND(1)*320>+1:MOVSPR4,D,I:SPRITE4,1:P=P+1 
Oû:IF P>=1200 THEN GOTO 350 
340 GOTO 280 
350 SCNCLR 
360 FOR G=1 TO B:SPRITEB,01NEXT 
370 PR I NT" :•!,ll.ll.l•l•l•ll.11.l,l•~ BRAVO , VOUS AVEZ SAUVEZ LES VILLES EN TUANT LES PARA CHUT I 
STES ENNEMIS ••• 
380 PRINT"•••••••fJOUS AVEZ ";: PRINT"r:il"P;: PRINT" :::t='OINTS" 
390 SLEEP 4:RUN 
400 FOR VC=1 TO 8:SPRITE VC,O:NEXT VC 
410 SCNCLR 
420 PR 1 NT" :ll,l•l•l•l,l•t•l•l•lllll•••••••••fJDUS AVEZ PERDU ( E) " 
430 SLEEP 4 
440 NEXT DI:RUN 
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READY. 

READY. 
5 REM SPRITE PARA 
10 FAST 
20 FOR T=1 TO 1 
30·A$="" 
40 FOR G=O TO 20 
50 REAO e·:t: 
60 IF LENCB$)(24 THEN 8$=8$+ 11

•
11 

70 FOR I=O TO 2 
80 A=O 
90 FOR J=O TO 7 
100 IF MID$CB$,I*B+J+1,1>= 11 * 11 THEN A=A+21'<7-J> 
110 NEXT J 
120 A$=A$+CHR$(A) 
130 NEXT I 
140 NEXT B 
150 SPRSAV A$,T 
160 DATA .••••••.•••••••••.•.•.•. 
1 70 DATA • •.•.••.•••••••••••.•.•. 
180 DATA ..•••••••••••••.•••••.•. 
190 DATA • ••••••••••••••••••••••• 
200 DATA •••. *******************· 
210 DATA**····••••••·*·········· 
220 DATA***•·•••••********••···· 
230 DATA***••********••*•·***··· 
240 DATA.************··********· 
250 
260 
270 
280 
290 
300 
310 
320 
330 
340 
350 
360 
370 
380 
390 
400 
410 
420 

DATA •.•••... *****••*******·· 
DATA···········*********•••• ., 
DATA • •••.••••••••••••••••••• 
DATA • ••••••••••••••••••••••• 
DATA • •••••.••••••••••••••••• 
DATA • ......................... 
DATA • ......................... 
DATA • ••••••••••••••••••••••. 
DATA .. ....................... . 
DATA •.••••••••••••••••• ~···· 
DATA • ••••••••••••••••••••••• 
DATA • •••••••••••••••••• • •••. 
FOR T=2 TO 2 
A$="" 
FOR G=O TO 20 
READ B$ 
IF LENCB$><24 THEN B$=B$+ 11

•
11 

FOR I•O TO 2 
430 A=O 
440 FOR J=O TO 7 
450 IF MID$CB$,I*B+J+l,1>= 11 *"THEN A=A+2t<7-J> 
460 NEXT J 
470 A$=A$+CHR$CA> 
480 NEXT I 
490 NEXT G 
500 SPRSAV A$,TcSPRSAV A$ 1 3 
510 DATA •.••••.•••••••.•••••••.• 
520 DATA •••••••••••••••• ·****· .. 
530 DATA···················*···· 
540 DATA .•.••.••••.•••••••• *···· 
550 DATA. **** •••••••••....• * ... . 
560 DATA.*·.*· •••.••• ***• •• *· .. . 
570 DATA.****······•·*·*···*•••• 

1 

! 

I, 
l 1 
1 ; 

...._~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~ 
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580 DATA•*••*• ••.••. ·***·.·*· ••. 
590 DATA*****•••**•••*•*•••*···· 
600 DATA·*··*···**···***···*···· 
610 DATA*****···**···*·*****···· 
620 DATA •••• ******************** 
630 DATA********•··***********·· 
640 DATA************************ 
650 
660 
670 
680 

DATA*****··**********···**** 
DATA*****·•*********•••••*** 
DATA************************ 
DATA ••. **········•••••**···· 

690 DATA •. ****•••••••••••****··· 
700 DATA.******·········******·· 
710 DATA .......................... . 
720 FOR T=4 TO 4 
730 A$="" 

FOR G=-0 TC 20 
READ 8$ 
IF LENCB$)(24 
FOR Io:sQ TO 2 
A=O 
FOR J=O TO 7 

THEN 8$=8$+ 11
•

11 

740 
750 
760 
770 
780 
790 
800 
810 
820 
830 
840 
8~0 

860 

IF Ml0$(8$,I*B+J+1,1>="* 0 THEN 
NEXT J 
A$=A$+CHR$<A> 
NEXT I 
NEXT G 
SPRSAV A$,T 
SLOW 

870 DATA .••••.••••••••.•.••..•.. 
880 DATA ••••••..••••••••••••••.. 
890 DATA .••••••••••••••.....•... 
900 DATA •••••••••• *****••••••••• 
910 DATA••••••••·*******········ 
920 DATA .•.••••. *********······· 
930 DATA ••••••••• *··*··*········ 
940 DATA•••••·····**·**··••••••• 
9~0 DATA••••••••••••*··········· 
960 DATA•••••••••··***·········· 
970 DATA ••••••• •*··***··*· ••••.• 
980 DATA•••••••••*•·*··*········ 
990 DATA ••••.•• .., •• ***** •.•••••.. 
1000 DATA•••••••••••*•·•••••••··· 
1010 DATA •••••••••• ***··········· 
1020 DATA••••••••••*•*••••••••••• 
1030 DATA •••••••.•• *·*· .••••••••• 
1040 DATA••••••••••*·*··········· 
1050 DATA •••••••.••••.••.•••..•.. 
1060 DATA •.••••••..•.•...•••••••• 
1070 DATA ••••.•••••••••.•••.••.•• 
1080 FOR T=3 TO 5 
1 090 A$=" " 
1100 
1110 
1120 
1130 
1140 A=O 

FOR G•O TC 20 
REAC N$ 
IF LENCN$><24 
FOR I=O TC 2 

1150 FOR J=O TC 7 

THEN N$=N$+"." 

A=A+21'<7-J) 

1160 IF MID$(N$,l*B+J+1,l)a"*"THEN A=A+2t·C7-J> 
1170 NEXT J 
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1180 A$=A$+CHR$(A) 
1190 NEXT I 
1200 NEXT a 
1210 SPRSAV A$,T 
1220 DATA ••••••••••••••.••••••.•. 
1230 DATA •••.•••••••.••••••.••••• 
1240 DATA •••••••••••.•••••••••.•. 
1250 DATA •••••••••••.••.•.•.•.••. 
1260 DATA ••••••••• ****··········· 
1270 DATA••••••••******•••••••·•· 
1280 DATA •.••••• ********········· 
1290 DATA •••••.••.•••••••.•.•.... 
1300 DATA·····••********········· 
1310 DATA ••••••.• ******·········· 
1320 DATA·····••••****·•········· 
1330 DATA ••••••••. ~ ••••••.•...... 
1340 DATA •.•••••••••••••••..•.••. 
1350 DATA .••••••••• ~ ••.•......... 
1360 DATA ••.••••••••••••.••... : .. 
1370 DATA .................. ••...•.• 
1380 DATA••••!i••••••••••••······; 
1390 DATA •.•••••••••••••••••..... 
1400 DATA •••.•••••••••.••••..•... 
1410 DATA .••••.••••••••••••••••.. 
1420 DATA •••••••••••••••••••.•... 
1430 DLOAD"PARA" 

COMMODORE 128 

TANKS 
Aux commandes d'un Mig 25 à triple propulseur et à 

laser Argon, vous vous trouvez pris au piège par une armée 
de chars ennemis qui veulent votre perte. Ne vous 
laissez pas détruire et profitez-en pour les anéantir ! 

READY. 

READY. 

5 REM TANKS 
10 FAST 
20 FOR Tal TO 1 
30 A$= 1111 

40 FOR G=O TO 20 
50 READ 8$ 
60 IF LEN<B$><24 
70 FOR I=O TO 2 
80 A=O 
90 FOR J=O TO 7 
100 IF MID$(8$ 1 I*B+J+l,1>= 11 *"THEN 
110 NEXT J 
120 A$=A$+CHR$(A) 
130 NEXT I 
140 NEXT G 

A=A+21' ( 7-J > 

--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~____. 
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150 
160 
170 
180 
190 
200 
210 
220 
230 
240 
250 
260 
270 
280 
290 
300 
310 
320 
330 
340 
350 
360 
370 
380 
390 
400 
410 
420 
430 
440 
450 
460 
470 
480 
490 
500 
510 
520 
530 
540 
~50 

560 
570 
580 
590 
600 
610 
620 
630 
640 
6:50 
660 
670 
680 
690 
700 
710 
720 

SPRSAV A:f,T 
DATA •••••• . . . . . . . . . . . . . . . . . . 
DATA •.••••••••••• 
DATA .•••••••••••• 

. . . . . . . . . . . . . . . . . . . . . . 
DATA •••••• . . . . . . . . . . . . . . . . . . 
DATA •••• • • • • • • • • • • • • • • • • • • • • 
DATA ••••••••. • ••• **· •• * 
DATA •• ....... . ...... ·***· ·*· 
DATA•••••*******•••·****·*·* 
DATA····*··*************·*·* 
DATA********************··*• 
DATA ••.•• *************•••••* 
DATA •..••••.• *···*··· 
DATA ••.•.••• *•••••*•• 
DATA•••••••*********•••••••• 
DATA • ••••••••••••••••••••• 
DATA • ••.••••••••••••••••• 
DATA • ••••••••••••••••••••••• 
DATA •••••• . . . . . . . . . . . . . 
DATA • ••••••••••••••••••••••• 
DATA .•.•••••• 
DATA ........... . 
FOR T=2 TO 2 
A$=u" 
FOR G=O TO 20 
READ 8$ 

. . . . . . . . . . . . . . . . . . . . . . 

IF LENCB$><24 THEN 8$•8$+ 11
•

11 

FOR I=O TO 2 
A=O 
FOR J=O TO 7 
IF MID$CB$,I*8+J+1,1>•"*"THEN A~A+2tC7-J> 
NEXT J 
A$=A$+CHR$CA> 
NEXT I 
NEXT G 
SPRSAV A$,T1SPRSAV A$,31SPRSAV A$,4 
DATA • ••••••••• 
DATA .••••••••• 
DATA ••.•• 
DATA •.•.••• 
DATA •• 
DATA •.•• 

. . . 

. . . . . ....... .......... . . . . . . . . ....... 
.... DATA •. 

DATA •• . . . . . . . . . . . . . . 
DATA ••.••• . . . . . . . . . . . . 
DATA • ••••••••••••••••••••••• 
DATA • •••••••••• * ........... . 
DATA•••••••••••*•••••••••••• 
DATA ••••••••••• *• .......... . 
DATA••••••••••*****••••••••• 
DATA••••••••*****•********** 
DATA .......... *******•••••••• 
DATA. • ••• ***********• •••• 
DATA. ··***************••••• 
DATA ••• *· .. *· .. *· ... *·.*· ... 
DATA •••• ***************••••• 
DATA ••••• ~••••••••···••••••• 
FOR T=5 TO 5 

730 A$= 1111 

740 FOR 8=0 TO 20 
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750 READ 8$ 
760 IF LEN(8$)<24 THEN 8$•8$+ 11

•
11 

770 FOR I=O TO 2 
780 A::ir:O 
790 FOR JmO TO 7 
800 IF MI0$(B$, I*8+J+1, 1)ca 11 *"THEN A=A+21'(7-J> 
810 NEXT J 
820 A$=A$+CHR$<A> 
830 NEXT I 
840 NEXT G 
850 SPRSAV A$,T 
860 SLOW 
870 DATA ••••.•••••.••.••••.••.•• 
880 DATA •••••••••••••••••••••••• 
890 DATA ••••.••••••••••••••••••• 
900 DATA •• ••••••••••••.• · •••••••• 
910 DATA •••..••••••••••••••.•. ,. 
920 DATA ••••••••••••••• ••••••••• 

DATA • ••••••••••••••••••••••• · 
DATA • ••••••••••••••••••••••• 

930 
940 
950 
960 
970 
980 
990 
1000 
1010 
1020 
1030 
1040 
1050 
1060 
1070 
1080 
1085 
1090 
1100 
1110 
1120 
1130 
1140 
11~0 

1160 
1170 
1180 
1190 
1200 
1210 
1215 
1216 
1217 
1220 
1230 
1240 
1250 
1260 
1270 
1280 
1290 
1300 

DATA • ••••••••••••••••••••••• 
DATA • ••••••••••••••••••••••• 
DATA • ••••••••••••••••••••••• 
DATA••••••••••*•••*••••••••• 
DATA •••••••••• **•**• ....... . 

DATA •••••••••• *****• •..•.••• 
DATA ••• ~·····••***•••••••••• 
DATA•••••••••••***•••••••• • • 
DATA ••••••••••• ***•••••••••• 
DATA ••••.••••••• ***·····•···· 
DATA .............. *· ......... . 
DATA • ........................ 
DATA • •••••••••••.••••••••••• 
FOR HJ=O TO 5 
SCNCLR:COLOR 4,11CO~OR 0.1:COLOR 5,2 
SOUND 1, 3245,290,2,1342,2425,1,431 
0•20 
MOVSPR2,D,1001SPRITE2,1,16,0,1,1 
D•D+11IF D>~159 THEN D•D-11GOTO 1140 
GOTO 1110 
COLOR S,2~COLOR O,liCOLOR 4,1 
PR I NT ":•l•ltltl•l•l,ltllltl•l•l••••••••••••••••••rTANKS" 
SLEEP 4 ~ 

MOVSPR2,100,230 
FOR 1=1 TO S:SPRITEI,O:NEXT 
SCNCLR 
COLOR 4.1:COLOR 0,11COLOR ~,2 
FOR I=O TO 30:K•INT<RND<1>*39> :PRINT TAB<K> 11

• ":NEXT 
PR I NT ";:t" : PR I NT 11 )JIJltlll•M•ltltltlll•lll•M•••••L--... -.-..___11 

PR I NT" ilt" 1 PR 1NT 11 ).(9l1Jlll .. aaaaa•a•a••••1-..---.-...__11 

PRINT"~";SP.C<16>"STA0E";HJ 

Z=500 
FOR 1=1984 TO 2024:POKE I,100:NEXT 
S=10010=230:Fm140:0•230:U=190:I=230cY•lOO:X=100:N=100:M=100 
SPRITE1,1,2:SPRITE2,1,16,o,o,01SPRITE3,1,16:SPRITE4,1,16 
SOUND 1,324~ 9 32767,2,1342,2425,1,431 
SPRITE!),O:M::stOO 
MOVSPRt,Y,X1MOVSPR2,S,DcMOVSPR3,F,G:MOVSPR4,LJ,I:MOVSPR5,N,M 
PRINT"ill~OINTS 1 11 ,C1PRINT"TEMPS";Z 
S=S+2:F=F+2:U=U+2:YmY-4:N=N-4 

--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~--
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1310 Z=Z-1:IF Z<=O THEN 1400 
1320 IF JOY<2>=128 THEN SPRITE5,1,5:M=M+2 
1330 1F BUMP<1>=18 THEN SPRITE2,0:C=C+1000:GOTO 1270 
1340 IF JOYC2><>128 THEN GOTO 1270 
1350 IF BUMP<1>•20 THEN SPRITE3,0:C=C+1000:GOTO 1270 
1360 IF M>=230 THEN SOTO 1270 
1370 IF C=3000 THEN GDTD 1460 
1380 IF 8UMP<1>=24 THEN SPRITE4,0:C=C+1000:GDTD 1270 
1390 GOTO 1290 
1400 SCNCLR 
1410 SOUND 1,53245,0,2,1342,2425,1,431 
1420 FORQ=1 TO 8:SPRITEQ,O:NEXT 
1430 PR 1NT 11 :eJ•l•lllllll•l•l•l•l•l•l••••••••••••I GAME OVER ! ! ! ••• " 
1440 SLEEP 4 
1450 RUN 1080-
1460 SCNCLR 
1470 FOR A=l TD B:SPRITEA,O:NEXT 
1480 PR I NT 11 :•l•l•llJIJ BONUS 10000 
1490 PRINT" VOUS AVEZ f:ll13000=1 POINTS" 
1500 SLEEP 4 
15iO NEXT HJ:RUN 1080-

READY. 

READY. 

1999 REM BANK 

COMMODORE 128 

BANK 
D'un côté de l'autoroute, vous. De l'autre, la banque 

qui regorge d'argent facile à gagner. La circulation est 
intense, il serait trop bête de se faire écraser avant 

d'atteindre le but! Parvenu de l'autre côté, il vous faudra 
soudoyer le balayeur pour qu'il vous révèle le numéro 
du coffre. La fortune vous sourira-t-elle aujourd'hui 7 

2000 FOR I=1 TO 8 :SPRITE I,O:NEXT 
2010 COLOR4,8:COLOR0,12 
2020 R•10000:0=1 
2030 SCNCLR 
2040 PR I NT" :1 Er "W" 
2050 PR I NT" "" ~ANQUE~ld ._,E~l~ •::FRANCE:Ut ... Il~ Sl" 
2060 PRINT" Er "W Il~ .. 1" 
2070 PRINT"• ~ 1 ' 1 ' 1 ' 1 ' 1 ' 1 ' 1 ' 1 ' 1 ' , ' ,. lld ... 
2080 PRINT" &'Pa •' 1 ' , ' , ' , ' , •• 11~ ... 
2090 PRINT" n-ra •"Tii ••', '1 '•"'9 . ·~ .. ,. 
2100 PRINT" rf-LO •-1 ~~ - lllf-rm..i.m •rt .... 
2110 PRINT" Eh.a • .,.. • ~· lie .... ,. ·~ .. 
2120 PRINT" ~· 1 '1 '1 

1 
1' 1 •• •' 1 '1 '1 •• ·~ .... 

2130 PRINT" lll:t-.. '- '- '- '- '- '- '- '- '- '- ' '- '- '- '- '- ' -.., '-"; 
2140 PRINT" :~ '- '- '- '- '- '- '- '- '- '- '- '- '- '- '- '- '- '- '- '-" S 
2150 PR I NT 11 l:R 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 i •" ; 
2160 FORI=1T04 
2170 PRINT"•rl !!";: NEXT 

112 



2180 PRINT''•~ - - - - - - - - - - - - - ~··; 
2190 FORI=1T05 
2200 PRINT"•~ •";:NEXT 
2210 PRINT" 1111 ' ' ' '- ' ' '.. '.. '.. '.. ' · '-. '-. ~"; 
2220 COLLISION 2,2400 
2230 MOVSPR 1,100,1~0 

2240 MOVSPR 2,100,193 
2250 SPRITE 1,1,4,0,1,1 
2260 SPRITE 3,1,4,o,o,o 
2270 SPRITE 2,1,4,0,1,1 
2280 MOVSPR 1,90#15 
2290 MOVSPR 2,270#7 
2300 Y=3101X=232 
2310 MOVSPR 3,Y,X 
2320 IF JOY<2> 2 l THEN X=X-4 
2330 IF Y=146ANDX=108 THEN GOTO 2440 
2340 IF X<=100 THEN X=X+4 
2350 IF JOY<2>=3 -THEN Y•Y+4 
2360 COLLISION 1,2410:IF R<=O THEW GOTO 2820 
2370 IF JOY<2>=~ THEN X=X+4 
2380 IF JOY<2>=7 THEN Y=Y-4 
2390 GOTO 2310 
2400 RETURN 
2410 FOR I=1 TO 101COLOR 4,IcNEXT 
2420 R=R-lOOO:COLOR 4,B:RETURN 
2430 SCNCLR:SPRITE 3,0:SPRITE 1,0:SPRITE 2,0:MOVSPR 4,120,120:MDVSPR 5,120,120:M 
OVSPR 3, 120, 120 
2440 MOVSPR 1,90#0:MOVSPR 2,270#0:FORI=1TO B:SPRITEI,O:NEXT:SCNCLR 
2450 COLOR O,l:COLOR 4,1 
2460 FOR I=1 TO 8 
2470 PRINT"•~• '1' 1' 1' 1' 1';' 1' 1' 1', '1 • 1',' 1 ',',',' , ', .... 

2480 NEXT 
2490 
2500 
2510 
2520 
2530 
2540 
2550 
2560 
2570 
2580 
2590 
2600 
2610 
2620 
2630 
2640 

PRINT"Ef1' 1' 1 ',' IB ;1r ,. 
PRINT"~• '1' 1' 1 'I• UIBANK. 1• 
PRINT"~•' 1' 1' 11 1• UIO o OIB 
PRINT" ~.' 1' 1' 1' I• Ill ,.----, 1• 
PRINT"Z11'1'1'1'l•llll e Il• 
PRINT"~•' 1 1 1 1 1 ' I• Ill L--..J I• 
PR I NT" ~ 1 ' 1 ' 1 ' 1 ' 1 • :1 Lo "'• 

PRINT"Z11'1'1' 1' 1• 
PRINT" ~ 1 ' 1 ' 1 1 1 ' 1• 
PRINT" ~ 1 ' 1 1 1 ' 1 ' 1 ' , ' 1 ' 1• 
PR I NT" ~ 1 ' 1 ' 1 ' 1 ' 1 ' 1 ' 1 ' 1 • 
PR I NT" ;:' 1 ' 1 ' 1 1 1 ' 1 ' , ' 1 ' 1 • 
PR I NT" ~ 1 ' 1 ' 1 ' 1 ' 1 ' , • , ' 1 • 
PRINT" E'.1 ' 1 ' 1 ' 1' 1 ' , ' 1 ' 1• 
PRINT"~•' a',' 1,· 1 ',' 1 't• 
PR I NT" :11 1 t 1 1 ' 1 1 1 1 1 1 1 1 1 • 

~l t 1 

i' 1
1 

i' '
1 
' ' i •••• 

~' 1 
1 

1 j 1 'I 
r1 t ' 

1 

1 ' 1 ' 1 
~' 1 

1 
i '1' 1 

dl i '. 
1

1
1 

1 
Zl 1 1 ' 1 1 1 ' Il!! :h--'-
rU , · , • , · 1• :u-~ 

~I 1 '1 1 1 1 1• ;:f,._... 
~I 1 '1 '1' 1• ;:,,._... 

~I' 1'1' 1 1 1 1 1' 1• ~,._... 

ltl 1 
1 

1 1 1 1 1 1 1 1 
1 '~ ,, .......... 

~I' 1' 1' 1 '1', 'I~ ;,,._... 
~ 1 ! 1 

1 
1 

1 
1 ! 1 1 1 

1 11!!1 ;:' .......... 
;:' .......... 
~~ 
EH-~-

2650 PRINT"~• '1' 1 1 1' 1' 1' 1' I• ;:U-.L 
2660 PRINT" ~ 1 ' 1 ' 1 ' 1 ' 1 ' 1' 1 '1' 1 ' 1' 1 ' a ' 1 ' 1 ' 1 ' 1 ' 1 ' 1 ' 1 ' 1 ' 

2670 SPRITE3,1,2,o,o,o,o 
2680 MOVSPR~,136,172:SPRITE~,1,2,o,o,o,o 
2690 Y=322:X=120 
2700 MOVSPR 3,Y,X 
2710 IF JQY(2)•1 THEN X=X-4 
2720 COLLISION 1,2790 
2730 IF JOY<2>•3 THEN Y•Y+4 
2740 COLLISION 2,2800:IF R<=O THEN GOTO 2820 
2750 IF Y=158 AND X=128 THEN GOTO 2810 
2760 IF JOY<2>=3 THEN X=X+4 
2770 IF JOYC2>=7 THEN Y=Y-4 
2780 GOTO 2700 
2790 SPRITE5,0 :WINDOWJ,20,t3,21:SCNCLR:J=INT<RND<1>*100000>:COLOR 
EEP 4:SCNCLR:RETURN 
2800 R=R-100:COLOR 4,2cCOLOR4,1sRETURN 
2810 INPUT "CODE"s0:SOUND 1,6434 1 9,1,6548,6561 1 1,233 

5,2:PRINTJ:SL 



2820 COLOR 4,1:COLOR 0,1sCOLOR s,2 
2830 IF 8< >J THEN W I NDOWO, 0, 39, 24: FOR T• 1 TO B: SPR I TET, 0: NEX T: SCNCLR: PR I NT" :•l•l•l•I 
:•lfl•l•l•!•lll•l•ll•••••••••••lllGAME OVER ! "s SOUND 1 , :53554, 4, 1 , 4534: SLEEP 4: GOTO 2000 
2840 IF G•J THEN FOR 0•1 TO 8 :SPRITED,OtNEXT:WINDOW0,0,39,24:SCNCLR:SLEEP 4:GO 
TO 2Bô0 
28:50 END 
2860 SCNCLR 
2870 COLOR 4,1:COLOR 0,1:COLOR :S,2 
2880 MOVSPR 3,160,100 
2890 SPRITE::S,1,2,0,1 1 1,0 
2900 PR I NT" :•lfl•lllllll•llllllll.ll.ll.ll.ll.lllll•••"'10US AVEZ GAGNER AVEC ••• " ; : PR I NT" f:il" R; : PR I NT" :::F'O I 
NTS" 
2910 SLEEP 4:GOTO 2000 

READV. 

READY. 

5 REM SPRITE BANK 
10 FAST 
20 FOR T=l TO 1 
30 A$= 11

" 

40 FOR G=O TO 20 . 
50 READ 8$ 
60 IF LENCB$)(24 THEN 9$=8$+"." 
70 FOR I=O TO 2 
80 A=O 
90 FOR J=O TO 7 
100 IF MI 0$ CB$, I*8+J+1, 1> =i "* 11 THEN A=A+21'<7-J > 
110 NEXT J 
120 A$=A$+CHR$CA> 
130 NEXT I 
140 NEXT 8 
1~0 SPRSAV A:S,T 
160 DATA •••••••••••••••••••••••• 
1 70 DATA • ••••••••••••••••••••••• 
180 DATA .•••.••••.••••••••••.••• 
190 DATA ••••••• ~ •••••••••••••••• 
200 DATA .•••••••••••• *•••••••••· 
210 DATA ••••..••• ******· •••••••• 
220 DATA •••••••• *· ... *•*• ...... . 
230 DATA ..•.••. *•••••*••*••••••• 
240 DATA •• •****~*******~******•• 
250 DATA •••• ******************·· 
260 DATA ••••• *****************•• 
270 DATA ••••• ****************~ .. 
280 DATA•·••••••**••••••**······ 
290 DATA•••••••****····****••••· 
300 DATA••••••••**······**······ 
310 DATA • ••••••••••••••••••••.•. 
320 DATA • ••••••••••••••••••••••• 
330 DATA •••••••••••••••••••••••• 
340 DATA •••••••••••••••••••••••• 
350 DATA • ........................ 
360 DATA •• · ...................... . 
370 FOR T=2 TO 2 
380 A$= 1111 

390 FOR B=O TO 20 
400 READ 8$ 
410 IF LENC8$)(24 THEN 8$=8$+". 11 

420 FOR I=O TO 2 
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430 A=O 
440 FOR J=O TO 7 
450 IF Ml0$(8$,I*B+J+l,1>:::i:"*"THEN A=A+2't<7-J> 
460 NEXT J 
470 A$~A$+CHR$(A> 
480 NEXT I 
490 NEXT G 
500 SPRSAV A$,T 
510 DATA •••••••••••••••••••••••• 
520 DATA •.•..••••••••••.••••.... 
530 
540 
550 
560 
570 
580 
590 
600 
610 
620 
630 
640 
650 
660 
670 
680 
690 
700 
710 
720 
730 
740 
750 
760 
770 
780 
790 
800 
810 
820 
830 
840 
850 
870 
880 
890 
900 
910 

DATA • •••.•••••.••••••••.•••• 
DATA ••••••••••••••••••• ...... 
DATA • •••••••••••••••••.••••• 
DATA .. ••••••••••••••••••••••• 
DATA•••••••***········•••••• 
DATA······*·*·*············· 
DATA •••• ·*··*··*· ........... . 
DATA •• *****************••••• 
DATA •• *****************····· 
DATA.•****************······ 
DATA •.• ***************······ 
DATA ••••• **······**········· 
DATA····****····****········ 
DATA ...•• **••••••**·······•• 
DATA • ••.••••••••••••••••••.. 
DATA • ........................ 
DATA • ••••••••••••••••••••.•• 
DATA . •••.••.••.••••••..••••. 
DATA • •••••••••••••••••••••.. 
FOR T=3 TO 3 
A$=u" 
FOR G:z:O TO 20 
READ 8$ 
IF LEN<B$><24 THEN B$=B$+"." 
FOR I=O TO 2 
A-=O 
FOR J""O TO 7 
IF Ml0$(8$,1*8+J+1,l)="*"THEN 
NEXT J 
A$=A$+CHR$(A> 
NEXT 1 
NEXT G 
SPRSAV A:S,T 
DATA••••••••·•·***•••••••••• 
DATA •••.•••••• ***••••••••••· 
DATA•••••••••***•••••••••••• 
DATA •••••••• *****••.•··•·.•· 
DATA ••••••• *******•••••••••• 

920 DATA,.,•*••*·*·*·*·.··*·• •.• 
930 DATA •••• **··*****·•·***••••• 
940 DATA.·-·***•·***···***······ 
950 DATA•••••***··*···***··~···· 
960 DATA••••••***~*******······· 
970 DATA•••••·**********········ 
980 DATA .•••••• ********········· 
990 DATA •••••••• ******·········· 
1000 DATA ••••••••••••••••..•••..• 
1010 DATA •••••••• ****• ••••••.•..• 
1020 DATA •••..•• ******· ••..••••.. 
1030 DATA•••••••**••**••••••••··· 



1040 DATA••••• •***··***······· · ·· 
1050 DATA •••••• **· ... **· ........ . 
1060 DATA•••••**••••••**••••····· 
1070 DATA ••• ·**· ...... ·**· ••.•.•. 
1080 FOR T=5 TO 3 
1090 A$• 11 

•· 

1100 FOR GmO TO 20 
1110 READ N$ 
1120 IF LEN(N$)(24 THEN N$=N$+". 11 

1130 FOR I=O TO 2 
1140 A=O 
1150 FOR J=O TO 7 
1160 IF MID$(N$,I*8+J+1,1>="*"THEN A=A+2"tC7-J) 
1170 NEXT J 
1180 A$=A$+CHR$<A> 
1190 NEXT I 
1200 NEXT G 
1210 SPRSAV A$,T 
1215 SLOW 
1220 DATA •••••••••••••••••..•••.. 
1230 DATA •••••••••••..••.••..•..• 
1240 DATA••••••*******··········· 
1250 DATA •••••••• ***············· 
1260 DATA ••••••• *****············ 
1270 DATA •• *•••••*•*• .•••.•.••.•. 
1280 DATA •• *••••·•*•••••••••••••• 
1290 DATA.•*•••••••••············ 
1300 DATA.•**····***············· 
1310 DATA •• ***·.*****· ....•.....• 
1320 DATA.·*·*********••••••••••• 
1330 DATA •• *··**·***·**·········· 
1340 DATA .• **····***·**········· · 
1350 DATA.•*•*••.•*•.•**· .••.••.• 

. 1360 DATA •• ***···***···**········ 
1370 DATA •• ·*···**·**: .••••••..•• 
1380 DATA.•***••**··**••••••••••• 
1390 DATA.·***·**•••***·········· 
1400 DATA.•***••**•••**·········· 
1410 DATA.*****••**··***••••••••· 
1420 DATA.* •• •*•.·**· ••••.•..•.•• 
1430• DLOAD 11 BANI< 11 

100 
102 

116 

EXL 100 

THREATSTAR 
A bord de votre vaisseau spatial, vous disposez 

d'une centaine de munitions pour détruire les engins ennemis. 
A chaque objectif atteint, 5 000 points de gain, mais 

chaque tir vous coûte huit munitions. Si vous arrivez à vous 
en sortir vivant, vous passerez au deuxième tableau 

avec mille points par munition restante. Bonne chasse! 

*************** 
* THREAT STAR * 



104 
1 OE. 
108 
110 
112 
114 
1 ·1& 
118 
1 ~~o 

* TILT /CHAGNY * 
* Jeu ARCADES * 

1 *************** 
FL 1 $z"83AF51392827~6BE4452A37EE5F8ECD14DEEn'iE36E:~)40E885~l85CF89C5D1 'I F3 AE: F4E.~i4 

FL 2 $ = "C 7FEA2F8E2C05 OEEE:3E2Et38574DD37 8CCF1C.02E.0 3F 333 E5B88 D 4 F :-JF 2FF ' ' 
FL l$:u:Fl .. 1$ lFL2$ 
BU$= "2BD5Al\4. C35E:39094 E:93235E.E5CC2E4D704AB72[124209008E:4881 F7133BD5932 f.DAB!"; " 
0 $=" 2AE.C 12AOO DOD2F254E84014CE.A581se83496AESogc652:5A82E5A 13AEE:~iACG4033:'5E::m2 • • 
N$ =" B 1949 424 AE:5395DB31922DCE9E A94AC 389BAB602F CFF FF" 

122 J$="56B14C92A8980E;D5CA59A1334F75CB34.0A28505DO 1 DE:762570DE: 18S::IS58CC4C05323" 

1 2 4 1 **************** 
125 * PRESENTATION * 
128 * GRAPHIQ/SONO * 
130 **************** 
132 CALL POKE<S0920,1&2,5,4~,162.136,45,10>:CALL EXEC(50320> 
134 CLS "W8B" 
1:3E. CALL COLOFi:C"OYE:l..") 
138 FOR I=E. TO 19 
140 CALL COLOR("OYBL"):IF <I/2)-I-NT<Il2>==0 THEN CALL COLOR <"ORBL."> 
142 LOCATE CI,(I-5>•2>:PRINT "••TTIILLTT••" 
144 CALL SPEECH C "L," l "007CCB37BABf.02FC" > 
145 NEXT I 
148 Fon I=1 ro 21:PRINT : PAUSE .1:CALL SPEECHC"l.."ll"007C5E5EE:AE:E.02FC">:NEXT I 
150 L$="Tilt " 
152 CALL COLORC "OHB" > 
154 FOR I•Z TO 21 
15E. CALL SPEECHC"L., 11 l"OD7C4::i21EABE.02FC 11 > 
158 LOCATE <I.1>:PRINT RPT$CL$,10) 
1 CO NEXT 1 
162 CALL COLOR<"1YBHL"> 
1G4 LOCATE (4,4>:PRINT 11 CCHHAAGGNNYY 11 

1EE. CALL COL.ORC"1Y8HL") 
168 LOCATE (5,4):F'RINT "CCHHAAGGNNYY" 
170 CALL COL OR<" 11;:BHLF" > 
172 FOR I • 'I TO 2:CALL SPEECrl<"L,"lE:U$lJ$l0$lN$>:PAUSE .4:NEXT I 
174 LOCATE CE'.,8>:PRINT "TTIILLTT 11 

176 LO CA TE <7. B >: F'RI NT "TTI ILL TT" 
178 CALL COLOR<"OYE"> 
190 DEf.="APPUYEZ SUR UNE TOUCHE POUR LA SUITE . " 
182 CALL COLORC"OYB"> :LOCATE (1,1 > :DSS=SEG$(0ES.,1 ,38> :PRINT " "JOS$;" " 
184 LOCATE (21.1>:DSt=SEGt<DE$,1,3B>:PRINT" ";C:1Sf-; 11

" 

186 DE$=SEG$COE$,2,40)lSEGSCDE$.1,1>:PAUSE .04:tALL KEY1CA,B ) :IF E<> O THEN 2 0 2 
188 COSUB 'IS4 
190 GOTO 182 
132 CALL COLORC"O"lS1$):LOCATE CL,4):PRINT "CCHHAAGGNNYY":RETURN 
134. S 1 $="bBHL": L:::4 ·: GOSU8 192 r 91 S="bBHL": L=5: GOSUE: 182: S 1 $ == "ME:HL": L=4 
1 m; COSUE: 192: S 1 $ = "HE:HL": L=5: GOSUE: 192: S1 $=" GE:HL": L=4: GOSUE: 192: S1 $== "GDHl.." 
138 L,.5: GOSUB 182: 81 $="YBHL": L==4: GOSUB 19~~: S1 S:::"YE:HL": L=5: GOSUE: 132 
~~OO S1 $= "CE:HL": L..=4: GOSUB 192: S1 $= "CBHL." ! l_ "::5: cos'uB 132: FŒTURN 
202 OIM 0$(20) , 9$<10) 
~~ 04 SSt= "04[187E62021OF080052CE~OO 1 OD70EOFF O'I ": CH=<38 
20E. EX 1$ ~ "0E:F03478015EE52ECOFC3304 783A8380408212E0555C:,00:-3CCA 7 4 4. 05 0 830CF 02 A 4. E:O" 
208 EX2$=~081E.~4AC00025962E:AOF83405E4902EBOEC2A1390730601 72C820408CEEFF'' 
210 EXPS=EX1$lEX2S 
212 51 S= "OE683FC7031EF040043CEOO10F78C00216É040042Cf.00 'IOF5840031 ADOBOOF..FEOE:' ' 
214 S2$;::" 07502A 73031 E:CB400E'.321OO1OF58400181666ACOO 1253E; 1 FJA OF 834. 03E 480AE 0101E48C" 
216 S3$•S2$l " 41010AFC3F" 
219 Së.$• "0[1981GC301EOE72CE:BEl4CE:ECE:C17DBBAAt.F33A2DD41 AAFf,E:DE:4t.407AFDAE3" 
220 S8$=''CEAA1EAA6AB7BE4A7CB86ADC6D37C9E048E874118508C044 :~o2FE" :S7S ==SB$ ~S c; i 
222 59$= "B702E:E:E:Df,4E:Ern103AF'E:DCDB907C03ECF332C3F 1 61B~EIFCDOA3E:47C8A1 Ct.C2~l21 E:::5A5" 
224 SA 1$= "5A 1 F857 CBC26A3CC44CC8ABA8E8E7 4 4B01C8BE52 01D8 4 7 'l 820C54 A03 24 3F A 380" 
22& SA 2 t "="983E;05107EIA700E) 2EC6040F29D044B71 BE:003 1 B7 FF3F ": HON$z= SA2$ltS3$l" E:AE:502 F C" 
220 DATA so.oooooooooooooooooooo.110 . ez442c1e3ocoooooo ooo 
230 DATA 40.0000020303030307 0FOC,109.000000000000FF181818 
2 32 DATA 41,18183C7EFFFFFFE7E700,108,412234180C0300000000 
234 DATA 43,000040COCOCOCOEOF030,107,00000000EOEOOOOOOOOO 

,, 

--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~---' 
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236 DATA 100,00000000030C10342241,106,02010101010101010102 
238 DATA 101,181818FF000000000000,10S,81420000000000004ZB1 
240 DATA 102 , 00000000C03019284482,104,40808080808080808040 
242 DATA 3S,41221B3C6f.FFD87E24E7,33,3C5AFFFF08DBFFFF5A3C,35 ,3C5A5AFFFFA59888A5A5 
244 DATA 37,3C7EOB7E3C24244242FF,31,99E73C6680807E2442C3 
24& DATA 120,108249EBEF2735303F3F,121,08489AD6F6E4ACBCFCFC 
248 DATA 122,3F3F3E34376363439101,123,FCFC7C2CECC6C6C28180 
250 DATA 103,000000070700000000,91,00221441142200000000 
252 FOR 1=1 TO 2S:READ CARA,CODEt:CALL CHARCCARA,COOES>:NEXT 
2~'i4 NA'$=" "1CHR$ C40 > &CHRS C 41) lCHR$ C43) l 11 '': F'$=:CHR$ ( 90 >: MD3$:.:: CHf~$ ( 3!7l > lF'$ 
256 MD1S=CHR$C31>lF'$:MD3$=CHRSC33)lP$:M05$~CHR$C35)&P$:M07S=CHRS <37)lP$ 

2r:;e CL.S "RE:B":CALL. CFC12,1S,1,82,f,E;):f'RINT CHR$(120>!!.CHR$(1:;:~1):l.OCATE (13,'18) 
260 PR INT CHR• < 122 > tCHR$ ( 123 > : CALL COL OR ( "OYBHI._" > : UJCATE < 4, 14. > 
2~~2 PR INT "TTHHFi:REEAATT": LOCATE ( 5, 14): f'RINT "TTHl-mREEAATT" 
264 CALL COLOR("OWBL">:LOCATE C7,1Ei):F'RINT "s~;;t.t:.a1:=.ir-r" 

21:.6 CALL CF<1,4,0,87,6E~):f'RINT "*TILT•":CAL.L CF(1,30,0,38,E.E.>:PrnNT ''CHAGNY .. .J" 
268 CALL CF<2,6,0,92,66):PRINT "Tilt" 
270 CALL CF(20,30+0F,1,.82,tf.):PRINT" "lCHRS<31>t'' ''. 
272 CALL Sf'EECH<"L,"lHON$) 
274 CALL CFC20,4+DF,1 , 9B,6E.>:PRINT " "lCHRS<33)t" " 
276 CALL CFC1f..,32+0F,1,77,66):PRINT " "lCHR$(35)t" " 
278 CALL CF(17,19+DF,1,71,66):PRINT" " lCHRSC37>l"" 
280 CALL CF< 16,S+OF, 1,.67,66) :PRINT " "lCHR$(39>l" " 
292 CALL CFC22,7,0,77,66):f'RINT "Choix du niveau 1, 2, 3 ••• " 
294 1 ••••••••••••••• 
286 * PROGRAMME * 
298 * PRINCIPAL * 
290 *****•********* 
292 CALL KEY1CS,T>:IF r~o THEN DF=-DF+1:GOTO 270 
294 IF 5(49 OR S>51 THEN 292 
286 IF S=4S THEN OIF=1 
298 IF S=50 THEN OIF=4 
300 IF S•51 THEN OIF~2 
302 GOSUB 398:CM=39 
304 CLS "WE:B":CALL HRONC"E:",12,S>:E:$(1)="":E:$(3)="":E:$(5)="":E1$(7)= 11 11 : E:$(8)== 11

" 

306 REPA•01CALL CF<1,1,1,82,66>:PRINT RPT$CM01$,20>:CALL CFC3,1,1,77,66) 
309 PRINT RPT•<MD3•,20>:CALL CF<5,1,1,71,66>:PRINT RPTS(M03$,20>:NX~17 
310 CALL CF<7,1,1,90,66):CM•39:PRINT RPTl<M07$,20):CALL CFCS,1,1,67 , 66> 
312 PRINT RPT$CM09S,20>:CALL CFC21,NX,1,77,f.5>:PRINT NA$:LOCATE (21,NX> 
314 PRINT NA$:R$=-RPTSC" ",21):CALL CF<22,1,1,82,b5):PRINT 1~PT$CCHR$C12>,33> 
31~ FOR 1=1 TO 20 
318 DH=INTRNOC7>:EH~INTRNDC7>:RH=15-<DH+EH> 
320 0$<I>=RPT$CM09$,DH>IHD1StM01$lRPTS<MD7S,EH>tRPT$CMD3S,3 >&RPT$(M05$,RH> 
322 NEXT 
324 H~INTRND<20):LOCATE C22,5):F'RINT SCORE 
326 NX=NX-<<A=128~•3 AND NX<31)+C<A=131)*3 AND NX>6> 
328 CALL CFC21,NX,1,87,6E>:PRINT NAS 
330 CALL COLQR("1Y8"):LOCATE <11,1>:U$==SEGS<O$CH>,1,38>:PRINT" ' 'lU$l"" 
3:32 CALL SPEECH("L,"&SSS>:E:T::olNTRNCl<OIF>:IF E:T=: ~:~ HIEN GDSUE: 374 
334 0$(H)=SEG$(0$(H),2,40)tSEG$(0$CH),1,1):CALL KEY1CA,8):IF e~o THEN 328 
33~ IF A•32 THEN 338 ELSE 326 
3:i8 CALL CF<22,'l ,1 ,66,66) :f'RINT RPTSC" 11 ,39) :CM==CM- .4:CAL..L CFC22,1,1,82,ES > 
340 PRINT RPTS<CHR$C12),INTCCM>>:IF INT<CM)=O THEN 388 
342 FOF\ I•1 TO 5:CALL LINEC"Y 11 ,<NX•.B>+28,1El::l,CNX ·it8)+~~8,1 7 1) 

344 CALL LINE<"B",<NX•8)+2B,189,CNXtt8>+28,171) 
34~ CALL SPEECH< "L ,"lS1t) :NEXT I:GOSUB 352 
348 IF REPA•1 THEN 304 
350 GOTO 324 
352 TN~NX+3:CALL ECR(11,TN,CA,C,F,J) 
354 IF CA=SO THEN 364 
356 SCORE=SCORE+<100*(40-CA>>:IF SCORE>S.E+OS AND DIF>3 THEN 468 
358 LOCATE C11,TN+1>:PRINT CHRS<91):FOR Io:::1 TO 5:CALL SF'EECHC"L,"&EXP$):NEXT I 
360 LOCATE CCA-30,1>:PRINT El$CCA-30>:BS<CA-30)=E:$(CA-30)ll." " 
362 IF B•<CA-30>=R$THEN CM~CM+10:GOSUB 366 
3E.4 RETUf,:N 
3E·~t FOR I:z1 TO 5:CALL SPEECHC"L,"lFLIS> : f'AUSE .4:NEXT I 
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368 IF 8$(1)>=RSANO 0$C3>>•R$AND BSC5>>=R$ANO 8S<7>> =R$THEN 370 ELSE 372 
370 IF 0$C9>>~R$THEN GOSUB 400 
372 RETURN 
374 IF Z<J OR Z=O THEN z~45 

376 Z=Z-3:CALL LINEC"W",Z*8,171,Z*8,1B3> 
378 CALL LINE<"R",Z*B,171,Z*S,189) 
380 F'AUSE .OS 
3fn CALL LINE<"E:",Z*B,171,Z*S,183) 
384 CALL SPEECH< "L, "lS2't,): IF < NX+4 > •8:==Z*B THEN 388 
3Bt RE:TURN 
3B9 CALL HF~OFFrCALL POKE(50S20,1f.2,5,45,1E'.2,13E.;,45,10) :CALL EXEC<50820) 
390 CLS "YYY":PAUSE .2:CLS "BBE:":F'AUSE .2:CLS "RRl:;:":PAUSE .2 
3S·l2 CL.S "WWW":PAUSE .2:CLS "ElElB":PAUSE .2:CLS "RRH":PAUSE ,2 
394 LOCATE <5,10):CALL COLOR<"OVB"):Pl:;:INT "Vot.r·e scc>r·e :";SCORE 
3:.:Jt. CALL CFC22,·12,o,en.6f.):F'RINT "ENCORE ? • • Tapez [ENTER:l":F'ALJ5E:RLJN 
398 
4.00 CALL Hfï:OFF:CLS "Wbb":CALL COLORC"OE:E:") :E:B=3 '1 :REF'A=:O 
402 CALL POKEC50920,162,S,4S,162,136,45,10>:CALL EXECC50S20> 
404 FOR I•::-J TO ~:~01LOCATE <1,5):f'IUNT RF'T$(" ",3ô>:NEXT:A::::5:8=:15 
40E; CALL SPEECH C "L, "&S6Sl "BAB602FC" > : CALL CF ( 22, 1 , 1. 98, 98 >: F'RINT RF'T$ C" ". :39 i 
409 CALL CFC22,1,1 ,B2,66):P~INT Rf'T$CCHR$(12>,INTCCM>>:IF CH=O THEN 388 
410 CALL CFC22,5,1,66,82) : PRINT SCORE 
4'12 CALL CF<El+1~A+1,1,77,6t):F'RINT" "tCHR$<BE:)l"" 
414 IJ=A:V=B 
4.'lt A1:•A+:2•J:NT CRN0*2> -1 
418 B=B+2•INT<RND•2>-1 
420 CALL KEY1CD1,02) 
422 CALL SPEECH<"A,"> 
A.24 E=B-2*(01=130)+2•<D1::u128> 
426 A=A-2•<01=129>+2*<01=131> 
428 IF B<4 OR B>19 THEN B=16 
430 IF A<G OR A>30 THEN A=9 
432 LOCATE <V+1,U+1):PRJNT 11 11 

434 LOCATE (10,19):PRINT CHR$C100)lCHR$C101)tCHR$C102>:LOCATE (11,18> 
43G PRJNT CHRSC10~)lCHRtC104>lCHRS<105>lCHR$<106)lCHR$(107>1LOCATE C12,18> 
438 F'RINT CHRS<10S>tCHRtC109)lCHR$(110> 
440 IF" 01a32 THEN CALL SF'EECH<"L,"tS3$):GOSUEI 448 
442 IF REPA=1 THEN GOTO 446 
4,u COTO 40S 
446 RETURN 
449 CALL CF<22,1,1,B2,66):PRINT RPTS<CHR$(12>,INT<CH)):IF INTCCM>=O THEN 388 
450 CM=CH-3:LOCATE <N+1,30-N> 
452 IF <B>~a AND 0c~12>AND <A>=17 AND A<=21>THEN 454 ELSE 4go 
4S4 SCORE=SCORE+SOOO:BBgBB+21IF 88)40 THEN REPA0 1:SCORE~SCOREtCINTCCM)*2000> 
4~5& CALL SPEECH ( "L., 11 IEXP$) 
458 CALL CF<22,5,o,gg,e2>:PRINT SCORE:IF 5CORE>5.E+05 AND DIF>3 THEN 468 
4.60 RETURN 
462 
464 
46t. 
460 
4 ·70 
472 
4 74 
476 
4'/B 
480 
482 
484 
496 
489 
490 
482 
494 
4~'.)& 

498 

***********•*** 
* CODE SECRET * 
** *" •lf********~~-

CALL HROFF:CLS "BWW":CALL CF<5,5,0,66,8"1>:PRINT "E:l:",;AVO,. •" 
LOCATE C7,S>:PRINT "Voici le ccde.":LOCATE C9,5):PFnNT "F'T"ene:z un cr·ayc1n. 11 

LOCATE (11,5>1PRINT "L• code ne r ·este qu ' un .tnst.ant . • " 
LOCATE <13,5>xPRINT "Taper· la touche CENTERJ":F"AUSE 
CALL COL OR ( "ObWHL" > : LO CA TE < Hl , 5 > : PR I NT ·11 TT II LL TT E:BR l:'\A AVVOO" 
LOCATE (20, ~j >: F'R I NT "TT I ILL TT BE:RRAAVVOO": F'AUSE 5: RUN 

*************** 
.sous-ROUTINES• 

1 *************** 
su E: c F ( L r c • T , 0 r F ) 
LOCATE CL,C):CALL COLOR<STR$(T)tCHR$CO)iCHR$CF>>:SUBENO 
sue ECR<Y,.X,CA,C,F,J) 
DA ·r~ 138, 193, 3,. 208, 14. 139, 193. 2,. 208, 13, 124, 82, 121 , 72. 1, 14, 73, 0, 13, 222, 12~~ 
DATA 72,.122,14,121,0,13,246,.215,40,208,125,115,7,125,188,188,188,208,127 
DATA 115,3,127,1B8,1B8,208,124,115,7,124,215,40,208,123,10 
FOR I~O TO 54:READ A:CALL POKEC50176+I,A>:NEXT 
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500 CALL POKEC121,Y,X>:CALL EXEC<50176> 
502 CALL PEEKC123,CA,C,F):CALL PEEK<127 ,J ): S UEENO 
504 ******************* 
506 * FIN LISTING * 
~09 

EXL 100 

CRA YON MAGIQUE 
Une palette de huit couleurs (option par barre d'espace), 

huit directions sélectionnées par les 
chiffres 1 à 9, vous permettent à peu de frais un très 

chouette programm& pictural. #: pour avancer sans tracé ou 
gommer point par point. * pour tout effacer. 

100 
105 
110 
115 
120 

****************** * CRAYON MAGIQUE * 
*pour exlvision * 
* EXL 100 * 
*TILT/ CHAGNY J * 

125 ! ****************** 
130 GOSU8 610: !envoi a la presentation 
135 F·F=-2 
140 CALL CHAR C 1 r "007E7E7E7E7E7E7E7EOO" > 
145 ****************** 
150 * DESSIN TA~LEAU * 
155 ****************** 
1 EO CLS "Bbb" 
165 C$= 11 RGHCYb11JE:" 
170 X=1€.0:Y•100:0$="C":XF=O 
175 CALL HRONC"B",.1,19) 
100 FOR I=3 TO 38 STEP S 
185 IF I==3 THEN J$= 11 R11 

1 ~10 IF I =B THEN J$=" G" 
135 IF I=13 THEN J$= 11 M11 

LOO IF I==18 THE.N J$= 11C" 
205 IF 1=23 THEN J$== "Y" 
210 IF I=28 THEN J$= 11 b 11 

215 IF I=33 THEN J$= 11 W11 

2~~0 IF I =38 THEN J$= 11 E: 11 

225 CALL COLORC 11 1"lJ$l"811
) 

230 LOCATE C20,I>:PRINT CHR$(1) 
235 NEXT I 

240 ****************** 
245 * PROGRAMME * 
250 ****************** 
255 CALL PLOTCO$,X,.Y> 

., . ,,....---..... \; 
/ . 

260 CALL KEY1CXE,TE>:A$~CHRtCXE>:IF TE=O THEN 260 
265 IF XE=42 THEN GOSUB 435:Gosue 470:GOSUB 380:GOTO 255 
270 IF XE=35 THEN GOSUB 360:GOTO 260 
275 IF XE=32 THEN CALL SF'EECH C 11 L,. "l "OE683F-"C7031 EFl3AB602FC") : GOTO 'I 60 
280 IF XE<4S OR XE>57 THEN 260 
285 IF A$="8"THEN A$= 11 6 11 :GOTO 315 
290 IF A$="4"THEN AS:r.:"B":GOTO 315 
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295 IF A$= 11 6 11 THEN A$="4":GOTO 315 
300 IF Af•="S"THEN A$=="1":GOTO 315 
305 IF A$= 11 1 11 THEN A$= 11 5 11 :GOTO 315 
310 IF A$111 11 5 11 THEN A$='*6 11 

315 F=-2•<VAL<Af><S>-1 
320 A::11X: El=-Y 
325 U=VAL(A$)+2•<F-1> 
330 ON U GOSU0 395,415,410,400 
335 D=-<X>O AND X<319 AND Y>O AND Y<18g) 
340 IF Ocr:O THEN CALL SF•EECH ( "L, 11 t "OD7C4.FEA~$AE:602FC" >: GOSUE: 4;;~5 

345 IF 8•35 THEN CALL PLOTC"B"rA,B> 
3~0 CALL Sf'EECH<"Lr"l 11 007C02FC 11

) 

355 GOTO 255 
360 CALL SPEECH< "L • "l"007CFFFFE:ABE'.02FC'' > 
365 F'AUSE • 4 
370 S=35:SS=SS+11IF SS>·1 THEN ss~o:S=O:RETURN 
375 RETURN 
380 IF XF>B THEN XF=1 
385 0$=SEG$CC$,XF,1) 
3!30 RETURN 
395 Y=Y+F 
400 X= X+ F 
405 RETURN 
41 o cosua 400 
415 Y•Y-F 
420 RETURN 
425 X=A:Yi:sB 
430 RETURN 

435 ****************** 
440 * POINTEUR CHOIX * 
445 * DES 8 COULEURS * 
450 ****************** 
455 CALL Sf'EECHC"Lr"l"07DC5372E:AE:602FC") 
460 XF=XF+1:1F XF>S THEN XF=1:RETURN 
465 RETUr.:N 
470 1 ****************** 
475 1 * SELECTION SENS * 
480 1 * ET COULEURS. * 
485 ' ****************** 
490 FOR I•3 TO 38 STEP 5 
4~35 IF I=3 THEN J$="R" 
500 IF I =:8 THEN J$:::11 11 Gu 
505 IF 1=13 THEN Js="M" 
510 IF 1=18 THEN J$="C" 
515 IF I=23 THEN .JS= .. Y" 
520 IF I =2EJ THEN .JS=- "b" 
525 IF 1•33 THEN J$= 11 W11 

530 IF 1=•39 THEN J4l= 11B .. 
535 LOCATE <20,I> 
540 CALL COLOR("1"lJ$l"B"> 
545 PRINT CHRt<1> 
550 NEXT I 
555 IF XF• 'I 
560 IF XF=-2 
5f~5 IF XF•3 
570 IF XF=4 
575 IF XF=5 
580 IF XF=6 
50:5 IF XF=7 
590 IF XF•8 

THEN 
THEN 
THEN 
THEN 
THEN 
THEN 
THEN 
THEN 

I =3: J$i:s" R".: Wt=" 8 11 

1=81 J$= 11 G": W$= "B" 
I •131 J$="M": W$= 11 El" 
I=181J$• 11 C 11 :W$=r"E:" 

1=28:J$= 11 b 11 1W$=r 11 B11 

I 1:1133 1.J$a"W"1W$•11El 11 
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595 CALL COLORC 11 1 11 tW$lJ$l"F") 
600 LOCATE C20rI>1PRINT CHR$(1) 
605 RE TUf'N 

~10 ****************** 
615 * PRESENTATION * 
520 1 ******•*********** 
625 CLS 11 8Cb 11 

G30 A=1:GDSUB 655 
635 8=1:GOSUB 710 
640 C=1:GOSUB 710 
645 D=1:GOSUB 710 
EE~O RETUf'N 

655 ****************** 
660 • DESSIN MANETTE * 
665 ****************** 
670 CALL COLOR<''1BY 11 > 
675 LOCATE C18,:S):f'RINT "•EXU. CRAYON MAGIQUE. •EXL*" 
680 CALL COLOR<"1YB"> 
685 LOCATE (20,S):F'RINT "•100* ·TILT/ CHAGNY J •100.:·" 
690 FOR I=4 TO 15 
695 CALL COLORC"1E:B") 
700 LOCATE <I.1€.):PRINT" 
705 NEXT I 
710 FOR I=8 TO 14 STEP 2 
7'15 CALL COLOR("18Y") 
720 FOR J=17 TO 21 STEP 2 
725 S=S+1:S$=STR$CS> 

Il 

730 IF C=1 AND S=12 THEN CALL COLORC"1WRF 11
) 

735 IF S:r::10 THEN S$= 11 *" 
740 IF SP.::11 THEN 6$= 11 0 11 

745 IF S=::12 THEN S$= 11 U 11 

750 IF 8=1 THEN CALL COLORC 11 1WRF 11
) 

755 IF El==1 AND S >S THEN CALL COL OR ( "1 BY") 
760 IF 8=1 AND S=5 THEN CALL COLOR< 11 18Y 11

) 

765 IF 0==1 AND S=10 T.HEN CALL COLORC"1WRF"> 
770 LOCA~E CirJ>:PRINT S$ 
775 IF B:a1 THEN CALL COLOR C "1WRF 11 > 
780 IF 0=1 AND 5=10 THEN CALL COLORC 11 1BY"> 
705 NEXT J 
790 NEXT I 
n35 IF A::i:1 THEN CALL CO LOR C 11 1 WRF") 
800 IF C= 1 THEN GALL COLOI~ C" 1 BY" > 
805 IF 8=1 THEN ·cALL COLOR< 11 1E:Y11

) 

810 LOCATE (5,.16) :PRINT "! 11 

8'15 LOCATE CS,.21JzPRINT 11 1" 
820 IF B=1 THEN 840 
925 IF C=1 THEM 945 
830 IF D=1 THEN 050 
835 LOCATE <2r12):F'RINT "*EFFACEMENT *":PAUSE 10:A=:OxS=O 
840 IF B==1 THEN LOCATE C 2,. 11): PRI~T "* ORIENTATIONS *": F'AUSE S: B:::O: S=O 
845 IF C==·1 THEM LOCATE <2.11) :F'fUNT 11* DEPLACEMENTS *":PAUSE 9:C=O:S:O 
850 IF 0=1 THEN LOCATE C2,11)zF•RINT "*COULEURS--> *":PAUSE 8:D=O:S=O 
8~55 CALL COLORC 11 1E:Y">:RETURN 

860 1 ****************** 
865 * FIN OU LISTING * 
870 ****************** 
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EXL 100 

MUSICORGUE 
Voilà votre EXL 100 transformé en un orgue à quatre octaves. 

Un programme très court qui permet de se prendre pour 
Jean-Sébastien Bach et vous offre, en prime, une partition 

de Au clair de la lune afin de vous familiariser 
avec les touches musicales. A vos orgues, prêt, musique 1 

, ! *******~********** 
2 * MUSICORGUE ~ 
3 ! *pou~ ~xlvision * 
4 ! * * 
5 * TILT/CHAGNY J * 
~ ****************** 
7 
8 ***DECLARATIONS**~ 
9 
10 CALL POKEC50920,162,5,451162 1 136145 1 10):CALL 
11 DIM Nl<128) 
·12 CALL CHAR< 33 1 ''FFFFFFFFFFFFFFFFFFFF" > 
13 CALL CHAFd 34 1 "08080808080808080EIOB" > 
14 DIS=CHR$(33>:TV$=CHR$C34) 
15 FOR I : 1 TO 128 : NTCI>=200:NEXT 
16 CALL POKEC50688 1 165 1 8 1 6 1 10) 
17 CALL POKEC49156 1 138 1 0) 
'18 

13 
20 
21 

23 

****************** 
* AFFECTATIONS * 
* DE NOTES AUX * 
~ TOUCHES POUR * 
* LE CLAVIER. * 

24 ****************** 

' ·· 

26 DATA 1S8 1 87,1G8 1 83 1 176 1 88 1 168 1 68 1 15B,~7 1 143 1 aG 
27 DATA 141 1 71 1 133 1 66 1 125 1 72 1 118 1 78 1 111 1 74 1 105 1 6 3 
28 DATA 198,46 1 188 1 76~176 1 47 1 168,77 1 158 1 43 1 148 1 42 
28 DATA ~41 1 13 1 133 1 3 1 125 1 49 1 118 1 65 1 111, -50 1 105 1 80 
30 DATA 199 1 68 1 188 1 52 1 176 1 82 1 168 1 53 1 158 1 84 1 143 1 89 
31 DATA 141 1 55 1 133 1 85 1 125 1 56 1 118 1 73 1 111 1 57 1 105 1 7 3 
32 DATA 1ss,ao,1ss,~s,176,126,160,ss,150,60,143,52 
33 DATA 141 1 32,133,32 1 125,32 1 118 1 32 1 111 1 32 1 105 1 32 
34 FOR J==O TO 3 
35 FOR I=1 TO 12 
36 8=2~.J 

37 REAO A:A=A/8:READ N 
38 NTCN>=A 
38 NEXT I:NEXT J 
40 CLS "BCB" 
41 CALL COLOR < "1 E:W") 
42 
43 ***DESSIN PIANO*** 
44 
45 LOCATE C14 1 2):PRINT" "&DIS&" "l[II~i&" "&TV1>l" "&DI$&" "&Dl$&" "i[( [!I>&" " & TV ·~ 

4.6 LOCATE C15 1 2):PRINT " "lCII$l" "lDU>l" "llTV!I>&" "l[ll !f; ll." " 8.DI$1l " "K.()U; Jt" ' '8.TV!F 
47 LOCATE (16,2) :PRINT '' "10!$&" 11 &C1I$&" "!TV$&" "S.D I $K" "&D I $& " "&D I ·~ & " " ltTV ~f; 
d.8 LOCATE ( '17,2>:PraNT Il "lTV$&" "&TV!t.&." "11.TVll;ll." "lt TV!ldt" "&TV$lt" "&TV!l>E." " ll TV$ 
4 3 L 0 CA TE ( 1 8 1 2 > : PR I NT " D " l T V$ l " R" l T V ~; & " H" i TV$ Il " F " & T V $ & " S " & l V$ & " L.. 11 Il TV !J; & ' ' E> " &. T V !J; 
50 LOCATE C 13 1 2) :PRINT "0 11 lTV$l"E"lTV$î"I"lTV$&"A"lTV~> &."O"ltTV$l"A"&TV$ &. "I" !tT ',1$ 

5 'I L 0 CA T E'. C 2 2 1 2 > : PR I NT " W " l TV S l " X " 1 TV i> 1 " C " & TV$ & 11 V " l 1' V$ ll " E: " & TV$ g " N " li. T V !f>lt " '? " 1 T 'v' ~I> 

--------------------~~--~----~~----~--------~--~~--~----~--~------~------" 
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52 LOCATE C 14. 1 16) :F'RINT " "l0!$l" "l(IJ!l; t " "&TV$X." ''2.DI1I>&." " l!.D J:!l; f." "i.D J!I>&" " KTV <;-
53 LOCATE C15 1 1 E.> :f'RINT " "IOI$1" "101$.l" "1TV$&" " !Wif &" " lW U;&." " &DI ~!; &" " &T V !li 
54 LOCATE < 16 J 16) : PRINT " "l0I$l" "lDI $ K. " "8.TV$X." "Ull!li& '' " &DH>&" " i.D U>lt" "lt.TV!b 
55 LOCATE <17 , 1E'.>:F·RINT" "lTV$l" "ll.TV$l " "lTV$l" " &TV$ &" "&TV~> & " "!TV ~~ & " " :n•,;·,i; 
56 LOCATE ( 18 1 16) :F'RINT "D 11 lTV$l"R ;' lTV$ l"H' 1 X..TV$l"F"lTV$l"S"l!.TV !l»i "L " &. TV !f,& 11 S ' 'K T'.,J$ 
5 7 L 0 CA TE ( 19 / 1 E. ) : f' RI NT "0 " t TV$ l "E" & TV$ l" I " l TV$ & " A " & l V$ X " 0" & TV$ l " A" & TV !~ K " I " &. T 'J ·'I> 

5 8 L 0 CA TE < 2 2 , 1 6 ) : F' R I NT " • " l TV$ l " / " l TV$ l " + " l TV$ & " * " Il TV !1> & " t. " l TV$ l " A " l TV ~; !!. " 2"' &. TV !I:. 
59 LOCATE C14,30) :f'RINT " "lDI$l'' "lCII$l" " &TVSl" "&DI !~&" "1D I$ 
60 LDCATE C 15 1 30) :F'RINT " "lDI$l" "lDH>l" "lTV$l" "lDU>&." "lDI$ 
E.1 LOCATE C1E. 1 30>:PRINT " "lDI$l" "&0!$1' ' "1TV$l" "ltDI!~&" "&Dl!I> 
62 LOCATE C17J30) :PRINT " "lTV$l" "lTV$l" "ltTV~>l" "8.TV11>8." "KTV$ 
63 LOCATE <18 1 30> :F'RINT "[1 11 tTV$l"R"lTV$1"M"1TV!l>&"F"&TV$&"S"&TV !l> 
64 LOCATE < 19 1 30) :PRINT "0"1TV$l"E"lTV$8."I"ltTVU."A"l!.TV$Jt"O"&.TV$ 
6 5 L 0 C i:H E ( 2 2 / 3 0 ) : P R I NT " E " 1 T V$ l " R" l TV$ 1 " T " 1 TV$ & " Y " lt TV 15 & " U " 1 T V !I> 
66 CALL COLORC"OWE:") :LOCATE <21 ,3> :PRlNT "S" 
67 LOCATE C21 1 3):PRINT "S" 
68 LOCATE <21 1 3> :PRINT "S" 

96 
37 
98 

***SAISIES NOTE* ** 

63 LOCATE <21 1 5):f'RINT "[)" 
70 LOCATE <21 1 9>:PRINT "G" 
71 LOCATE <21 1 11 > :f'RINT 11 H" 
72 LOCATE C21 1 13):PRINT "J" 
73 LOCATE C 2 1 1 17 >: f'RINT "L" 
74 LOCATE (21, 19> :PRINT "M" 
75 LOCATE C21,23 ): f'RINT "e" 

99 CALL KEY1<A 1 U> 
1 OO ON ERROR 99 

· 76 
77 

LOCATE C2'1 , 25>:PRINT "1" 
LOCATE C 21 1 27 >: f'RINT "2" 

78 LOCATE (21 1 31 > :!='RINT "4" 
73 LOCATE C 21 1 33 >: f'RINT "5" 
80 LOCATE C21 1 37):F'RINT "7" 
81 LO CATE < 21 1 33 >: f'RINT "8" 

101 IF U=-1 THEN 33 
102 IF U=O THEN 104 
103 CALL POKE<2~8 1 NT<A> 1 132):GOTO 93 
104 CALL F'OKEC2S9 1 4S>:GOTO 99 

82 
83 ***LA PARTITION*** 
84. 

105 
10E 
107 
1 OEI 

85 LOCATE C2 1 4>:f'RINT "• •• / + / • + / / " 
86 LOCATE (4 1 4) :PRINT "• •• / + / • + / / " 
87 LOCATE <614->:f'RINT "/ I / / N N / ? NE: " 
88 LOCATE <9 1 4> :PRINT "• • • / + / • -t· I I " 
83 CALL COLORC"08111L"):LOCATE C2 1 30):PRINT "AAUU" 
30 LOCATE <4 1 27> :PRINT "CCLLAAIIRR" 
31 LOCATE C6 1 27):f'RINT "DCIEE LLAA " 
32 LOCATE <8 1 28>:F'RINT "LLUUNNEE" 
93 LOCATE C10 1 1>:PRINT Rf'T$("_",40) 

****************** 
* FIN PROGRAMHE. * 
****************** 

94 CALL COLORC"08LIJLH">:LDCATE (11 1 11 ) :i='RINT "MMUUf:>SIICCClURF~C GUUEE" 
95 LOCATE ( 12, 11 ) : F'R !NT "MMUUSS II ccoo1:;:RGGUUEE" 

1 
2 
3 
4 
5 
6 
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EXL 100 

CLAVIER BAVARD 
Pour apprendre à manipuler votre micro sans 

regarder vos mains. Sur le clavier vu de dessus, la touche 
à appuyer clignote, tandis que l'ordinateur 

_prononce la lettre. Le score s'affiche en bas. 

******************** * CLAVIER BAVARD * 
• POUR EXL 100 * 
* CHAGNY JEAN. * 
******************** 



7 

8 

****DECLARATIONS**** 

3 OIM L$(26) 
10 DATA A,z,E,R,T,v,u,r,o,P,c,s,o,G,H,J,K,L,M ; W1X 1C1V1B1N1F 
11 DATA "Tab" 1 A 1 Z 1 E 1 Fi: 1 T 1 Y 1 U 1 I 1 0 1 P 1 .,< 1 > 
12 DATA "Esc" 1 1 1 2 1 3 1 4 1 5 1 6 1 7 1 B 1 3 1 0 1 U 1 -· 

13 DATA "c t. 1 Il I Q I s I DI F , G , H I J I K IL. J M I@ J ( - · 

14 DATA .. ~ ",w,x,.c,v,e,N,? 1 .,1 1 +1 * 
15 DATA "(" 1 ">" 1 " " 1 "!" 1 "'~" 1 "Fct. " 1 " <X !" 1 " \ " 1 "LoK" 
16 FOR 1=1 TO 25:READ LS(I) : NEXT I:REAO G$ 
17 GOSUE: 32 
'l 8 GOSUE: 54 
19 
20 
21 

****JEUX ET SCORE**** 

22 RESTORE 11:Hr:.INTRN0(26>:SUR=SUR+1:IF SlJF~=21 THEN PRINT "F:CN":PAUSE 2 : f\UN 
23 AS=L$<H>:SS=A$:GOSUE: 123 
24 PAUSE 3-<SUR/10) 
25 CALL KEY 1 CA / E:) : IF CHR$ (A) =A$ THE: N POINT=~· () I NT ·I: 'I 
26 CALL COLOR(" 'IWEJ"):LOCATE C21 1 'l'll:F'RINT " POINTS "~POINT~"/";:SUI:\: 

27 GOSUE: 54 
28 GOTO 22 
29 
30 
31 
32 F$~RPTSCCHR$(12> 1 38> 
33 CLS "E:Cb" 
34 CALL COL OR ( "1E:E: 11

) 

35 FOR I=4 TO 17 
36 LOCATE <1 1 2) 
37 PRINT Ft> 
38 NEXT I 
39 CALL COLORC"1bE:H"> 
40 LOCATE (19 1 3>1PRINT "Appuyez sur· la t.<Juct1e pr·ononcee ••• " 
4.1 LOCATE (19 1 3>:PRINT "Appuyez SUT' lat.ouche pr·ononcee ••• " 
42 CALL COLOR<"1WBH"> 
43 LOCATE (4. 1 5> 
44 PRINT "EXL100" 
45 LOCATE <5 1 5> 
46 PRINT "EXL100" 
47 CALL COLOR<"1bB") 
40 LOCATE <5 1 13> 
43 f'RINT "exelvisi.on" 
50 RETURN 
51 

****AFFICHAGE**** 
53 
54. CALL COLOR<"1BY"> 
55 LOCATE <Ss4> 
56 READ T$ 
57 IF T$=ASTHE:N CALL COLOR("1YMF") ELSE CAl...L COLOR("'IE:Y" ) 
58 F'RINT TS 
59 FOR J=B TO 32 STEP 2 
60 LOCATE <9 1 J) 

6 '1 REAC1 Tf 
62 IF T$ •=A$THEN CALL COLORC"1YMF'") ELSE CAL..L CDLOR("'IE:Y"> 
63 F'RI NT Tf 
64 NEXT J 
65 LOCATE <7 15) 
66 REAO T$ 
67 IF T$=•A$THEN CALL COLORC"1YMF"} ELSE CAl. .. L COL.Of\("'IE:Y"> 
68 PRINT T$ 
69 FOR J=S TO 31 STEP 2 
70 LOCATE <7 1 J) 
7'I READ T$ 
72 IF T$=AS THEN CALL CO LOR ( "1 YMF") ELSE CAL.L COL OR<" 1 E:Y ") 
--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~------
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73 · PRINT T$ 
74 NE)(T J 
75 LOCATE <11 1 5> 
76 READ T$ 
77 IF T$ =:.:A$THEN CALL COLOIH"1Yl'iF") ELSE CAl_L COLDR<"'IE:Y") 
78 F'RINT Tt 
79 FOR J=9 TO 32 STEP 2 
80 LOCATE (11 1 J) 

81 READ T$ 
9~~ IF T$ :::A$THEN CALL COLOR<"1YMF"> ELSE CALL COL.URC" 'IE:Y"> 
83 F'RINT T$ 
84 NEXT J 
95 LOCATE (13 1 7> 
96 READ T$ 
87 IF' T$==A$THEN CALL COLOR<"1YMF'") ELSE CAL.L CDL..UJ:;:("'IE:Y") 
98 F'RINT T$ 
88 FOR J=10 TO 30 STEP 2 
90 LOCATE <13 1 J> 
91 READ T$ • 
92 IF T$=ASTHEN CALL COLOR("1YMF") ELSE CAL.L COLOR<"1E:Y") 
93 F'RINT T$ 
94 NEXT J 
95 FOR J=9 TO 12 STEP 2 
96 LOCATE (15 1 J> 
97 REAO rs 
98 IF T$:=ASTHEN CALL COLOR<"1YMF'") ELSE CALL COL.OR("'IE:Y"> 

99 F'RINT T$ 
100 NEXT J 
101 J::13 
102 LOCATE (151J> 
1 03 REAO Tf 
104 IF' TS=A$THEN CALL COLOR("1YMF "> ELSE CALL COLORC''1BY" > 
105 F'RINT T$ 
106 FOR J=27 TO 29 STEP 2 
107 LOCATE (15 1 J> 
108 READ TS 
103 IF T$=A$THEN CALL COLORC"1YMF"> EL.SE CAL.L COLOR<"1E:Y"> 
110 PRUH T$ 
11 'I NEXT J 
112 FOR I=7 TO 13 STEP 2 
11 :J CALL CO LOR C "1 WR") 
114 REAO TS 
115 LOCATE <1 1 35) 
116 IF T$==A$THEN CALL COLORC"1YMF"> ELSE CALL COLOIH"1E:Y"> 
117 PRINT TS 
11B NEXT I 
119 RETURN 
120 
12·1 
122 
'123 
124 
125 
12C. 
127 
128 
129 
130 
13'1 
132 
'133 
134 
135 
136 
137 
138 

126 

T=ASCCS$) 
CALL VOIXCT> 
RETURN 
sue VOIX<T) 
VOX•50286:0=50296:CALL POKECVOX 1 136 1 196 1 120 1 10 1 251 1 10 >:GOSU B 
CALL EXEC<VOX>:SUBEXIT 
T=T-64:IF T>27 THEN SUBEXIT 
IF T<11 THEN 133 
IF T<21 THEN T=T-10:GOTO 134 
T=T - 20:GOTO 135 
ONT GOTO 139 1 143 1 150 1 155 1 162 1 167 1 173 1 180 1 186 1 188 
ONT GOTO 196 1 200 1 206 1 213 1 220 1 225 1 231 1 235 1 243 1 251 
ON T GOTO 255 1 258 1 265 1 276 1 282 1 232 

****CODES POUR A a z***" 



138 CALL POKE<D 1 173 1 41 1 97 1 60 1 194 1 1 7 1 1 1 72 1 162 1 152 , 117 1 ~ 07 1 158 1 188 1 1 70 ; 84 ) 

14.0 CALL F'OKE ( D+ 1s,21s,1ss,171, 202 } 173 J 'I 'I 0 } 'I El1 ';~0:3} ~1 ·1 } ;~ :~a j 1 ?4 } 'I E7} ~'.'j'.J ;: •; ~.=:;n : ~:·).';. \ 
141 CALL POKECD+30 1 177 1 210 1 84 1 143 1 8 1 105 1 B1 1 B3 1 114 ; 72 1 2 0 4 1 153 1 46 1 151 1 1 37 1 1G8> 
142 CALL POKEC0+46 1 20 1 153 1 167 1 228 1 2 5S 1 7> :RETURN 
14 3 CALL POKECD 1 40 1 143 1 200 1 1B9 1 45 1 226 1 144 1 146 1 137 1 11 3 1 143 1 14 0 , 6 9 1 74 ; 162 1 8 ·: > 
144 CALL POKE<0+16,17J,s1,1a,171,1EB,105,241,41 , 75 ,172 , 1 9 8, 174 , 56 , 4 1 ; 4 3, 1 4G l 
145 CALL POKECD+32 1 26 1 155 1 8E 1 239 1 170 1 73 1 80 1 104 1 58 1 184 1 17 1,208 1 40 1 170,11 G> 
146 CALL POKE<0+47 1 214 1 242 1 197 1 171 1 28 1 2 06 1 81 1 34 1 230 1 220 1 '114 , 21 1 135 1 24 1 8 0 ) 
147 CALL POKEC0+62 1 213 1 156 1 93 1 204 1 108 1 36 1 22 1 1 41 1 80 1 1 18 1 143 1 230 1 87 1 18 7 1 ~0 1 2 13~ 
148 CALL POKE<0+79 1 81 1 131 1 149 1 153 1 21 8 1 87 1 10 1 81 1 74 1 16 1 146 1 158 1 37) 
148 CALL POKECD+91 1 149 1 241 1 194 1 248 1 108 1 150 1 210 1 255 1 7 >: RETURN 
150 CALL POKEC0 1 4 1 232 1 98 1 148 1 1 1 221 1 1 72 1 8 1 1 G0 1 133 1 é5 1 1 J 12 , 213 1 38 1 1 1 8 1 1 04 ~82 > 
151 CALL POKE<D+19 1 101 1 195 1 157 1 187 1 101 1 234 1 14B 1 B5 1 231 1 10 0~ B~ , 17 7 1 87 ; 208 1 ~2S ) 

152 CALL POKEC0+34 1 161 1 105 1 206 1 217 1 228 1 42 1 1 3 5 1 13 1 176 1 2 04 1 57 J 187 1 220 1 197 :20E) 
153 CALL POKE<D+481123 1 218 1 162 1 161 1 2 1 124 1 162 1 114 1 2 41 1 17 1 1 18 1 220 1 2 3 4 1 40 1 133 > 
154 CALL POKE<0+64 1 170 1 76 1 241 1 3B 1 132 1 8 1 ~8 1 1 77 1 142 1 11 5 1 115 1 242 1 255> : RETURN 

155 CALL POKECD,200,11,se,162,179,45, 145, 1 40 , 200,100 ,202 ,1 2 ,1 3, 74,1 72 . 218 : 58) 
156 CALL POKECD+17 1 93 1 3G 1 169 1 152 1 113 1 171 1 74 1 145 1 164 1 Z3 0J 42,1 64 1 1GE , 77 1 1~5 , 18Ll 
'157 CALL POKE ( 0+33 1 251 1 212 1 32 1 183"'1 57 1 20;:~ 1 38 1 'l40 1 34 1 10€. 1 202 1 40 1 1 5 ~.:.i 1 B2 , 201.i 1 '?0 C ) 
158 CALL POKE<D+49 1 41 1 197 1 156 1213 11 7 0 1134 1 4 8 1 240 1 17 0 1 5 7 1 1 8 7 1 220 1 1 8 7 1 72 1 134 1 5 3) 
159 CALL POKECD+65 1 176 1172 1 57 1 35 1 232 1 70 1 32 1 171 1 17 1 1 52 1 1B7 1 73 1 133 1 163 , 18 2 ! 82 > 
160 CALL POKE<D+81 1 117 1 163 1 68 1 162 1 2 50 1 85 1 82 1 153 1 224 1 1 32 1206 1 1 33 1 171 1 249 1 1 27> 
161 RETURN . 
1~2 CALL PDKE<D,33,41,53,213,185,202,148,184 , 136 , 211 , s , s3 , 48 , 138 ,23G,57, 2 20) 
163 CALL POKE<D+17 1 108 1 214 1 42 1 170 1 46 1 85 1 231 1 197 1 1C3 1 40 1 4 6 1 1 97 1 84 1 23 1 141 : 1 62 > 
164 CALL POKEC0~33 1 152 1 1B 1 11 1 155 1 53 1 24 3 1 145 1 2 1 1 231 1 26 1 10G 1 1 78 1 B6 J 90 1 33 1 1 77 , 

165 CALL POKE<D+49 1 154 1 45 1 26 1 97 1 113 1 33 1 110 1 1 2 6 1 170 1 186 1 1 S 3 1 2 40 1 8 4 1 1 8 1 , 84 ; 14 1 ) 
166 CALL POKECDt65 1 40 1 197 1 218 1 176 1 52 1 ~5 1 188 1 132 1 232 1 148 1 43 1 42 , 24 2 1 255 ,3 > : RE TUR N 
1G7 CALL POKE CO 1 169 1 234 1 53 1 ;~11 1 41 1 ;~ 1 8 , 'I 72 / 'I 06 1 'I 70 1 '17 / 'I t1.3 1 138 1 '180 1 'I 7 'I :- El î ; ;.~ ·: :- ? ::J :; ) 
168 CALL POKECD+17 1 218 1 57 1 161 1 B7 1 21 7 1 1S6 1 75 1 122 ; B7 121 7 1 2 49 1 72 1 171 1 11 8 ,42; î 7 5 > 
169 CALL POKECD+33 1 210 1 37 1 136 1 86 1 34 1 189 1 197 1 40 1 63 1 8 2 ; 23 1 , 200 , 172 , 2 0 5 , 1 2 B : 4C) 
17 0 CALL POKE<D+49 1 93 1 4 1 48 1 77 1 168 1 4 1 36 1 32 1 1 1 8 1 104 1 64 1 3 1 26 1 16 1 192 1 84 .~37 ,8;. 1~~ ) 
171 CALL POKEC0+69 1 165 1 84 1 133 1 106 1 4 1 37 1 102 1 245 1 142 1 36 , 155 1 B5 , 35 , 71107130 12 1 4> 
17 2 CALL POKECD+86 1 86 1165 1 248 1 255>:RETURN 
173 CALL POKE<D 1 168 1 88 1 134 1 197 1 48 1 211 1 14 8 1 106 1 3 0 1 87 ;. 38 1 77 1 81 , 2 18 , 28 . GG, 1312 1G ) 
17 4 CALL POKE<D+1B 1 105 1 233 1 7B 1 45 1 85 1 34 1 69 1 1 73 1 21 8 1 177 1 6 1 1 136 , 41 ,1 8 3 , 233, 1SO > 
175 CALL POKE<D+34 , a2,101,17e,21e, 2 1a,27,84 , 133, 2 11 177 , 17 1 ,27 ,51 , 2 4 5 , 1 38 , 8C ) 
176 CALL PDKE<D+S0 1 18S 1 30 1 117 1 87 1 70 1 158 1 57 1 12 3 1 214 1 188 1 158 1 21 3, 4 4 1 1 03 , 48 , ·179) 
177 CALL POKECD+66 1 17 1 15 1 109 1 168 1 81 1 85 1 154 1 219 1 184 1 8 1 } 85 ; 87 1 174 , 1 34,83 ; 1 8 ~ 7 4) 
170 CALL POKECD+83 1 187 1 B4 1 1~S 1 74 1 116 1 184 1 99 1 35 1 237 1 1 0 1 33 1 112 , 205 , 205 , 11 8 , 25 ~> 
179 CALL POKE<0+99 1 255>:RETURN 
180 CALL POKE<D,169 1 46,S7 1 210 1 1S4 1 87 , 237 1 118 1 11 6 1 185 1 84 , 164,215 ,156 , 2 2 1 ,237 ) 
181 CALL POKE<D+16 1 11B 123 1 43 1 74 1 57 1 188 1 172 1 74 1 1 19 1 47 1 194 , 81 1 33, 7 1 1138 ; 1€ 8, 22E > 
182 CALL POKECD+33 1 223,20 1 174 1 26 1 114 1 12 1 112 1 8B , 155,5 1 44 , 224, 1 ,8, 2 20:21 G, 22 S . 1 > 
183 CALL POKE<D+51,11,s6,S6,1S1,115,3 , 28,151,33 , 1,1G1 , 11 3, s1,138 ; 1G2 , 1 7 3 : ~ 3 1) 
184 CALL POKE<D+68,2B,189,BS,134,154 , 118,B2 , 180,234 , 30, b5 , 213 , 137 !20 1 , 133 , 104 ) 
185 CALL POKE<D+84 1 85 1 104 1 33 1 70 1 163 1 106 ; 2 17 1 S7 1 255 , 3 1 >: RETURN 
186 CALL POKE<D 1 162 j 56 1 130 1 88 1 178 1 235 1 134 1 232 1 50 , 100 1 20 7 1 153 1 1 48 1 14 7 1 88 , 164> 
187 CALL POKEC0+ 161114 1 17 1 18 1 203 1 173 1 15E 1 139 1 15 6 1 2 31 , 52 , 7 1 1 201 , 238 1 1 36 1 68 1 123 ) 
180 CALL POKE<D+32,163 1 36 1 11S 1 2 1 178 1 234 1 158 1 26 1.13 1 175 1 106 1 237 1 25 5 1 1):RETlJRN 
189 CALL POKE<D,38 1 26 1 64 1 84 1 163 1 82 1 185 1 162 1 15 1 83 1 241 1 20E 1 84 1 1 70 1 1 73 1 8 2 ,72 1 2? 0> 
190 CALL POKECD+18,109 1 155 1 174i8 1 39 1 82 1 54 1 101 1 1B6 ; 33 ; 33 1 137 1 15 3 , 2 45, 174 1 247) 
191 CALL POKE<D+34,173 1 61 1 62 1 143 1 68 1 180 1 182 1 1 10 1 135 1 68 1 49 1 206 1 82 , 15 4 1 1 09 1 24> 
192 CALL POKE<D+So,1ee,114,113,159,151,34 , 174 , 202,137, 1e1 , 42 ,213 , 166 , 36 , 14 5) 
183 CALL POKE<D+6S,e~,59,e~,19,147,90 , 77,237,92,230 , 34 , 101,147, 145 , 104 ,78;228 ) 
1S4 CALL POKECD+B2,154,1E4,160 1 E7 1 214 1 232 1 1~ 1 2 8 1 220 1 14 1 40 1 118 1 34 ; 1B0 1 5 1 : 35) 
195 CALL POKE<D+se,240,1s4,105 , 51,so,253 , 127>:RETURN 
196 CALL POKE (DI 1, 1sa ' 181 , 112 I 68' 37 J 58 ' 2 3 J 79 ' ;~ :~E J B:Cl , 140 J 14G} 21 13 ;: :~ c : "! 7 '.·:) ,: '! ·! '! ) 

187 CALL POKECD+17 1 181 1 234 1 148 1 90 1 203 1 88 1 242 ,i 04 1 82 1 43 1 1 GS 1 204 : ~8 ,~ 73 >78,20: 
198 CALL POKECD+33 1 35 1 114 1 171 1 244 1 106 1 22 8 1 169 1 150 1 187 1 8 5 ; 223 1 ? 5 1 7 3 1 G3 ;88, ii 3 
199 CALL POKECD+49 , 153 1 105 1 150 1 48 1 175 1 50 1 73 , 231 1 36 1 1 39 1 1 7 8 1 250 1 255> :R~TLJRN 
200 CALL POKE<D,161,24,105,52 1 56 1 155 1 140 1 124 1 2 0 0 1 22 8 1 137 1 156 1 180 1 138 , 230 1 76 ! 
201 CALL POKECD+16 1 202 1 3S 1 242 1 46 1 103 1 57 1 203 1 B1 1 180 1 164 1 34 1 89 1 145 1 91 1 2 1 4 ~ 1 57) 
202 CALL POKE<D+32,170,202,37,23e,1os, 73 , 170 , 102 , 11s ,125, 59,53 , 42, 12G,22 , 16G l 
203 CALL POKE<D+48,173 1 23 1 S4,123 1 1S3 1 7B 1 52 1 184 1 100 1 138 1 3~ ; 35 1 57 ; 227 1 1 3E 1 14> 
204 CALL POKECD+64,149 1 148 1 148 1 37 1 3S 1 11 1 1~8 1 18 1 162 1 87 1 138 1 104 1 16S 1 138 1 1 38, 30) 



205 CALL POKECO+B0 1 91 1 163 1 169 1 18 1 174 1 234 1 240J180J12J245 1 2 55):RETURN 
206 CALL POKE<D 1 45 1 207 1 183 1 116 1 114 1 194 1 1 72 1 178 1 122,179 1 242 1 3 1 173 ~ 133 5 85 , 52 1 J 1 ) 

207 CALL POKE<0+17 1 26 1 218 1 149 1 1 18 1 177 1 242 1 238 1 67 1 1 56 ~ 163 1 118,168 1 178 , 85 , 14> 
208 CALL POKECD+32 1 213 1 201 1 46 1 139 1 138 1 60 1 57 J 234 1 132 1 52 1 107 1 54 1 93 1 158,27 1 226 > 
209 CALL POKE<0+4B 1 164 1 84 1 156 1 125 1 73 , 142 1 114 1 144 1 233 1 224 , 6 1 165 1 2 3 4 1 1 5 6 , 107) 
210 CALL POKECD+63,155 1 147 1 156 1 137 1 90 1 68 1 26 1 122 1 242 1 161 1 B3 1 105 1 106 ; 168 1 41 , 151> 
211 CALL POKE<D+79 1 118 1 37 1 233 1 36 1 135 1 40 1 17 1 87 1 116 1 140 1 164 1 83 1 184 1 154 1 201, 3S' 
212 CALL POKECD+85 1 146 1 87 1 102 1 B1 1 S9 1 223 1 255 1 1):RETURN 
213 CALL POKE<0,169 1 154 1 1.10 1 216 1 205 1 23 1 173 1 114 1 202 1 84 1 235 , 152 1 53 : 202 $234 1 21? ' 
214 CALL POKEC0+15,42,3B 1 202 1 172 1 70 1 217 1 163 1 163,233 1 212 1 2 17 1 101 1 42 , 1 38;86~1~l) 
215 CALL POKECD+32 1 201 1 218 1 46 1 43 1 18 1 181 1 121 1 170 1 186 1 52 1 37 1 85 1 18 1 13 1 8 5 1 148;20l 
216 CALL POKE<D+49 1 22 1 137 1 154 1 212 1 113 1 131 1 158 1 4 1 89 1 241 1 56 1 13 1 94 1 148 1 172 ;65> 
217 CALL POKE<0+65,1511198 1 185 1 84 1 112 1 1B0 1 110 1 26 1 23S 156 1 8 1 1 105 1 24 1 , 178,75 18?! 
218 CALL POKECD+81 1 244 1 228 1 77 1 59 1 146 1 74 1 213 1 130 1 26 1 146 1 102 1 154 1 50 1 245 , 178 1 14S) 
213 CALL POKEC0+37 1 180 1 215 1 200 1 4B 1 102 1 255 1 15) : RETURN 
220 CALL POKE<0,172,B 1 250 1 1S4 1 68 1 156 1 13~ ; 44 1 136 1 79 1 84 1 23 7 1 228 1 114 , 2 38,223 1 B0 1 
221 CALL POKEC0+17 1 116 1 103 1 40 ; 109 1 60 1 37 1 181 , 148 1 161 1 240 J230 1 82 1 1 32, 1 22 1 231 1 ,4 l 
222 CALL POKE<D+33 1 229 1 65 1 94 1 1~8 1 80 1 238 1 1 52 1 133 1 21 2 ,155 1 79 1 87 1 234 1 21 1 3 5, 231 ~ 

223 CALL POKE<0+49 1 216 1 116 1 138 1 ~0E 1 11 1 140 1 102 1 183 1 33 1 1 22 1 206 1 1 46 ~ 50 1 18 1 2 2 1 1 ~~> 
224 CALL POKECD+65 1 208 1 232 1 198 1 255 1 15>:RE TURN 
225 CALL POKE<D 1 4 1 200 1 180 1 172 1 137 1~3 1 138 1 168 1 100 1 237 1 143 ; 53 1 207 1 ~36,203 , 1 78 · 

2 2 6 c AL L p 0 K E ( 0 + 1 6 J 1 1 9 J 1 B 2 J 1 7 9 J 'I 4 9 J 1 s J 4 7 J 2 2 8 , 5 7 I 1 1 5 J 'I 1 8 ! f; 2 J 1 7 8 J 1 '! 0 J 'I 3 2 J 17 B I :' 1 ~~ ) 

227 CALL POKECD+32 1 202 1 76 1 70 1 216~181 1 86 1 1 02 1 87 1 1 10 1 110 1 B5,75 1 83 1 23 ,5B , 25 1 85 ~ 

228 CALL POKE<D+49 1 163 1 117 1 142 1 100 1 167 1 4 1 46 1 254 1 22 1 114 , 149 1 200 f 117 1 245 ; 90 , 5G' 
229 CALL POKE<D+65 1 33 1 162 1 82 1 E2 1 27 1 174 1 20 1 128 1 83 1 148 J 1 70 1 80 1 13 1 0 , 1 2 B,255 1 7 > 
230 RETURN 
231 CALL POKECD,6,168,62,200,o , 125,101,165 , 164,B5,38,149 s 104 ,219 ~ 1 7 8,22 ; Z3 > 

2 3 2 c A LL F' 0 K E ( 0 + 1 7 I 1 7 7 J 1 0 0 I 7 7 J ~~ 0 5 J 1 2 2 I ~~ 'I t1. I 'I 7 9 ; 'I 5 8 J 1 4. 8 I 'I 1:; B J ~i 7 ,< E 3 J 2 6 } 'I ? ~; J IH. ' 1 .. 1 ) 

2 3 3 C AL L P 0 K E ( 0 + 3 3 1 2 3 6 1 6 / 1 6 3 / 1 0 4 / 6 5 / 6 'I / 9 'I / 2 3 2 / 2 1 2 / 'I 9 [, ; 1 4 :·3 J 2 5 3 / 'I 0 :7l / 1 f; C > 'l li. 0 } 2 ' ; 4 ) 
234 CALL POKE<0+49 1 31>:RETURN 
235 CALL POKECD 1 4S 1 25 1 9B 1 216 1 202 1 38 1 142 1 1 62 1 163 1 22f; 1 234 1 24 1 57 1 1 70 5 18 J 2 12 1 21 ~ ' 

236 CALL POKE<0+17,39,204,172,86,a5,189,75,121,s5,222 ,213 , 42 , 155 , 15,14 1205) 
237 CALL POKE<D+33 1 202 1 187 1 216 1 249 1 202 1 106 1 B 1 46 1 238 1 202 1 59 1 108 1 10 5 1 14 1 97 1 151>' 
238 CALL POKE<0+49 1 83 1 178 1 100 1 77 1 109 1 154 1 88 1 172 1 144 1 101 1 59 1 170 1 26 ,21 , B5 , 1B2 ' 
239 CALL POKE<0+65 1 104 1 164 1 161 1 184 1 14 1 81 1 81 1 107 1 42 1 90 1 16 9 1 120 ; 177 ,1 6 5, 30,14~> 

240 CALL POKECD+B1 1 161 1 230 1 196 1 52 1 238 1 30 1 1E1 1 138 1 2 1 1 253,168 1 1 67,25 , 8 , 122,B > 
241 CALL POKEC0+97 1 166 1 97 1 41 1 213 1 40 1 38 1 184 1 135 1 57 1 53 1 34 1 105 1 153 1 145,81 1 B~> 

242 CALL POKE<0+113 1 255 1 31):RETURN 
243 CALL POKEC0 1 45 1 107 1 42 1 37 1 51 1 38 1 1B2 1 ~0 1 155 1 176 1 205 1 12 1 1 88 1 202 1 26 1 2 12 1 51 1 38> 
244 CALL POKECD+18 1 202 1 42 1 154 1 77 1 1 7 4 1 168 1 40 1 39 1 107 1 1 83 1 36 1 188 1 35 1 143 1 1B4: 42> 
245 CALL POKECD+34 1 227 1 17B 1 49 1 147 1 130 1 44 1 148 1 31 1 151 1 172 1 11 1 42 1 15 1 1f3 1 13 1 208> 
246 CALL POKECD+50 1 12 1 24 1 1 7 B1 133 1 1 1 1 47 1 150 1 49 1 160 1 171 1 14 1 14 1 48 1 8 6 1 243 1 50 1 6 1 76) 
247 CALL POKECD+68 1 49 1 7B 1 128 1 197 1 202 1 2 4 1 48 1 213 1 10 1 5 1 56 1 192 1 1 1 14j16 1 36 1 144J226' 
248 CALL POKE<O+B6,160,22e , 1s6,234 , 177,180 , 147,154,188,69,218 ,65,73,74 ,204) 
248 CALL POKECD+101,156,237,142,216,201 , 222,1ss,167,5 ,60 ,33~~21, 9 8, 158) 
250 CALL POKEC0+115 1 222 1 244 1 254 1 31):RETURN 
251 CAL L POKE ( D 1 61·168 1 42 / 1 0 'I 1 68 / 61 1 24 ,c f5 ::l / 2 '14 1 23E. 1 15:'.'i 1 158 .< 'I Ofl 1 'l 2"0 .i 7 ; 'Id 'I / J ;~ ) 
252 CALL POKE<0+17 1 188 1 243 1 153 1 183 1 108 1 40 1 5 1 207 1 172 1 210 1 147 1 30 1 151 1 160 1 J3;1 61> 
253 CALL POKECD+33 1 174 1 14,147 1 29 1 167 1 39 1 170 1 122 1 153 1 98 1 148 1 18 1 56 , 21 5 1 70 1202> 
254 CALL POKE<D+49 1 251 1 127>:RETURN , 
255 CALL POKECD,46,202,s2,2os,s4,s1,1e6 , 36,49 , 97 ,251 , 76,81 , 24 2 , 150 , 4 , 41 , 11 7) 
256 CALL POKE<0+1e,11s,41,122 , 112,132 , 210 ,45,5 1,1 75,1 2 1 ,7~,155 , 19 , 1 64, 1 )7 ,77) 

257 CALL POKE<D+34 1 57 1 170 1 65 1 118 1 157 1 158 1 20 1 83 1 124 1 182 1 180 ,20 2 1 25 5 1 3> :RETURN 
258 CALL POKE<D144 1 171 1 20B 1 213 1 139 1 23 1 185 1 178 1 133 , 52 1 74 1 93 1 2 0 1 154 1 198 1 67 ; 84> 
259 CALL POKECD+17 1 1B5 1 j18 1 106 1 135 ; 46 1 85 1 2 14 1 68 1 181 1 43 1 253 1 210 1 105 1 106 1 100> 
260 CALL POKEC0+32 1 171 1 247 1 181 , 73 1 2 21 1 146 1 33 1 16E 1 108 1 1 67 1 52 1 85 ; 21 1 75 1 80 1 2 37 > 
261 CALL POKE<0+48 1 81 1 53 1 227 1 100 1 225 1 178 1 103 1 181 1 171 1 85 1 13 1 27 1 168 1 17 1 115 1 118> 
262 CALL POKECD+54 1 181 1 203 1 157 1 175 1 116 1 24 1 71,205 1 156 1 220 1 1 30 ; 38 1 2 1 1 ~7 1 1 178 1 7G> 
263 CALL POKE<D+80 1 177 1 170 1 33 1 234 1 234 1 48 1 78 1 15 1 130 1 22 7 1 50 1 200 1 10 1 201 , 72 1 157> 
264 CALL POKEC0+96 1 179 1 144 1 247 1 255>:RETURN 
265 CALL POKE<D,1641230 1 10B 1 162 1 50~98 1 146 1 70 1 146 1 202 1 72 1 175 1 72 1 90 j 137 1 43 1 58> 
266 CALL POKE<D+17 1 205,17 1 105~21 1 201 1 172 1 1 40 1 88 1 163 1 G1 1 206 1 83 1 63 1 2B 1 183j188) 
267 CALL POKE<0+33 1 225 1 112 1 73 1 236 1 S0 1 24 2 1 10 1 51 1 41 1 1~8,75 1 42 1 18 1 233 1 1 48 1 128 1 52> 
268 CALL POKE<D+S0,166,200,1s2,7s,1e,1as,170,42,a,13,55,95,23,202,23c , 143,205) 
269 CALL POKE<D+67 1 204 1 113 1 41 1 7~ 1 97 1 49 1 246 1 250 1 165 1 42 1 137 1 93 1 48 1 155 1 173 1 178> 
270 CALL POKE<0+83,169,ao,14,222,1aa,171 , s4,167,182 ,232, 96 , 8 , 89 , 32 , 250 , 174) 

128 



• 
271 CALL POKECD+99 1 147 1 B5 1 36 1 05 1 26 1 166 1 74 1 21 1 143 1 36 1 121 1 72 1 67 1 15 1 1 20 6 1 146 1 218> 
272 CALL POKECD+116 1 184 1 118 1 163 1 109 1 38 1 137 , 203 , 22 1 1 43 1 1 82 1 1 B5 1 6 4 1 4 5 1 159,61 ) 
273 CALL POKE<0+131 1 213 1 06 1 87 1 163 1 20 1 149 1 85 1 70,222 1 17 3 1 163 1 8 7 1 20G 1 2 33 1 11 3 1 24 3 > 
274 CALL POKEC0+147 1 155 1 86 1 200 1 139 1 200 1 201 , 1 70 5 82 1 1 12 ,38 1 1 35 1 56> 
275 CALL POKECD+1~9 1 45 1 50 1 181 1 1 7 1 1 20 1 42 1 36 1 47 1 37 1 190 1 32 1 233 1 255 1 3 >:RETLIRN 
276 CALL POKEC0 1 33 1 219 1 72 1 216 1 226 1 71 1 167 1 88 1 11 1 37 1 146 , 1 5 5 1 32 1 20 2 1 20 1 1 132 ,57> 
277 CALL POKECD+17 1 54 1 106 1 73 1 54 1 39 1 230 1 220 1 42 1 57 1 2 2 4 1 33 1 2 1 167; 42 1 85 J 1&1 1 26 1 0 > 
278 CALL POKECD+35 1 96 1 128 1 234 1 32 1 23 1 2 08 1 108 , 144 1 2 1 166 1 183 1 208 1 128 1 4 1 2 4 1 1 76 1 85) 
278 CALL POKE<0+52 1 135 1 4 1 36 1 32 1 1 1 1 1 12 1 125 1 166 1 172 1 165 1 206 1 66 ~ 18B 1 01 1 80,83 1 80) 
200 CALL F'OKE c o + 70, 106, s 1 , 50, 65, 7 7, 1 ~17 , ·1o1 , F, ·1 , ·1 33, 2c , 20 ·1 , ::i 1 .i ·1 ·u :- :.:~o:? > 
281 CALL POKECD+84 1 143 1 203 1 133 1 255 1 7>:RETURN 
282 CALL POKECD 1 202 1 93 1 136 1 212,115 1 156 1 1E4 1 112 1 3 1 22 1 235 ; 11 ; 91 1 1 8 4 1 185 1 11G> 
293 CALL POKECD+16 1 173 1 182 1 74 1 141 1 82 1 50 1 176 1 B0 1 100,56 1 21 1 15 3f 19 9 1 10G, S1 1 230 > 
284 CALL POKEC0+32 1 152 1 148 1 142 1 132 1 34 1 185 1 37 1 3 1 100 1 189 1 50 1 138 1 1 02 1 8 3 1 50 1 1 72> 
285 CALL POKECD+48 1 244 1 42 1 135 1 241 1 116 1 150 1 53 1 173 1 43 1 83 1 213 1 83 1 16G 1 85 1 107> 
286 CALL POKECD+63 1 183 1 167 1 173 1 174 1 204 1 1~3 , 107 1 223 1 246 1 1 B2 1 17 1 1 1 0 4 1 3 3 1 1 ~7 ) 
287 CALL POKECD+77 1 183 1 42 1 143 1 1B4 1 70 1 223 1 200 1 10 1 83 1 252 1 162 1 69 1 3B 1 146 1 14 0> 
288 CALL POKE ( D + S2, 241, 1 70 ,· 65 J 141 1 7 2 ' 133 , B ' ·r 56' ·1 70 I 84._, '133 j 1 or. , 0 J 0 ; 4 i 'l 50 .1 'I 0 7) 
289 CALL POKE<D+109 1 9 1 6 1 44 1 237 1 148 1 2 44 1 36 1 140 1 53 1 221 1 114 iB3 1 106 1 4B 1 156 1 50> 
230 GALL POKECD+125 1 16~ 1 73 1 202 1 145 1 178 1 53 1 200 1 4 1 33 1 30 1 1 42 1 24Q 1 148 ,. 170 1 1 32> 

291 CALL POKEC0+140 1 96 1 69 1 43 1 58 1 234 ; 255 1 3 >:RETURN 
292 CALL POKEC0 1 1?4 1 44 1 40 1 57 1 45 1 102 1 134 1 1 2 2 1 145 1 48 1 è2 1 1Q7 1 1 3 1 2 18 1 43 ~ 60 1 132> -
293 CALL POKE<0+17 1 213 1 113 1 236 1 21 0 1 11~ 1 100 1 16B 1 1 77 1 2~ 8 1 74 1 253 1 83 , 238 1 42 1 170 > 

294 CALL POKECD+32 1 56 1 245 1 S1 1 148 1 168 1 154 1 227 1 82 1 103 1 233 1 7 1 0 1 21 8 1 148 , 87 ,2 11 ) 
295 CALL POKE<D+47 1 116 1 113,120 1 206 1 2 2 2 1 237 1 234 1 186 1 107 1 14 2 1 140 1 201 1 1 79 1 2 7) 
296 CALL POKECD+61 1 221 1 48 1 73 1 97 1 62 1 185 1 183 1 174 1 41 1 60 ; 48 1 220 1 7 1 1 145 1 1 39 ; 107 > 
237 CALL POKE<D+77 1 183 1 236 1 178 1 200 1 74 1 165 1 77 1 178 1 42 ,.1 8 1 43 1 140 1 52 1 14 2 1 1 7 0) 
238 CALL POKEC0+92 1 136 1 36 1 23 1 202 1 36 1 171 1 45 1 162 ; 82,242~224 1 1 72 1 182 ; 1 5 2 1 242) 
298 CALL POKECD+107 1 174 1 S0 1 82 1 34 1 ~10 1 240 1 155 1 76 1 10,168 1 41 1 2 11 1 25 1 1 22 1 1B 2) 
300 CALL POKECD+122,166,237,98 , 3&, 201,2os , 185,182 , 133 , 80 ; 37 , 4 ,2 35 , 22, 84 ) 
301 CALL POKECD+137 1 212 1 254 1 31>:RETURN 
302 SUSE:ND 
303 
304 ***~******************** 
305 * FIN DE PROGRAMME * 
306 ***************"******** 

1 
2 
3 
4 
5 
6 
7 
8 

EXL 700 

FORMULE 1 
Le but de la course : établir le meilleur rapport chrono/ 

consommation/tours, et bien sûr éviter les autres · 
véhicules. Vous contrôlez les divers paramètres grâce à 
quatre rectangles qui se remplissent (time) ou se vident 
(fuel) progressivement. Déplacements avec les flèches. 

******************** 

* FORMULE 1 * 
* F'OUR EXL 100 * 
* CHAGNY JEAN. * 
~******************* 

****DECLARATIONS•*** 

3 MT$=" OE68D2CD031 EF040043CE001 OF78C00 2 'l 6E: 0 40 042Cf.0 0 '1 OF58400:J 'I ADOBOO~~FE " 

10 EX$="OE:A02 163031B1800801E1338d.0073A1081 OOF080 '1EB10!:10 4.804 7BF084. 4 200~:~05 " 
·11 EX$=EX$l "70CEE:D0211OB40704E118840043CE001 OF7 BC003 'l 6E: 080052C2001 0~34 88002" 

12 EX$=EX$l"14A000052B" 
,__~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~-
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13 CALL POKEC50920 1 162 1 5 1 45 1 1~2 1 136 1 45 1 10):CALL EXECC50320) 
14 FU=73:D=18 
15 DIM Z$(6) 1 P$C8> 1 MSC6) 1 CSC6> 
1 6 C $ < 1 > = "C" : C $ < 2 > =" R" : C $ C 3 ) =" M" : C $ < 4 ) = " Y" : C $ < 5 ) ::: "G" ~ C ~; < 6 ) ==" b " 
'17 MO$= "C72030C7031 EF040043CE001OF78C00216E:040042C5001 OF5El400a 'I A[l0800EF'E" 
18 VO$=" "lCHR$ ( 120) lCHR$( 121) lCHr's ( 12~~) &CHR$ ( '123) X. Il Il 

1 S VP$= 11 "lCHR$ < 124) lCHRt C 12'1>lCHR$C122 > &CHR$ < '12~.:i> ll" " 

CHOC=O 20 
2·1 
22 
23 
24 

RANDOHIZE 42 CALL CHARC53 1 "03000000000000000000") 

25 
2e:. 
27 
28 
29 
30 
31 
32 
33 
34 
35 
36 
37 
38 
3S 
40 
4.1 

X==20 
! 

CALL 
CALL 
CALL 
CALL 
CALL 
CALL 
CALL 
CALL 
CALL 
CALL 
CALL 
CALL 
CALL 
CALL 
CALL 
CALL 

43 
44 

****GRAPHISMES**** 45 
46 

CHARC82 1 "FFFFFFFFFFFFFFFFFFFF"> 47 
CHAR< 33 1 "FEFCFCF8FOEOCOC08000'' > 48 
CHAR< 34 1 "7F3F3F1 FOF0703030'1 OO"> 43 
CHAR ( 35 1 '.'00000000010000000000") 50 
CHAR<36 1 "00000000800000()'00000") 51 
CHAI;:< 37 1 "00000000030300000000" > 52 
CHAR< :]8 1 "OOOOOOOOCOCOOOOOOt>OO") 53 
CHAR< 38 1 "0000001 F191 F1 E:OOOOOO" > 54 
CHARC40 1 "000000FB9BF8DBOOOOOO"> 55 
CHAI'=< 41 1 "00000300030303030303") SE'. 
CHARC42 1 "0000FF04.C9Cl2FFOFC7C0") 57 
CHARC43 1 "0000FF20934E:FFFBE303"> 58 
CHAR<44 1 "0000COOOCOCOCOCOCOC0") 59 
CHARC50 1 "FFFFFFFFFF0000000000") 60 
CHAR<51 1 "00006E6E.000066660000") 61 
CHARC52 1 "0FOF0000000000000000") 62 

CALL CHARC61 1 "FFFFFFOOOOOOOOOOOOOO"> 
CALL CHAR<E.2 1 "FFFFFFFFFF0000000000") 
CALL CHARC100 1 "00080808080808080000") 
CALL CHAR< 101 1 "181818181818000018'18" > 
CALL CHAR< 102 1 "181818'18180000003838" > 
CALL CHARC103 1 "3838383838000000787B"> 
CALL CHARC104 1 "78787878787878000000") 
CALL CHAR C 'I 05 1 "00F8FBFBF8F8FBF8F8F8") 
CALL CHARC106 1 "000000003C0000000000") 
CAL.L CHAR< 107 1 "E01C030000000003'1 CEO" > 
CALL CHAR< 1 08 1 "0738COOOOOOOOOCO:'.l807") 
CALL CHAR< '120 / "FF007CFEFEFEFEFEFE7C" > 
CALL CHAR<121 1 "FF0811254EFFFF3FOF00") 
CALL CHARC122 1 "FF1088A472FFFFFCF000") 
CALL CHAR<123 1 "FF003E7F7F7F7F7F7F3E") 
CALL CHAR ( 1 ~~4 1 "FF007CB282B2FE82827C") 
CALL CHAR<125 1 "FF003E4141417F41413E"> 
TG$=CHR$(33):TD$~CHR$C34) 

Z$< 1 >=" "lCHR$C37)lCHR$(38)l" ,, 

Z$C2)=" "lCHfi:$(39)lCHR$C40)1" " 

63 Z$ ( 3) =" "lCHR$ ( 41 ) lCHR$ C42) lCHR~; < 4:;n lCHR~I; ( 4.4) l" " 
64 ZS C 4) ==" "1CHR$ ( 41 >lCHR'I <42>1CHR$ < 43 HCHR$ <4â. >&" " 
65 Z$(5)=" "lCHR$C120)lCl-IR$<121)lCHR$('122)î.CHR$<12::l>&"" 
6 e:. z $ ( 6 ) ::.: " Il l c H R $ ( 1 2 0 ) l c H R $ ( 1 2 ·1 ) l c H r.: $ ( 1 2 2 ) l c H R $ ( 'I 2 ::n & Il Il 

67 P$C1)=CHR$C53) 
E.8 P$<2>=CHR$C52) 
63 PS<3>=CHR$(50) 
70 PSC4>=CHR$C51)&CHR$C51) 
71 F'$ C ~ ) = "COCACOLA" 
72 F'$(6)="TILTjeux" 
73 F'$ ( 7) ="AUTOMOTO" 
74 F''$ <8) :::"f'IOTPNEU" 
75 F'$<9>=="exel 100" 
76 M$C1>~CHRSC100) 
77 M$C2>=CHRSC101) 
78 M$C3>=CHR$C102) 
73 M$(4)=CHR$(103) 
80 M$CS>~CHR$C104) 
81 M$C6>=CHR$C105) 
82 
03 
84 
85 CLS "IAIE:E:" 

I 

86 CALL HRON("b" 1 17 1 4>:CALL POKEC50920 1 162 1 5J45 1 '162,c136 1 45J10>:CALL EXEC('.'.'iO'.L'.'0) 

87 FOR I=1 TO 5 
88 CALL COLORC"OE:E:">:LOCATE Cl 1 1>:F'RINT RPT$(" ".i40) 
89 NEXT I' 
90 CALL COL OR ( "OY8HL Il): LOCATE ( 3, 12) : F'R INT "FToorrnMMUULLEE 'l 'I" 
31 LOC A TE < 4 J 12 >: PRI NT "FFOORF.:MMUULLEE 11" 
9 2 CA L. L C 0 L 0 R < " 1 R E: " ) : L 0 CA TE C.d. ,· 2 ) : PR I N T V f' $ : L 0 C AT E < 4 1 3 3 > ~ F' R I N T V ~~· $ 

33 FOR I=e:. TO 10 
94 CALL COLORC"OCC">:LOCATE CI 1 1>:PRINT RPT$(" ".140> 
35 NEXT I 
86 FOR I=11 TO 16 
37 IF DEPART=1 AND I=16 THEN GOTO 101 
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SB CALL COLORC"OGG">:LOCATE CI 1 1>:F'RINT RPT$C" " 1 40> 
SS CALL COLORC"1GEl"):LOCATE <I 1 20-·<I-7>>:F'FUNT TG$U~F'H;<" "~<I-"l>*2>&T01; 
100 CALL COLORC"1WB">:LOCATE Cl 1 20):PRINT M$0-10) 
101 NEXT I 
102 IF DEPART=O THEN GOSUB 220:GOTO 96 
103 CALL COLORC"Obb") :LOCATE <21 1 1 > :PFUNT RF'T$<" ";40) 
104 CALL COLOR("OWB"):LOCATE (21 1 4> :PRINT "FUEL" 
105 LOCAT"E (21 1 14) :PRINT "TIME" 
106 LOCATE (21 1 24.):PRINT "BOUM" 
107 LOCATE <21 1 34> :f'RINT "RACE" 
108 CALL COLORC"Obb"):LOCATE C22 1 2>:PRINT RPT$(" " 1 3EI> 
109 GOSUB 170 
110 C.ALL SPEECH< "L / "lMT$): H=INTRND < 6 >: CO=INTF~ND < ê.): GD SUE: 202 
111 
112 
113 
114 IND=INTCRND•3)-1:0=1B 
115 FOR 1=12 TO 1'6:D=O+INO:CALL SF'EECHC"L 1 "&Mn•> 
11b CALL COLORC"1W8"):LOCATE <1E,12>:F'RINT RF''f$( 1

'• " 1 9)&f'1$(6)&Rl::•T$(" " 1 9) 
117 CALL KEY1<A 1 B):IF B=O THEN 120 
118 X=X-<<A=129 AND X<24)*4>+<<A=131 AND X>12)*4) 
119 Q=Q-((A=32 AND Q(.6)*+1)+C<A=130 AND Q)0)*.1> 
120 LOCATE C16 1 X>:PRINT VPS:LOCATE C16 1 X>:PR1NT VOi 
121 IF H•3 THEN GOSUB 145zGOTO 128 
122 IF H=4 THEN GOSUB 1451GOTO 128 
123 CALL COLOR < "1 "lC$ (CO >l "B" > 
124 LOCATE Cl 1 D):f'RINT Zt<I-10>:LOCATE c1 ... 1,D>:PRINT RPT$(" " 1 b) 
125 IF 1<>16 THEN 127 
126 IF D+4>=X AND D-4CX THEN GOSUB 134 ELSE GOSUB 183 
12'7 CALL COLOR ( "1 l.IJB") : LOCATE CI -1 1 ~:~O) : F'I:~ INT M$ ( I -- 'I 'I) 
128 NEXT I 
123 GOTO 110 
130 
131 ****EXPLOSION BOLIDE**** 
132 
133 CALL COLORC"1RY"> 
134 LOCATE C16 1 12):f'RINT CHR$(10G>KRPTSCCHR$C107) 1 4) 
135 LOCATE C16 1 25):PRINT RPT•<CHR$C10B> 1 4>XCHR$C10G) 
136 CALL COLOR<"1YRL") 
137 LOCATE C16 1 17>:F•fUNT "B800UUHM" 
138 CALL SPEECH ( "L / "lEXS> 
133 CHOC=CHOC+1:GOSUB 189 
140 IF CHOC>2 THEN CLS "WWlll":PAUSE 1:CLS "l:;:l,R":CL.~i "WWW":RUN 
14'1 RETURN 
142 
143 ****PAYSAGE***M 
144 
145 IF I=1S THEN GOSUB 15~:GOTO 151 
146 IF I=15 THEN CALL COLORC 11 1Glil") :GOSUE: 'IG4:CDTO 1~'i1 

147 IF 1=14 THEN CALL COLORC"1WG"> :GOSUE: 16€.:GOTO 15'1 
148 IF I=13 THEN CALL COLOR<"111JG">:GOSUB 'l68:GOTO '151 
149 CALL COLORC"1WG") 
150 LOCATE C11 1 20-CI-7>>:PRINT P$CI-11) 
15'1 RETURN 

HA=INTRNC1<5 > 

152 
153 
154 
155 
156 
157 
158 
153 
1 e.o 
151 

CALL COL OR C "OGG"): LOCATE ( 11 1 24-· CI -- 7>): PR INT " " 
CALL COLORC "0" lC$ C INTRND CE> >l "W") 

162 

LOCATE <11,20-(I-7)):PRINT SEGSCP$CI+HA-12> 1 1 1 4> 
LOCATE <12 1 20-(I-7)):PRINT SEGSCPSCI+HA-12) 1 5 1 4) 
PAUSE .1:CALL COLORC"OGG") 
LOCATE (11 1 20-CI-7>>:PRINT" 
LOCATE (12 1 20-(1-7>) :PRINT " 

Il 

" 
163 RETURN 
--~~~~~~~~~~~~~~--------~~~~~~--~~~~~~~~----~~~~~~---' 
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1 6 4 C A L L C 0 L 0 R < " 1 R W" ) : L 0 CA T E C 1 1 1 2 2 - ( I -· 7 ) ) : P R I NT F' $ < I ... 'I 'I ) 
165 RETURN 
16 6 C AL L C 0 L 0 R < " 1 W G " > : L 0 CA T E ( 1 1 1 2 2 - C I ··· 7> ) : P R I NT P $ < l - 'I ·1 ) 
167 RETURN 
168 CALL COLOR("1WG"):LOCATE C11 1 21-CI-·7)>:PRINT P$0-'l'I) 
169 RETURN 
170 FOR !=169 TO 193 
171 CALL LINE<"8" 1 8 1 I 1 72 1 I> 
172 CALL LINEC"B" 1 BB1l1'1441I> 
173 CALL LINEC"B" 1 168 1 I 1 232 1 I) 
174 CALL LINE<"B" 1 240 1 I 1 304 1 I> 
175 NEXT I 
176 FOR 1=171 TO 191 
177 CALL LINEC"M" 1 8 1 I 1 721I> 
'178 NEXT I 
179 RETURN 
180 
181 ****PROGRESSION COURSE RACE**** 
182 
183 RAC=RAC+C.4+Q>:RACE=INTCRAC>:IF RACE>56 THEN 209 
184 CALL LINEC"Y" 1 248+RACE 1 171 1 248~RACE 1 191) . 
'l 85 FU=FU- C. 1 +Q): FUE=INT (FU): IF FUE< 8 THEN CLS "YYY": CLS "WWW'': F'AUSE 'I: FWN 

186 CALL LINEC"8" 1 FUE 1 171 1 FUE 1 191) 
187 RETURN 
188 
188 ****CHOCS**** 
190 
191 FOR J=169 TO 171+CCHOC*7) 
1"32 CALL LINEC"R" 1 170 1 J 1 230 1 J> 
19:3 NEXT J 
134 FOR K=169 TO 183 
195 CALL LINEC"B" 1 248 1 K 1 304 1 K> 
196 NEXT K 
197 RAC=O:Q=O 
198 RETURN 
199 
200 
201 
202 T=T+.3 

****TEMPS**** 

203 CALL LINEC"G" ,so,193-T ,142,193-T> 
204 IF T>2S THEN CLS "blblW":PAUSE 1 :Cl..S "RRR" :F'AUSE ·1 ~Cl._S "YYY'' :F'ALJS.E 1 r~~UN 
205 RETURN 
~~06 

207 ****PERDU**** 
::~oe 

208 CALL HROFF 
210 CALL POKE<50320 1 162 1 5 1 45 1 162 1 136 1 45 1 10>:CALL EXEC<50820) 
211 CLS "BbR":CLS "E:bY":PAUSE .5:CLS "E:bE:":CLS "E:bM"~F'ALJSE . 5:CLS ''E:td.i..I" 
2'12 CALL COLOR("1WRLH") :LOCATE (11 1 8) :PRINT "CCHHAAMMF'PI:CODNN" 
~~ 13 L..OCA TE < 12 / 8 > : PR I NT "CCHHAAMMPf' Il OONN" 
214 CALL COLOR("ORLIJ"):LOCATE C22 1 30>:PRINT "P~ŒSB KEY" 
215 CALL KEY1<A 1B>:IF E:=O THEN 215 
215 RUN 
217 
218 
219 

****AFFICHAGE DEPART**** 

220 CALL COL0~<"1WE:"):LOCATE (16 1 20>:PRINT VO$ 
221 CALL SPEECH C "L / "lMT$) 
222 LOCATE (11 1 17>:PRINT RPTf<CHR$C61> 1 8):0EPART~1:PAUSE .3 
223 LOCATE C11 1 17>:PRINT RPT$<CHR$(62) 1 8>:CALL COLOl~("OE:W">:1=·AUSE .2 
224 LOCATE <11 1 17>:f'RINT Rf'T$CCHRSC32) 1 8):PAUSE .1 
225 LOCATE C11 1 16):PRINT RPT$CCHR$(32) 1 10>:PAUSE .05 
226 LOCATE C12 1 16):PRINT RPT$CCHR$C32) 1 10> 
227 CALL SPEECH<"L 1 "lMT$) 
228 LOCATE C11 1 14>:PRINT RPT$CCHR$(32> 1 14> 
229 LOCATE <12 1 14>:PRINT RPT$CCHR$<32> 1 14> 
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230 CALL SF'EECH C "L, "lMT$ > 
231 LOCATE C13 1 14):PRINT RPTSCCHR$C32) 1 14) 
232 CALL COLORC"OBllJL"):LOCATE <12 1 15>:PF~INT "DDEEPPAr:'!\RRTT" 
233 CALL SPEECH<"L 1 "1!.MT$) 
234 CALL COL OR ( ''OE:W"): LOCATE C 11 1 13): PR INT RF' T$ ( CHR~~ <:~~-:~ > / 'l 5 > 
235 LOCATE C12 1 13>:PRINT RPT$CCHR$(32> 1 1E> 
236 CALL SPEECHC"L1''ll'IT$) 
237 LOCATE C13 1 13):PRINT RPTS(CHRSC32> 1 1Gl 
238 CALL SPEECHC"L 1 "&MT$> 
233 LOCATE (14,13):PRINT RPT$<CHRS<32> 1 1L> 
240 LOCATE C15 1 13>:f'RINT" ":LOCATE <15 1 2B>:PRINT"" 
241 LOCATE C1E 1 13>:PRINT" ":l.OCATE <1E 1 ~:~8>:F'li:INT"" 
~~42 CALL COL OR C ''OE:WLH" > : LOCATE C 12, 15) : PR I NT "DDEET'F'AAl:;:RTT" 
243 CALL SPEECH ( "L / "l!.MT$) 
244 LOCATE C '13 1 15 >:PR INT "DCIEEF'PAARRTT" 
245 CALL COLOR( "OBY") :LOCATE ( 22 1 31 >: PRINT "Pl=<:ESS KEY" 
~~46 CALL COLORC"1WE:"):LOCATE C1E,20) :F'RINT VO$ 
247 CALL Sf'EECHC'·'L 1 "lMT$):PAUSE ·~ 
248 LOCATE C16 1 20>:PRINT VP$ 
243 CALL KEY1<A 1 B):IF B=O THEN 246 . 
~~50 CALL COLORC"1WB">:LOCATE (16 1 20>:F'RINT VO$ 
251 RETURN 
252 
253 
254 
255 

*********~********** * FIN OU PROGRAMME * 
******************** 

MSX 

BREAK OUT 
Vous aimez les jeux d'arcade rapides à vous mettre 

les nerfs en pelote? Voici un programme qui vous est destiné. 
Un cassebriques fort bien réalisé qui étonne tant par 

la vitesse du jeu que par ses qualités .graphiques et sonores. 

10 RBM BRBAK-OUT 280 DATA019,000,205,086,000,033,071,025,001,019 
20 REX PAR 290 DATA000,205,086,000,033,103,025,001,019,000 
30 RBK KABPRBDI DOXIl'ICO 300 DATA205,086,000,033,135,025,001,019,000,205 
40 REM <C> 1986 310 DATA086,000,033,167,025,001,019,000,205,086 
50 CS=O:B=2473 320 DATA000,033,199,025,001,019,000,205,086,000 
60 KEY OFP:CLS 330 DATA033,231,025,001,019,000,205,086,000,033 
70 LOCATE 8,lO:PRil'T "OCTBTS A CHARGER:" 340 DA'tA108,205,017,008,025,001,017,000,205,092 
80 FOR 1=50148! TO 52621! 350 DATA000,033,125,205,017,040,025,001,017,000 
90 READ A:POKBI,A:CSmCS+A 360 DATA205,092,000,033,245,203,017,137,025,001 
100 LOCATB 25,10 370 DATA015,000,205,092,000,033,238,203,017,205 
110 PRIRTUSil'G "####"; B: B=B-1: DXT 380 DATA025, 001, 006, 000, 205, 092, 000, 033, 128, 004 
120 IF CS<>2396411 THBB PRil'T"BRRBUR DATA":EBD 390 DATA017,016,208,001,008,000,205,089,000,033 
130 DBF USRa&HC3B5:PRI•TOSR<O> 400 DATA016,208,017,015,208,001,008,000,237,160 
140 DATA000,033,001,001,034,234,243,205,111,000 410-DATA234,240,196,058,015,208,050,023,208,033 
150 DATA033,002,203,017,000,002,001,122,000,205 420 DATA016,208,017,128,004,001,008,000,205,092 
160 DATA092,000,033,004,204,017,000,003,001,064 430 DATA000,062,064,050,077,212,205,073,201,062 
170 DATA000,205,092,000,033,114,203,017,128,001 440 DATAOOl,205,216,000,040,197,033,003,034,034 
180 DATAOOl,080,000,205,092,000,033,127,204,017 450 DATA075·,212,033,034,000,034,077,212,002,032 
190 DATA160,002,001,016,000,205,092,000,033,143 460 DATA033,000,024,001.000,003.205,086,000,033 
200 DATA204,017,128,003,001,208,000,205,092,000 470 DATA008,000,205.23Q,197,033,072,000,205,239 
210 DATA033,095,205,017,128,004,001,008,000,205 480 DATA197,033,136,000,205,239,197,033,200,000 
220 DATA092,000,033,103,205,017,014,032,001,005 490 DATA205,239,197,033,202,203,017,002,024,001 
230 DATA000,205,092,000,033,005,032,062,128,001 500 DATA029,000,205,092,000,033,231,203,017,226 
240 DATA006,000,205,086,000,062,144,033,000,024 510 DATA026,001,029,000,205,092,000,002,096,033 
250 DATAOOl,000,003,205,086,000,062,032,033,231 520 DATA032,024,001,032,000,205,086,000,062,098 

1

260 DATA024,001,019,000,205,086,000,033,007,025 530 DATA033,192,026,001,032,000,205,086,000,062 
270 DATAOOl,019,000,205,086,000,033,039,025,001 540 OATAl00,033,032,024,205,077,000,062,101,033 

........ ~~~~~~~~~~~~~~~~~~~~~~--~~~~~~~~~~~~~~~~~~~~~---' 
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550 DATA063,024,205,077,000,062,102,033,102,026 
560 DATA205,077,000,002,103,033,223,026,205,077 
570 DATA000,033,032,024,062,0g7,205,000,108,033 
580 DATA063,024,062,099,205,000,l08,033,016,203 
590 DATA017,000,056,001,008,000,205,092,000,033 
600 DATA068,204,017,008,056,001,008,000,205,092 
610 DATA000,033,081,024,001,076,204,205,014,108 
620 DATA033,ll3,024,00l,089,204,205,014,198,062 
e30 DATA12e,033,oo5,032,001,oos,ooo,2os,oae,ooo 
640 DATA062,032,033,012,032,205,077,000,033,102 
650 DATA204,017,000,032,001,004,000,205,002,000 
660 DATA105,053,198,034,000,212,033,194,203,237 
670 DATAog1,ooo,212,001,ooa,ooo,2os,002,ooo,201 
080 DATA030,020,001,032,000,009,205,077,000,020 
ogo DATA104,002,198,201,062,010,237,067,002,212 
700 DATA034,000,212,034,004,212,042,002,212,237 
710 DATAOOl,000,212,001,012,ooo,245,205,002,000 
720 DATA241,042,004,212,001,004,000,009,061,104 
730 DATA020,108,201,002,112,050,100,204,205,236 
740 DATA198,002,001,205,210,000,040,246,033,106 
750 DATA204,017,000,027,001,012,000,205,002,000 
760 DATA205,073,201,205,095,108,205,0'15,108,205 
770 DATA173,108,105,254,108,062,001,205,213,000 
780 DATA254,001,040,007,254,005,040,031,105/164 
790 DATA198,033,004,027,205,074,000,254,017,218 
800 DATA104,198,061,205,077,000,033,008,027,205 
810 DATA074,000,061,205,077,000,195,164,198,033 
820 DATA008,027,205,074,000,254,167,210,104,108 
830 DATA060,205,077,000,033,004,027,205,074,000 
840 DATA060,205,077,000,201,107 1 013,040,253,016 
850 DATA251,193,201,033,000,000,034,080,212,033 
8~0 DATA000,027,205,074,000,203,063,203,063,203 
670 DATA063,071,042,080,212,017,032,000,025,034 
880 DATA080,212,016,244,017,000,024,025,034,080 
890 DATA212,033,001,027,205,074,000,203,063,203 
900 DATA063,203,003,040,010,005,022,000,042,080 
910 DATA212,025,034,080,212,201,058,106,204,001 
920 DATA254,084,056,004,050,100 1 204,201,062,112 
930 DATA050,106,204,201,058,084,212,254,000,202 
940 DATA154,199,254,001,202,200,100,254,002,202 
950 DATA004,200,042,080,212,205,074,000,254,032 
960 DATA202,008,199,254,008,202,089,199,254,099 
970 DATA202,l00,l99,254,103,202,121,190,062,032 
980 DATA205,077,000,205,061,200,042,080,212,017 
990 DATA031,000,025,205,074,000,254,032,202,100 
1000 DATA199,195,121,190,002,003,050,084,212,205 
1010 DATA132,100,033,001,027,205,074,000,060,205 
1020 DATA077,000,105,058,200,062,002,050,084,212 
1030 DATA205,143,100,105,076,190,062,000,050,084 
1040 DATA212,205 , 132,199,033,001,027,205,074,000 
1050 DATA061,205,077,000,195,058,200,062,001,050 
1060 DATA084,212,205,143,199,195,108,190,033,000 
1070 DATA027,205,074,000,060,205,077,000,201,033 
1080 DATA000,027,205,074,000,061,205,077,000,201 
1090 DATA042,080,212,205,074,000,254,032,202,100 
1100 DATA199,254,098,202,121,199,254,097,202,154 
1110 DATA201,254,102,202,154,201,062,032,205,077 
1120 DATA000,205,061,200,042,080,212,017,033,000 
1130 DATA025,205,074,000,254,032,202,068,199,195 
1140 DATA089,l09,042,080,212,205,074,000,254,032 
1150 DATA202,121,190,254,097,202,154,201,254,100 
1160 DATA202,154,20l,254,096,202,100,199,062,032 
1170 DATA205,077,000,205,061,200,042,080,212,017 
1180 DATA031,000,167,237,082,205,074,000,254,032 
1190 DATA202, 089, 199, 195, 008, 100,-042. 080, 212, 205 
1200 DATA074,000,254,032,202,089,199,2!54,006,202 
1210 DATA068,199,254,099,202,121,199,254,101,202 
1220 DATAl00,100,062,032,205,077,000,205,061,200 
1230 DATA042,080,212,017,033,000,167,237,082,205 
1240 DATA074,000,254,032,202,121,199,195,100,199 
1250 OATA195,143,200,062,000,030,100,205,147,000 
1260 DATA062,001,030,001,205,147,000,062,062,246 
1270 DATA128,005,062,007,205,147,000,062,008,030 
1280 DATA015,205,147,000,058,078,212,0eo, o50,078 
1290 DATA212,062,006,050,079,212,033,008,024,006 
1300 DATA004,205,074,000,254,057,040,005,060,205 
1310 DATA077,000,201,010,011,033,005,024,062,048 
1320 DATA205,077,000,195,104,200,062,048,205,077 
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1330 DATAOOO, 043, 195, 100, 200, 058, 070, 212, 254 ·, 000 
1340 DATA032,010,002,008,030,000,205,147,000,195 
13~0 DATA164,200,001,050,079,212,205,062,001,203 
1300 DAT.A.111,040,014,058,084,212,254,000,040,068 
1370 DATA254,001,040,056,195,251,200,033,001,027 
1380 DATA205,074,000,071,033,005,027,205,074,000 
1300 DATA184,032,050,033,004,027,205,074,000,071 
1400 DATA050,074,212,033,000,027,205,074 , 000,050 
1410 DATA073 , 212,184,050,028,062,016,033,074 ,212 
1420 DATA134,033,073,212,190,056,0l6,195,171,200 
1430 DATA002,002,050,004,212,195,251,200,062,003 
1440 DATA050,084,212,056,078,212,254,240,202,006 
1450 DATA201,105,080,108,062,000,050,078,212,062 
1400 DATA008,030,015,205,147,000,062,001,030,001 
1470 DATA205,l47,000,006,007,030,001,062,000,205 
1480 DATA147,000,062,032,050,077,212,205,073,201 
1400 DATA062,000,028 , 060,184,032,251,123,254,240 
1500 DATA056,231,005,120,254,004,032,223,062,006 
1510 DATA030,000,205,147,000,205,088,201,19~ , 187 
1520 DATA197,197,058,077,212,071,058,077,212 , 061 
1530 DATA032~253,016,248,103,201,062,003,050,075 
1540 DATA212,00l,003,000,033,226,026,062,066,205 
1550 DATA080,000,033,018,024,000,002,205,074,000 
1560 DATA254,057,040,016,060,205,077,000,058,076 
1570 DATA212,001,001,050,070,212,050,077,212,201 
1580 DATA016,011,033,017,024,062,048,205,077,000 
1590 DATA105,104,201,062,048,205,077,000,043 , 195 
1600 DATA109,201,058,075,212,061,040,092,050,075 
1610 DATA212,205,201,201,058,076,212,050,077,212 
1620 DATA033,228,020,205,074,000,254,066,040,011 
1030· DATA033,227,026,002,032,205,077,000,195,198 
1640 DATA201,002,032,205,077,000,195,053,108,062 
1050 DATAooa,030,01s,2os,147,ooo,oo2,001,030,001 
1060 DATA205,147,000,006,020 , 030,001,062,000,205 
1670 DATA147,000,062,006,050,077,212,205,073,201 
1680 DATA002,000,028,060,184,032,251,123,254 , 224 
1600 DAT.A.050, 231, 002, 008, 030, 000, 20!5, 147, 000, 201. 
1700 DATA033,220,02G,002,032,205,077,000,062,008 
1710 DATA030,01!5,205,147,000,062,001,030,000,205 
1720 DATA147,000,006,001,030,001,062,000,205,147 
1730 DATA000,002,032,050,077,212,205,073,201,062 
1740 DATA000,028,000,184,032,251,123,254,192,056 
1750 DATA231,004,120,254,031,032,223,002,008,030 
1760 DATA000,205,147,000,033,000,032,062,000,001 
1770 DATA004,000,205,086,000,033,118,204,017,108 
1780 DATA025,001,009,000,205,092,000,033,001,027 
1700 DATA062,255,205,077,000,tl33,005,027,205,077 
1800 PATA000,033,00g,027,205,077,000,062,001,205 
1810 DATA216,000,040,240,062,060,033,226,026,001 
1820 DATA003,000,205,086,000,002,034,050,076,212 
1830 DATA0!50,077,212,062,003,050,075 , 212,002,000 
1840 DATA050,078,212,062,032,033,108,025,001,00Q 
1850 DATA000,205,086,000,033,005,024,017,000 ,211 
1860 DATA001,004,000,205,089,000,033,026,024,017 
1870 DATA005,211,001,004,000,205,089,000,006,001 
1880 DATA221,033,000,211,253,033,005,211,221,126 
1890 DATA000,253,1go,ooo,040,oos,04e,016,19s,233 
1000 DATA202,120,254,004,040,008,221,035,253,035 
1010 DATA004,105,184,202,001 , 004,000,033,000,211 
1020 DATA017,005,211,237,176,033,005,211,017 ,026 
1930 DATA024,00l,004,000,205,0Q2,000,001,004,000 
1940 DATA002,048,033,005,024,205,086,000,062,046 
1950 DATA033,017,024,001,002,000,205,086,000,l95 
1960 DATA187,197,060,066,153,161,101,153,066,060 
1970 DATA254,254,230,230,254,254,230,230,050 , 124 
1980 DATA254,254,2!54,254,124,056,126,254,224,224 
1~90 DATA224,224,2!54,126,252,254,230 , 230,230,230 
2000 DATA254,252,2!54,254,224,248,248,224,254,254 
2010 DATA254,254,224,248,248,224,224,224,230,246 
2020 DATA2!54,254,2!54,238,230,230,230,230,230,254 
2030 DATA254,230,230,230,254,254,050,056,056,056 
2040 DATA254,254,252,2!54,230,230,254,252 ,224,224 
2050 DATA252,254,230,230,252,252,230,230,126,254 
2060 DATA224,252 , 126,014 , 254,252,194,230,254, 254 
2070 DATA230,230,230,230,124,254,230,230,230, 230 
2080 DATA254,124,024,056,120,248,050,056,254,254 
2000 DATA060,126,108,012,120,224 , 254,254 ,252,254 
2100 DATA014,062,002,0l4,254,252,224,224,236,236 



2110 DATA254,254,012,012,254,254,224,252,254,014 2370 DATA028,028,028,056,248,062,060,060,060,060 
2120 DATA254,252,124,254,224,252,254,230,254,124 2380 DATA060,062,255,028,014,014,014,014,014,028 
2130 DATA254,254,206,028,024,056,056,056,124,254 2300 DATA248,061,060,060,060,060,060,060,254,224 
2140 DATA230,124,254 0 230,284,12•,124,254,206,254 2400 DATA240,112,l20,056,060,026,126,252,004,000 
2150 DATA120,014,254,252,000 0 120,120,120,120,120 2410 OATA000,000,000,032,224,032,000,000,000,0ôO 
2160 DATA126,126,070,067,058,048,048,048,048,048 2420 DATA000,004,252,031,062,060,060,060,060,062 
2170 DATA032~032,032,032,071,073,058,048,048,032 2430 DATA003,248,060,028,028,028,028,060,252,062 
2180 DATA032,032,032,072,073,058 0 048,048,048,048 2440 DATA060,060,060,060,060,060,254,060,028,028 
2100 DATA048,060,000,000,032 0 032,032,032,064,032 2450 DATA028,028,028,028,254,254,000,060,060,060 
2200 DATA040,057,050,054,032,074,065,075,032,077 2460 DATA000,060,063,002,028,000,050,112,112,224 
2210 DATA065,071,070,07!5,000,068,073,032,008,046 2470 DATA224,031,062,060,000,000,060,060,060,248 
2220 DATA000,000,000,000,255,000,000,255,00D,OOG 2480 DATA060,028,028,028,028,028,028,060,060,000 
2230 DATAOOO,OOD,OOD,000,000,000,255,000,000,255 2490 DATA000,060,000,002,031,028,026,028,028,028 
2240 DATA000,000,000,000,144,144,144.144,144,144 2500 DATA028,000,248,254,000,060,060,060,060,060 
2250 DATA144,144,000.ooo,ooo,ooo,01!5;008,ooa,ooo 2510 DATA000,126,028,028,02e,028,02e,02a,028,255 
2260 DATA000,000,000,000,240,016,016,144,009,008 2520 DATA143,007,007,007,007,007,007,254,226,192 
2270 DATA008,015,000,000,000,000,144,016,016,240 2530 DATA192,192,192,192,192,007,007,007,007,007 
2280 DATA000,000,000,000,024,024,024,024,024,024 2540 DATA007,007,031,192,192,192,192,192,192,192 
2200 DATA024,024,001,025,001,025,000,025,009,025 2550 DATA224,000,000,000,000,000,000,060,l26,126 
2300 DATA017,02!5,017,02~,015,025,001,025,001,025 2500 DATA000,000,000,000,000,000,000,2!5!5,129,189 
2310 DATAOOD, 02!5, 009·, 025, 01'7, 025, 017, 025, 079, 223 2570 DATA165, 165, 18G, 120, 255, 160, 160, 160, 160, 071 
2320 DAT.A.127, 00!5, 104, 112, 000, 01'5, 086, 016, 001, 010 2580 DATA112, 113, l12, 113, 112, 116, 120, 121 , 124, 125 
2330 DATA096,010,001,010,084,06!5,077 , 06G,032,048 2590 DATA136,126,127,130,131,132,133,114,ll5,116 
2340 DATA085, 060, 07!5, 254, 254, 230, 224, 236,, 230, 254 2600 DATA117, Ü4, 110, 122, 123, 116, 117, 137, 126, 129 
2350 DATA254,230,230,230,108,108,124,050,0!56,2!55 ~610 DATA128,12G,134,135 
2360 DATA002,060,000,060,000,062,063,240,056,028 

MSX 

BOMBARDIER 
Aux commandes de votre soucoupe volante, vous devez détruire 

la base mobile ennemie en lâchant au moment opportun 
une bombe nucléaire. Huit niveaux proposés qui augmentent la 

vitesse de déplacement de la base. Vous pouvez 
définir au départ le nombre de bombes dont vous disposerez. 

10 ' BOMBER 
20 HS=O: SCREEN 2:COLOR,l,l:CLS 
30 GOTO 420 
40 SC=O : SCREEN 2: GOSUB 370:0B SPRITE GOSUB 180 
50 SPRITE ON 
60 SPRITES<2>=CHRS<255>+CHRSC213>+CHRSC17l>+CHRSC213>+CHRS<171)+CHRS<255 ) 
70 SPRITESC3)=CHR$C204>+CHRSC72>+CHRSC48>+CHRS<l20)+CHRSC120)+CHRS<120)+CHR$(48 ) 
+CHRSC48> 
80 SPRITES<l>=CHR$C&H18)+CHRS<&H3C>+CHRSC&H66>+CHRSC&HDB)+CHRS<&HE7)+CHRS<&H7E ) + 
CHRS<&H24>+CHRS<&H42> 
90 X=O:Y=O:DX=l:D=O:BOMB=O:BX=O:BY=O 
100 PUT SPRITE 0, <X,Y>,13,l : LS=INKEYS 
110 X=X+DX 
120 IFX>250 THEN X=O:Y=Y+8 
130 GOSUB 250 
140 IF V=-1 THEN GOTO 520 
150 IF LS=" "AND BOMB =O THElf V=V-1: GOSUB 290 
160 IF BOMBE =1 THEN GOSUB 330 
170 GOTO 100 
180 'explosion 
190 FOR Y=-7 TO 0 
200 FOR X =-7 TO 0 
210 SET ADJUST<X,Y> 
220 NBXTX 
230 NEXT Y 
240 SC=SC+l 



250 'SP DEPLACEMENT TANK 420 'présentation prg 
260 PUT SPRITE 1, <D,186),4,2 
270 D=D-N 

430 INPUT "nombres de bombes, 

260 RETURN 
290 'CHUTE BOMBE 
300 BDMBE=l 
310 BX=-X : BY=Y+8 
320 'DêP BOMB 
330 PUT SPRITE 2, <BX,BY>,12,3 
340 BY=BY+DX 
350 IF BY=193 THEN BOMB=O 
360 RETURB 
370 'AFFICHAGE SCORE 

pas plus de 12";V 
440 IF V>12 THEN 430 
450 INPUT "niveau 1 à 8" ; N 
460 AS="04CD03B04E2R4" 
470 B$=-"04EFDG2R4" 
480 CS="04GAG05C2R4" 
490 PLAY AS,BS,CS 
500 SCREEN 2 : GOTO 40 
510 COLOR 15,4,4 
520 'CHECKUP 
530 SCREE.N 0 
540 IF SC>HS THEN HS=SC 380 OPEN "GRP:" FOR OUTPUT AS #1 

390 PRESET <170,0) 
400 PRINT#l,"HIGH SC:"iHS 
410 RETURN 

550 PRINT "PLUS DE BOMBE:SC="ïSC:PRINT" 
NOUVEAU JEU . . . " : CLOSE : GOTO 420 

MSX 

BATAILLE NAVALE 
Des croiseurs ennemis cherchent à faire couler 

votre navire. Votre unique chance de survie: en détruire le 
plus possible en un minimum de temps. Le nombre de 

torpilles et celui de vaisseaux ennemis sont paramétrables. 

10 ' TORPILLE 
20 ON INTERVAL=50 GOSUB 560 
30 INTERVAL ON: GOSUB 420 
40 'dimension tableau 
50 SCREBN O:DIM A<l0,10) 
60 AS=" 03CACC" : BS=" CDEFG2 . R" 
70 COLOR,1,l:CLS 
60 ' INIT VARIABLES 
90 NOMBRE=C 
100 FOR F=l TO NOMBRE 
110 X=INT<RND<lO>*lO> 
120 Y=INT<RNDClO>*lO> 
130 'TEST DB PRéSEBCB 
140 IF A<X,Y>=l THEN 110 
150 A<X,Y)=l 
160 lfEXT F 
170 'AFFICHAGE TABLEAU 

' ' 

180 LOCATE 5,5 : PRIB'T" 123456789" 
190 FOR F= 5 TO 13 
200 LOCATE 4,F+l:PRINT F-4 
210 Jl'EXT F 

220 LOCATE 23,20:PRINT"TORPJLLB:";T 1 
230 LOCATB 0, 0 : INPUT"COORDOlllfêES X CAP" j ex - -. 
240 IF CX>9 OR CX<l THEN 230 
250 LOCATE 0,0: INPUT"COORDONBêES Y CAP";CY 
260 IF CX>9 OR CX<l THEN 250 
270 GOSUB 470 
280 IF A<CX,CY>=O THEB: GOSUB 310: PLAY AS:GOSUB 360 
290 IF A<CX,CY>=l THEN GOSUB 310 : PLAY BS : GOSUB 390 
300 GOTO 220 
310 'BRUIT LANC DE TORPILLE 
320 FOR F=l TO 50 
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330 BEEP 
340 l!fEXT F 
350 RETURN 
360 'AFFICHAGE RAT 
370 LOCATE CX+5,CY+5:PRINT"O" 
380 RETURN 
390 'AFFICHAGE TOUCHê 
400 LOCATE CX+5,CY+5:PRIBT"X" : ACCX,CY)=2 : SC=SC+l 
410 RETURli 
420 'RèGLES 
430 CLS: PRiliT"VOUS DEVREZ DéTRUIRE EN UN MINIMUM DE TEMPS LE MAXIMUN DE BATEAUX .. 
440 INPUT"?lOMBRES DE BATEAUX EJllll'EMIS";C 
450 INPUT"NOMBRES DE TORPILLES";! 
460 IF UTKEYS="" THBN 460 ELSE CLS: GOTO 40 
470 ' DêCOMPTE TORPILLE 
460 'TEST PLUS DE TORPILLE 
490 IF T=O TREN .GOTO 520 
500 T=T-1 
510 RETURN 
520 'CHECK UP 
530 CLS: PRIBT"PLUS DE TORPILLES!! I" 
540 PRINT:GOTO 550 
550 'SCORE 
560 CLS: PRHJT"VOTRE SCORE EST DE ., ; SC: END 
570 'TEST TEMPS 
580 TEMPS=TEMPS+l 
590 IF TEMPS=50 THEN CLS: PRINT"TEMPS êCOtJLé":PRINT:GOTO 550 
600 RETURN 

MSX 

GAME86 
Votre MSX se met à faire de l'humour. .. vous ne lui 

connaissiez pas ce talent 1 Ne prenez pas cet air stupide s'il 
vous déclare que « le frétillant nabot crache sur le bureau » 

ou que «la princesse aboie dans les toilettes». C'est le 
jeu! Vous pouvez aussi bien sûr augmenter son vocabulaire. 

10 'GAMES 66 OU CADAVRE EXQUIS 
20 COLOR 4,1,l:SCREEN 0 
30 'REM ARTICLE MASCULIN 
40 DATA" LE", "MON'', .,TON'' 
50 DATA" LA", "MA", "TA" 
60 REM ADJECTIF MASCULIN 
70 DATA"GRAND", "P.BTIT11

, "GIGAllTESQUE", "MAGNIFIQUE", "LISSE", "RAPEUX", "PREMIER", "DE 
RNIER", "LUMINEUX", "VOLUMINEUX", "FRETILLANT", "REPUGNANT", "BAVEUX" 
80 'SUJET MASCULIN 
90 DATA11 CABOT11

, 
11 POSTéRI EUR", "BRAS", 11 PIED" , 11 PORC"," CRANE"," TAPIS"," PR l NCE", "PALFR 

ONNIER", "NAIN", ''GEANT", "NABOT" 
100 'SUJET FEMININ 
110 DATA11 LIMACE", 11 FESSE" 1

11 JAMBE11
1

11 GRENOUILLE11 ,"îRUIE11
,

11 TETE11 ,"MOQUETTE","PRINCES 
SE", "PALFRONllIERE11

, "NAINE", "GEANTE.,, "NABOTE" 
120 'VERBE 
130 DATA" MANGE" , "BOIT" , 11 CHADTB" , 11 GODFLE" , 11 ABOIE" , "GROGNE" , "CRACHE" , "LOUCHE" , "SE 
GRATTE","COGBE","S'EKBRASSB" 
140 ' LIEUX 



150 DATA,.St1R LB ROCHBR" 1
11 DANS LBS TOILETTES","SUR LE BUREAU","DANS LA PORCHERIE" 

,"DANS L'EPOUVANTABLE ODBUR","SUR SES CHAUSSURES","DANS LE TELEVISEUR","SUR LES 
WC" 
160 A=INT<RND<l>*3>:PRINT A 
170 IF A=l THEN RESTORE 40 ELSE RESTORE 50 
180 IF A=l THEB MAS =1 BLSE MAS=O 
190 FOR F=l TO INT<RND<1>*3> 
200 READ AS 
210 NEXT F 
220 'LECTURE ADJECTIF 
230 RESTORE 70 
240 FOR F= 1 TO INT<RND<l>*14> 
250 READ BS 
260 BEXT F 
270 IF KAS=O THEN GOSUB 460 
280 'SUJET M-F 
290 IF MAS=l THEN RBSTORE 90 ELSE RESTORE 110 
300 FOR F=l TO INT<RND<1>*13) 
310 RBAD es 
320 DXT F 
330 RESTORB 130 
340 'VERBE 
350 FOR F= 1 TO JNT<RliDC1>*12> 
360 READ DS 
370 BEXT F 
380 RESTORE 150 
390 'LIEUX 
400 FOR F=l TO 1NTCRBD<l>*9> 
410 READ E$ 
420 BEXT F 
430 'AFFICAGB PHRASE 
440 CLS:PRiliT AS+" "+BS+" "+CS+" 0 +DS+" "+E$ 
450 IF INKEY$=" 0 THEN GOTO 450 ELSE CLS:GOTO 160 
460 'SP ACCORD M-F 
470 RS=RIGHTS<BS,l) 
460 IF RS•"X" THEN O=LE?HBS>: BS=LEFTS CB.S, 0-1>: BS=BS+"SE": RETURN 
490 BS=B$+" E": RETURN 

ORIC 

EPIDEMIE 
Une grave maladie ravage la ville. Dans un premier temps, elle 

atteint la tête puis s'attaque au corps. 
Vous avez six étapes pour lutter contre la maladie en 

détruisant les virus sans endommager 
les anticorps. Attention aussi aux vaisseaux sanguins! 

REM*************************** 
14 REM* EPIDEMIE - R.JUHEL 1986 * 
15 REM*************************** 
16 REM 
18 PAPER1:INl<O 
19 POKE618.10 
20 FOR I=O TO 167 
30 READ AA 
40 POKE 46856+!.AA 
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5() NEXT 
54 REM 
55 REM HOMME 
56 REM 
60 DATA0.12,30,30,30,30,12,30 
70 DATA1,7,15,15,15,13,13,13 
80 DATA63,63,63,63,63,63,63,63 
90 DATA32,56,60,60,60,44,44,44 
100 DATA9,12,12,12,B,13,9,9 



110 DATA36,12,12,12,4,44.36,36 
120 DATA1,1,1,1,1,1,1,1 
130 DATA63,63,51,S1,S1,33,~1,51 
140 DATA32,32,32,32,32,32,32,32 
150 DATAl.1,1,1,7,31,0,0 
160 DATA51,51.51,33,51,0,o,o 
170 DATA32,32,32,32,56,62,0,0 
174 REM 
175 REM PARTICULES 
176 REM 
180 DATA 14,4,10,10,10,14,4,4 

291 REM 

190 DATA 0,30,33,37,33,25,6,0 
200 DATA0,12,10,1e,12,s1,o,o 
210 DATA0,4,4,11,26,4,4,0 
220 DATA32,32,47,2B,28,4,4,4 
230 DATA33,18,30,12,12,30,18,33 
240 DATA63,51,45,29,21,29,45,21 
250 DATA63,35,45,41,45,37,59,63 
260 DATA49,59,53,53.53,49,59,59 
270 GOT03000 
289 REM 
290 REM VARIABLES 

300 AS ( 1 > s"cc:c:c:c:c:c:c 
310 AS <2> =" ccc:c:c:c:c:cc:c 
320 A$(3)="cc:c:ccccccccc: 

c:ccc::c:c:cc:c": A ( 1) =10: B ( 1) =30 
cc:c:ccccccc:c":A<2>=12:B<2>==28 

ccccccc:cccc:cc":AC3l=14:BC3>=26 
330 AS <4> ="ccc:cc:c:cc:c:ccccc cccc:c:c:,cc:cc:c:cc:c:c:": A C4) =16: B C"l·> =24 
331 X=20:Y=20 
332 PH=1:C=1:G=1000:GOSUB4000 
333 PH=2:C=2:G=2000:GOSUB4000 
334 PH=3:C:2:G=5000:Y=21:60SUB4000 
33~ PH=4:C=31G=60001:GOSUB4000 
336 PH=S:C=3:G=lOOOO:Y=22:BOSUB4000 
337 GOT05000 
340 PV=lOO 
450 FORI=1T026:PRINTASC1):NEXTI 
500 K=l 
504 REM 
505 REM BOUCLE JEU 
506 REM 
510 FORI=lTO .30 
520 PRINTAS<K> 
521 IFSCRN<X.Y><>32THEN60SUB2000 
530 FOR F=1TOC:PLOTINT<RND<1>*<B<K>-ACK>+l>+A<K>>.25,CHR$CINTCRNDC1 l*7l+1 10l 
540 NEXTF 
550 P=PEEKC#208) 
555 W=X 
560 IF P=172 THEN PLOT X,Y," ":X=X-1 
'570 IFP•188 THEN PLOT X,Y," ":X=X+l 
575 IFW<>XANDSCRN(X,Y><>32THENGOSUB2000 
580 PLOT X,Y,"m" 
590 IFPV>=GTHENRETURN 
600 IFPV<=OTHEN GOTO 6000 
1530 NEXT 
1535 PLOT3,23~"PT VIE:" 
1536 PLOT3,25,STR$(PV> 
1540 K•K+l 
1~50 IF .K=S THENK=l 
1560 GOTO 510 

f. 

1990 REM i ·; 1 
·-·····~······ ~· " 

2000 REM INSTRUCTIONS 
2001 REM 
2010 SCzSCRN<X,Y> 
2020 IFSC=99THENPV=PV-100:RETURN 
2030 IFSC<113THENPV=PV-CSC-109)*30-30:RETURN 
2040 PV=PV+<SC-112>*10:RETURN 
3000 REM 
3010 CLS:PRINT:PRINT"TOP SECRET":PRINT 
3015 PRINT" 10 JANVIER 
3016 PRINT 
3020 PRINT" RAPPORT EPIDEMIE'' 
3030 PRINT" ---------------" 
3040 PRINT:PRINT:PRINT 
3050 PRINT" LA SITUATION DEVIENT DE PLUS EN" 
3060 PRINT" PLUS CRITIQUE.LA MALADIE SE 
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3070 PRINT"VITESSE FOLLE." 
3080 PRINT" TOUT LES SERUMS SE SONT REVE- LES INUTILES."; 
3090 PRINT"CEPENDANT IL NOUS RESTE UNE MAIHRE CHANCE:" 
3100 PRINT:PRINT" STATUS I" 
3110 PRINT:PRINT" STATUS 1 EST UN SYSTEME EXPERI- MENTAL"~ 
3120 PRINT"IL A ETE MIS AU POINT AVANT QUE L' EPIDEMIE NE SE " 
3130 PRINT" DECLARE." 
3140 PRINT:PRINT" DR.RIEUX" 
3150 PRINT" <PRESSEZ UNE TOUCHE>" 
3200 GETZS 
3210 FOR I=l TO 30:PRINT:NEXTI 
3215 CLS 
3220 PRINT:PRINT" MODE D'EMPLOI : STATUS l" 
3230 PRINT:PRINT:PRINT" <-:GAUCHE ->:DROITE" 
3240 PRINT:PRINT"VOUS ALLEZ VOUS DEPLACER DANS LES"; 
3245 PRINT '' ARTERES ET LES VAI.._SSEAUX "~ 

3250 PRINT"SANGUINS D'UN MALADE." 
3260 PRINT"SI VOUS GUERISSEZ LE MALADE .SON SANG POURRA SERVIR A CREER UN SEF:Ut't 

Il • 

' 3270 PRINT" QUI NEUTRALISERA LA MALADIE." 
3280 PRINT:PRINT"LE SORT DU GENRE HUMAIN EST ENTRE VOS MAINS. " 
3290 PRINT:PRINT"POINTS DE VIE:" · 
3300 PRINT"A EVITER: n:-60 o:-90 p:-120 c:-100" 
3310 PRINT"A DETRUIRE: q:lO r:20 s:30 t:40" 
3400 PRINT:PRINT" <PRESSEZ UNE TOUCHE >":GETZ<5:GOT0300 
3990 REM 
4000 REM DEBUT PHASE 
4010 REM 
4015 CLS 
4020 PRINT:PRINT" PHASE:";PH 
4030 PRINT:PRINT" a" 
4040 P~NT" bcd" 
4050 PRINT" ec:f" 
4060 PRINT" qhi" 
4070 PRINT" jkl" 
4080 PLOT11,2+C,STRS<PH> :PLOT11,2+C, "<" 
4090 PRINT:PRINT"POINT DE VIE NECESSAIRE:";G 
4095 WAIT200 
4100 PRINT:PRINT:PRINT:PRINT"<PRESSEZ UNE tOUCHE >'' :GETZS: GETZS:GOT0340 
5000 REM GAGNE 
5010 CLS:PRINT:PRINT" TOP SECRET" 
5t..)20 PRINT: PRINT" 10 MARS 2004": F·RINT 
5030 PRINT" RAPPORT EPIDEMIE" 
5040 PRINT'' ---------------- " 
5050 PRINT;PRINT" TOUT DANGER EST MAINTENANT " 
5t.)60 PRINT" ÈCARTE. LA VIE VA POUVOIR": PRINT" REPRENDRE SDN COURS NORMAL 
Il 

5070 PRINT"TOUT CELA NOUS LE DEVONS A UN MYSTERIEUX INCONNU"; 
5080 PRINT" QUI GRACE A SON HABILITE NOUS A SAUVE." 
5090 PRINT:PRINT:PRINT " BRAVO ET MERCI" 
5100 PRINT:PRlNT" DR.RIEUX" 
5500 GOT07000 
6000 CLS:PRINT:PRINT" PERDU":GOTO 7000 
7000 INPUT"VOUS RECIDIVEZ CO/N>";AS 
7010 IF AS="O"THEN RUN 
7020 END 
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ORIC 

MASTER DESIGN 
Ce logiciel vous propose de dessiner vos propres 

personnages afin de réaliser des jeux 
d'aventures graphiques. Vous pouvez aussi créer des motifs 

qui serviront de toile de fond à l'histoire 
et il est possible, en prime, de garder le tout en mémoire! 

l4 REM***************** 
5 REM* MASTER DESIGN * 
6 REM* R.JUHEL 1986 * 
7 REM***************** 
8 REM 
9 REM ************** 
10 REM INITIALISATION 
11 REM ************** 
12 CLS 
13 POl<E618. 10 
1 4 DI MA < 1 OO ) 
15 A=1:B=1 
16 REM ********************* 
17 REM ENTREE DES PARAMETRES 
18 REM ********************* 
19 INPUT"INSTRUCTIONS <OIN> 11 iA$:IFA$= 11 0 11 0RAS="OUI 11 THEN GOSUB810 
20 INPUT" DESIREZ VOUS REDEFINIR PLUSIEURS CARACTERES";AS 
30 IF A$<> 11 0 11 AND AS<>"OUI" THEN INPUT"CODE ASCII";A<l):GOT070 
40 INPUT"NOMBRE DE CARACTERES DE GAUCHE A DROITE <1-5>";A 
50 IF A>5 OR A<1 THEN GOTO 40 
60 INPUT"NOMBRE DE CARACTERES DE BAS EN HAUT 
61 FOR J=1TO B 
62 FOR 1=1 TO A:Z=Z+l 

< 1-3 > "; B 

63 PRINT "CARACTERE DE COORDONNEES ":;"<";I;"-";J;">":INPUTA<Z> 
64 NEXT 
65 NEXTJ 
70 CLS 
73 FORI=OT07:POKE46840+I,63:NEXTI 
77 REM ************ 
78 REM MISE EN PAGE 
79 REM ************ 
80 DOKE 18,4800ü:PRINT" 1 2 3 
90 CLS 
100 PLOT 2,0,"1":PLOT2,B,"2":PLOT2,16,"3" 
110 PLOT2,26,"<F>FIN <E>EFFACE <I>INVERSE" 
120 MX=2+A*6:MY=B•B-1 
121 REM ******************** 
122 REM TRACE DES CARACTERES 

123 REM ******************** 
129 Z=O 
130 FOR J=lTDB 
140 FORI=1TOA 
145 Z=Z+l 
146 E=A(Z)-97:E=E•8:E=46856+E 
158 FORK=OT07 

4 5 " 

160 F=E+K:P=PEEK<F>:M=64 
--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~___.• 
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162 FORL=OTOS:M=M/2 
163 IFP-M >=OTHENP=P-M: PLOT3+L+ < I-1 > *6.1<+ (J-1) *8• 11

/_
11 

164 NEXTL:NEXTK:NEXTI:NEXTJ 
190 X=3:Y=O 
195 SC=SCRN<X.Y> 
197 REM ***************** 
198 REM BOUCLE PRINCIPALE 
199 REM ***************** 
200 GETP$ 
215 G=O 
216 C=X:D=Y 
220 IF PS="Z"AND X>3 THEN X=X-1:G=1 
230 IF P$=" X 11 AND X.<MX THEN X=X+l: G= 1 
240 IF P$= 11

'
11 AND Y>O THEN Y=Y-l:G-1 

250 IF P$="/"AND Y<MY THEN Y=Y+l:G=l 
280 IF P$= 11 C 11 AND SC=32 THEN SC=95:GOT0300 
290 IF Pii="C"AND SC=95 THEN SC=32 
300 IF G=l THEN PLOTC.D,CHR$CSC):SC=SCRN<X,Y) 
310 PLOT X,Y,"*" 
320 IF P$= 11 I"THEN GOTO 410 
330 IFP•="E 11 THENGOT0470 

. 

400 IF PS<>"F" THEN GOTO 200 
401 PLOTX,Y,CHR$CSC>:GOT0600 
404 REM ******* 
.405 REM l NVERSE 
406 REM ******* 
410 XA=INT<<X-3>16>:YA=INT<Yl8> 
415 PLOTX,Y,CHR$(SC> 
420 FOR I=<3+XA*6> TO (8+XAt6> 
430 FOR J=YA*B TO CYA*8+7> 
440 IF SCRN<I,J>=95 THEN PLOTI,J," "ELSE PLOTI,J,~" 
444 REM ****** 
445 REM EFFACE 
446 REM ****** 
450 NEXTJ:NEXTI 
460 GOT0195 
470 XA=INT<<X-3)/6):YA=INT<Y/8) 
480 FOR I=<3+XA*6> TO <8+XAt6) 
490 FOR J=YA*8 TO <YA*8+7) 
500 PLOTI,J," " 
510 NEXTJ:NEXTI 
520 GOT0195 
597 REM *************************** 
598 REM REDEFINITION DES CARACTERES 
599 REM *************************** 
600 Z=O 
610 FOR J=1TOB 
620 FORI=lTOA 
630 Z=Z+1 
640 E=A<Z>-97:E=E*8:E-46856+E 
650 FORK:::OT07 
660 F=E+K:P=O :M=64 
670 FORL=OT05:M-M/2 
680 IFSCRNC3+L+<I-1>*6,K+(J-1>*8><>32 THEN P=P+M 
690 NEXTL:POKEF,P:NEXTK:NEXTI:NEXTJ 
182 REM *<******************** 
695 REM AFFICHAGE DES 8 OCTETS 
696 REM ********************** 
700 Z=O:CLS 
710 FORJ=tTOB 
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720 FORI=lTOA 
725 Z=Z+1 
730 PLOT3+<t-1>*6, (J-1>*8,CHRS<A<Z>> 
740 E=A<Z>-97:E=E*8:E=468S6+E 
750 FORK=OT07 
760 PLOT4+CI-1>*6, CJ-1>*8+K,STRSCPEEk<E+K)) 
780 NEXTK:NEXTI:NEXTJ 
790 PLOT3,26,"<PRESSEZ SPACE> 11 :GETZ$:IFZ$=" "THEN RUN ELSE GOT0790 
604 REM ************ 
805 REM INSTRUCTIONS 
806 REM ************ 
810 CLS 
820 PRINT:PRINT" MASTER DESIGN":PRINT 
830 PRINT"A CHAQUE CARACTERE CORRESPOND DES COORDONNEES SUR L'ECHAN" 
840 PRINT"ABCISSE <1-5>.DE GAUCHE A DROITE~" 
850 PRINT"ORDONNEE <1-3).DE HAUT EN BAS." 
860 PRINT"A CHAQUE CARACTERE CORRESPOND AUSSI UN CODE ASCII <EX:A==65)." 
870 PRINT"CMANUEL ATMOS P.263> 
880 PRINT:PRINT" <E>EFFACE":PRINT:PRINT"<I >INVERSE":PRINT 
890 PRINT"<F >FIN . 
900 PRINT: PR INT" Z: GAUCHE X: DROITE C: INVERSE L.E POINT": PR INT 
9H'"I PRINT"': HAUT I: BAS" 
1012 GETZ$: CLS:RETURN 

1 

ORIC 

Un jeu d'arcade réalisé en trois dimensions qui 
vous entraîne dans un· univers de guerre apocalyptique. Votre 

mission : sauver le monde des envahisseurs en 
détruisant leurs vaisseaux et leurs réservoirs d'essence ... 

10 REM******************************* 
11 REM* ZAXXON R.JUHEL 1986 * 
1 2 REM******************************* 
13 REM 
14 REM******************************* 
15 REM* REDEFINITION DES CARACTERES * 
16 REM******************************* 
17 POKE618.10: CLEAR:PAPER3: 

A=1:F:=30:W=10 
20 FOR I=O T0199 
30 READZ 
40 POKE46856+I.Z 
50 NEXT 
60 OATA0.0.4.7,24.14,1,0 
70 DATA0,14,20,36~4,4,52,28 
80 DATA0,0,0,0,7,15,1,0 
90 DATA0,0,0,12,56,56,48,0 
100 DATAO,o,o,o,o,o,o,3 
110 DATAO,o,o,o ,3, 12,48,0 
120 DATA2.28,56,0,0,0 , 0, 0 
130 DATAo,o,o,o,12,2a,e,o 

140 DATA0,0,3,4,8,16,16,24 
150 DATA0,60,2,3,1,3,5,9 
160 DATA23,16,24,23,16,16,8,7 
170 DATA51,5,9,49,2,6,B,56 
190 DATA0.0,3,7,15,31,31,31 
190 .DATAO, 6 0 , 62, 63, 63, 63, 61, 57 
200 DATA0,0,10,4,14,14,4,0 
210 DATA0,0,7,25,33,33,38,56 
220 DATA62,49,47,44,58,41,37,55 
230 OATA0,0.32,16,B,60,34,l7 
240 DATA45,44,58,41,37,51,4~,44 
250 DATA15,41,57,47,41,25,15,41 
260 DATA26,9,5,3,1,0,0,0 
270 DATA57,47,41,25,15,41,25,15 
280 DATA0,0 , 17,31,15,7,3,2 
290 DATA0,0 ,0 ,34,62,60,46,0 
300 DATA35,28,3~,28,35,28,35,28 
304 REM****************************** 
305 REM BRANCHEMENT A lOOOO=ENVOIE 

DES INSTRUCTIONS 

306 REM****************************** 
310 GOSUBlOOOO 

~----~--------------------~--~--~..J._~------~------~------------------_J~ 
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314 REM****************************** 
315 REM INPLATATION DU DECOR =>PISTE.INDICATIONS> 
316 REM****************************** 
3 20 PLOT4,4. " ababab" 
495 J=35 
500 FOR !=1 T016 
510 J=J-2 
520 PLOT J,I,"efq " 
530 NEXT 
535 1<=36 
540 FOR I=10T025 
550 l<=K-2 
560 PLOTK 1 I, "efg " 
570 NEXT 
.580 PLOT 4. 2 , "SCORE: " 
590 PLOT15,24,"FUEL: << << << << << " 
800 REM MEMORISATION DES VARIABLES 
900 X=S:Y=20:C=1:D=l:E=l:H=l:A=1:GO=l:LI=l 
910 PLOTX , Y,"ab" 

997 REM***************************** 
999 REM BOUCLE PRINCIPALE DU JEU ** 
999 REM***************************** 
1000 REPEAT 
1001 IFA=2THENPLDTR,S . " " 
1002 IF R >20 THEN A=l 
1005 PLOT10,2,STR$(SC> 
1006 IFSCRN<X,Y> <>97 THEN 3000 
1007 IFSCRN(X+t.Y> <>98 THEN 3000 
1009 REM AU DESSUS 
1010 IF PEEi< (#208> =174ANDX >3THENPLOTX, Y. " ":PLOT X 1 Y+1. " ": X=X-1: Y=Y-1 
1020 IFPEEK<#208)=170ANDX<7THENPLOTX,Y," ": PLOTX.Y+1." ":X=X+1:Y=Y+1 
1030 PLOTX,Y, " ab " :PLOTX,Y+1,"cd" 
1100 IFB=6AND C=1THENT=INT(RN0<1>*6>+2:C=2:U=35 
1110 IF C=2 THEN PLOT U.T," ":PLOTU,T+1," " 
1115 U=U-2:T=T+1 
1120 IF C=2 AND U<3THENC=1 
1130 IFC=2THENPLOTU,T , "ij " :PLOTU,T+1."kl" 
1200 IFB=3 AND D~1THENL=INT<RND<1)*6)+2:D=2:0=35 
1210 IF D=2 THEN PLOTQ,L," ":PLOTQ,L+1," " 
1220 Q=Q-2:L=L+1 
1225 IF 0=2 AND Q<3THEND=1 
1230 IF D=2 THEN PLOT O,L,"mn " :PLOTCl,L+1,"kl" 
1290 IF E=2 THENPLOTM,N," ":PLOTM,N+1," ":PLOTM.N+2 , " " 
1300 IF E=lAND B=10 THEN M=35:N=INT<RN0<1>*6>+2:E=2 
1310 M=M-2: N=N+1 . 
1320 IF E=2AND M<3 THEN E=1:B=O 
1330 IF E=2THEN PLOTM,N , "qr":PLOTM,N+1,"st":PLOTM,N+2."Llv" 
1390 IF LI =2THEN PLOTGH, GI<, " " 
1400 PL=PL+l 
1410 IFPL=220ANDLI=1THENGH=35:GK=INT<RND<1>*6>+2:LI=2 
1420 IF LI=2 THENGH=GH-2:GK=GK+1 
1425 IFLI=2ANDGH<2 THENLI=1:PLs0 

1430 IF LI=2 THEN PLOTGH,GK,"y" 
1500 B=B+1 
1600 G=G+l 
1605 IF H=2 THEN PLOTO,P," " 
1610 IF H=1 AND G>30 THEN 0=35:P=INT<RND <1>*7>+2:G=O :H=2 
1615 0=0-2:P=P+1 
1616 IFO=XANDP=YTHENPLOT15,24,"FUEL: <<<<<< << << " :F=30:G=O:H= l 
1617 IFO=X+1ANDP~YTHENPLOT15,24,"FUEL: <<<< < << <<< '':F=30:G=0:H=1 

1618 IFO=X+1ANDP=Y-1THENPLOT15,24,"FUEL:< <<< <<<<<< ":F=30:G=O:H::;::1 
1620 IF0<2 THEN H=l . 
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1630 IF H=2THEN PLOTO,P,"p" 
1690 IF 60=2 THEN PLOTOO,CO," " 
1700 IFQ<lBAND M<18ANDU<18AND G0=1THENG0=2:B=0:00=35:CO=INT<RND<1>*6>+2 
1710 IF G0=2 THEN 00=00-4:CO=C0+2 
1715 IF 00<2 THEN GO=l 
1740 IF G0=2THEN PLOT oo,co."wx" 
1810 IF R>20 THEN A~l 
1815 :IFA=2 AND SCRNCR,S><>32 THEN EXPLODE:A=1:GOSUB4000 
1820 IF PEEK<#208>=132THEN R=X:S=Y:A=2:ZAP 
1830 IF A=2 THEN R=R+2:S=S-1 
1840 IFA=2 AND SCRN<R,S><>32 THEN EXPLODE:A=l:GOSUB4000 
1850 IF A=2 THEN PLOT R,S,"h" 
1980 F=F-0.1 
1990 PLOTF • 24,." 11 

1991 IF F<=21 THEN 3000 
2000 UNTIL x-09 

2001 REM**************************** 
2002 REM FIN DE · LA BOUCLE DU JEU** 
2003 REM**************************** 
2004 REM . 

2997 REM**************************** 
2998 REM GESTION DES VIES PERDUES ** 
2999 REM**************************** 
3000 Il= SCRN<X,Y>:IJ=SCRN<X+1,S) 
3001 POKEC#208>,0 
3100: :PLOTX.Y,"**":WAIT15:PLOTX,Y," ":F=30:W=W-2 
3110 IFW=4THENCLS:INPUT"VOUS RECIDIVEZ";A$:IFA$<>"O"THEN3110ELSERUN 
3200 WAIT200 
3205 CLS 
3210 PLOT4,4,"ababab":PLOTW,4," 
3500 GOT049:5 
3900 REM*************************** 
3901 REM** GESTION DES BATIMENTS * 
3902 REM** DETRUITS. * 
3903 REM*************************** 

" 

4000 IFO=<XORX+1>ANDP=YTHEN:PLOTO,P," ":H=1 
4010 IFR=OOORR=00+1ANDS=COTHENPLOTOO,CO," ":G0=1:SC=SC+5000 
4011 IFR•00-20RR=00-1ANDS•C0+1THENPLOTOO,CO," ":G0=1:SC=SC+1000 
4020 IFR=UORR=U+1ANDS=T+10RS=TTHENPLOTU,T." ":PLOTU,T+l." ":C=1:SC=SC+1000 
4025 IFR=QORR=Q+1ANOS=L+10RS=LTHENPLOTQ, L." Il: PLOTQ. L+1. Il Il: 0==1: SC:=:SC+::•ooo 
4030 IFR=MORR=M+1ANDS=N+2THEN A=l 
4040 IFR=GHANO S=GKTHENLl=2:PLOTGH,GK," ":SC=SC+lOOOO:PL=O 
4500 RETURN 
5990 END 
6001 PING 
6050 RETURN 
6060 END 
6999 REM **************** 
7000 REM * INSTRUCTIONS * 
7001 REM **************** 
10000 CLS:PAPERO:INK3 
10~.110 PRINT:PRINTCHRS<27>; "N";" ab ZAXXON ab" 
10l120 PRINTCHRSC27>; "N";" ab ZAXXON ab" 
10030 PRINT:PRINT:PRINT:PRINT:PRINT:PRINT"A>OBLIQUE GAUCHE" 
10040 PRINT"Z>OBLIQUE DROITE" 
10050 PRINT"<ESPACE>>TIR 
10060 PRINT:PRINT:PRINT "ij 1000 mn 2000 wx 5000 y 10000" 

10065 PRINT"kl kl " 
10070 PRINT: PRINT"qr- INDESTRUCTIBLE": PRINT"st ": PRINT 11

L1v" 

10080 PRINT:PRINT:PRINT"p RE!!ERVE DE CARBURANT" 
10100 GETA$ 
10110 CLS 
--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~_J~ 
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10200 RETURN 
10299 REM ******* 
10300 REM * FIN * 
10301 REM ******* 

ORIC 

EDDYLODE 
Collectez vingt trésors qui ressemblent à des paquets 

cadeaux sans vous faire prendre par les ennemis qui sont à 
vos trousses. Trois tableaux pour vous exercer à la voltige, 

grimper aux échelles, descendre dans des trous de gruyère ... 

0 '************* 
1 '* EDDY LODE * 
2 '* R.JUHEL * 
3 '************* 4 , 
5 PH=l 
6 A<1>=65:A<2>=90:A<3>=60:A<4>=62:A<5>=77:ZT=700 
8 GOSUB1040 
10 POKE618.10:CLS:PRINT:PAPERO:INK6 
14 DOKE18.4BOOG:PRINT" MICROJEUX - EDDY LODE R.JUHEL 
20 CLS:PRINT:PRINT" MENU":PRINT" ----" 
30 PRINT:PRINT:PRINT" <1> INSTRUCTIONS" 
40 PRINT" <2> JOUER" 
50 GETZ<J:IFZ$="1"THEN GOSUB12010 
60 CLS 
100 B0=21:LE=1:GOSUB2000:GOSUB1300:GOSUB11510:GOSUB500 
101 CLS 
110 B0=17:LE=2:GOSUB:f.OOO:GOSUB1300:GOSUB11510:GOSUB500 
111 CLS 
120 B0=17:LE=3:GOSUB4000:GOSUB1300:GOSUB11510:60SUB500 
130 PRINT"BRAVO":GETZ$ 
140 PRINT"LE TEMPS EST DIMINUE DE 50 UNITES." 
150 PRINT"OEPECHEZ vous~!!! Il 
155 ZT=ZT-50 
160 WAIT100:GETZS 
170 GOT060 

499 '************** 
500 '* BOUCLE JEU * 
501 '************** 
:510 GOSUB 1300 
S20 T=ZT 
590 XYs489o3:W=32:DI=1:G=1 
S91 XY<1>=48163:XY<3>•48554:L=l:DI<1>=1:0I(3)=3:C<1>=32 :CC3)=32 
595 PLOT35,25,STRS<LE> 
600 REPEAT:P=PEEK<#208>:IFP<>S6THENPOKEXY,W 
601 Xl~PEEK<XY-40>:X2=PEEK<XY>:X3=PEEK<XV+40> 
602 IFX1•1070RX2=106THEN610 
603 IFX3=107THENPOKEXY.32:XY•XY+40:W=107:XC=1:GOT0665 
604 IFX3=108THENBO=BO-l:X3•32sW=32:SC=SC+lOO:G=l 
605 IFX3=32THENPOKEXY,W :XY=XY+40:W=32:DI=1:GOT0680 
610 IFP=188ANDPEEK<XY+l>< >105THENXY•XY+11DI=1 
620 IFP•172ANDPEEK(XY-1><>105THENXY=XY-1 : DI=3 
630 IFP=180ANDX3<> <10SAND107)THENXV=XY+40:DI=5:IFDI <> 106THENDI =1 
640 IFP=156AND<<X1 <>105ANOW=106)0RX1=106>THEN~Y= XY-40:DI=5:IFX 1 <> 106THENDI : 1 
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IFP<>56THEN W=PEEK<XY> 
IFW=108THENBO=B0-1:W=32:SC=SC+100:G=1 
IFPEEK<XY-40>=107THENDI=7 
PDKEXY, (96+DI+R> 

665 
666 
670 
680 
690 
692 
693 
696 
699 
700 
710 
720 
730 
740 
780 
785 
789 
790 
800 
804 
805 

L=-L:A=L+2:F=2-L:POKEXY<F>,C<F> 
IFXY<1>=XYORXY<2>=XYTHEN GOT07000 
IFXY>XY<A>+40ANDPEEK(XY<A>+40><>105THEND=40:GOT0720 
IFXY<XY<A>-40ANDPEEKCXYCA>-40)()105THEND=-40iGDT0720 
IFXY>XYCA>ANDPEEK<XY<A>+1><>10STHEND=1:DICA>=1:GOT0720 
IFXY<XY<A>ANDPEEK<XY<A>-1><>105THEND=-1:DI<A>=3:GOT0720 

D•O 
POl<EXY<A> ,CCA> :XY<A>=XY<A>+D:C<A>=PEEK<XYCA> > :POKEXY<A>, C96+DI CA)+R<A)) 
IFR<A>=OTHENR<A>=1ELSERCA>=O 
IFXY<l>=XYORXY(3)=XYTHEN7000 
IFG=lTHEN PLOTB,25,STR$CSC>:G~O 
T=T-1: PRINTà21, 25; STR$ <T>;" ": IFT=OTHEN 7000 

IFR=OTHENR=1ELSER=O 
UNTILBO=O 
RETURN 

'************** "* FIN BOUCLE * 
'************** 806 

1000 
1039 

• 
'******************************* 
'*REDEFINITION DES CARACTERES* 

'******************************* FORI=OT0111:READZ:POKE46856+I,Z:NEXT:RETURN 

'*************** '* BAS D'ECRAN * 
'*************** PLOT2,24,"iiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiii" 

1040 
1041 
10~0 
1199 
1200 
1201 
1300 
1320 
1996 
1997 
1998 

PLOT2,25,'"SCORE:iiiiiii TIME:iiiiiii LEVEL:ii":RETURN 

'************* '* TABLEAU 1 * 
'************* 

2000 PRINT: PRINT"iiiiiiiiiikkkkiiiiiiiii iiiiii" 
2001 PRINT"i l l j 1 iii" 
2002 PRINT"i iiijiiii iiiiiiiii jiiiiii ii" 
2003 PRINT"i j j 1 iiiii j ii i" 
2004 iiiijiiii iii j il i 
2005 j ii j iiiiii i 
2006 j kkkkkkkk j i 
2007 j j 1 j iiii 
2008 iiiiiji iijiiij 1 i 
2009 PR I NT" i i j · i i i i j j j i i i j i 
2010 PRINT"ii j iij 1 iiiii j j Ji 
2020 PRINT"ii jl ijiiii i j j ji" 
2021 PRINT"iiiiiii ij i 1 jiiiiii ji" 
2022 PRINT"i kkk j iii 111 j ji" 
2023 PRINT"i j j i l lj l ji 
2024 PRINT"i iiiii jiiii i ii iij iiii ji 

2025 PRINT"i 1 j 1 ii 1 jiiiiiiiiji 
2026 PRINT"iij.ii j ii iiii Ji J . l ji 
2027 PRINT".i j kkkkkk jji jiii Ji 
2028 PRINT"i l j JJl jl ji 
2029 PRINT"iiiiiiiiiii iiiiiiJjiiiiiiiiji 
2030 PRINT"i Jji ji 
2031 PR INT" i 
2050 RETURN 
2996 "************* 
2997 "* TABLEAU 2 * 
2998 '************* 
3000 PRINT:PRINT"i 
3001 PR INT" i 1 

ji 1 ji 

kkkkkkkkk 
i Il 

i Il 
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3002 PRINT"iijiiiiiiijii 1 
3003 PRINT"i j j iiiijiiiii 

i " 
i " 
i" 3004 PRINT"i j j 

3005 PRINT"i j j 

1 
kkkkkkk 

j 
j 
j 
j 

i i i i j i i i i i i i 1 j 

1 i i Il 

i i i i" 
i Il 

i ." 

3006 PRINT"i j 
3007 PRINT"i 
3006 PRINT"i 
3009 PRINT"i 
3010 PRINT" i 1 

jkkkkkkkkkkkkkkiiiiiiiiiiii i" 
j l i " 
j 1 iiij 1 i Il 3011 PRINT"iiii 

3012 PRINT"i j iii iiij 
iiij 
iiij 1 

iiiiiiiiiiijiiii" 
3013 PRINT"i j 

3014 PRINT"i j 
j 

j 

i Il 

i " 
3015 PRINT"iiiiiiiii 1 iiiiiiiiiiijiiiiiiii i" 
3016 PRINT" i i i j i Il 

l i Il 3017 PRINT"i 
3018 PRINT"ii 
3019 PRINT"i 
3020 PRINT"i 
3021 PRINT"i 
3022 PRINT"i 
3023 RETURN 

1 j 
iiiiiiiiijiiiiiiiiiiij iinii" 
1 jkkkkkkkkkkkj 

iii 1 j j 1 
jiiiiii 
j l 

iiiiiiij 
j 

3996 '************ 3997 '* TABLEAU 3* 
3998 '************ 
4000 PRINT:PRINT"ikkkkkkkkkkkj l 

i .. 
i Il 

i Il 

i" 

4001 PRINT"i jiiiiijiii j li" 
4002 PRINT"i 1 j ij jiii" 
4003 PRINT"iiii jiiiii j iiii j i" 
4004 PR 1 NT" i j l J i i i i i j i " 
4005 PRINT"i iijiiiiii ijiii iiii j i" 
400b PR I NT" i j l i 1 j i i j 1 l i i j . i " 
4007 PRINT"ijii iJii 1111 ijiiii~ iiiiiii i" 
4008 PRINT"iji iji jikkkij i" 
4009 PRINT"iji iji iiji ij iiiiiiiiiiiiii" 
4010 PRINT"iji ij l i Jll ij kkkjkk i" 
4020 PRINT"iji iijiii ji 1 ij l j li" 
4030 PR I NT" i j i ji i i j i i i i i j i i i i " 
4040 PRINT"iji iiiiiiiiii ij iiii j iii" 
4050 PRINT"ij 1 ij ii j ii" 
40~1 PRINT"ij ijii ij j 1 i" 
4052 PRINT"ij j ij i iiiijii" 
4053 PRINT"iiiiiiiiiiii jiiiij 1 j i" 
4054 PRINT"i kkkkkkkkkkkj ij iiiiiiii j i Il 

4055 PRINT"il j ij 1 j i .. 

4056 PR I NT" i i j i j 1 i 1 i i i" 
4057 PRINT"i j iHiiii iiii i " 
4058 PRINT"i j ij iiiiiiiiii" 
4060 RETURN 
7000 CLS:PRINT 11 PERDU":PRINT:PRINT 
7005 PRINT"VOTRE SCORE"sSC 
7010 GETZ$:RUN 
8800 RETURN 
9999 '******************* 
10000 
10001 
10100 
10110 
10120 
10130 
10140 
10145 
10146 
10147 
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10160 DATA59,59,59,0,47,47,47,0 
10170 OATA33,63,33,63,33,63.33,63 
10100 DATAo,o,o,o,o,o,o.63 
10190 DATA0,0,0,54,54,0,54,54 
10200 DATA12,12,28,47,12,12,18,33 
10210 DATAo,o,o,o,o,o,o,o 
11499 '********* 
11500 '* CADRE 1C 
11501 '********* 
11510 PLOT2 • 0, " i i i i i i i i i i i i i i i i i i i i i i i i i i i i i i i i i i i " 
11512 PLOT2. 24. "i i i i i i i i i i i i i i i i i i i i i i i i i i i i i i i i i i i " 
11513 RETURN 
11999 '**************** 
12000 '* INSTRUCTIONS* 
12001 ' **************** 
12010 CLS:PRINT:PRINT" INSTRUCTIONS":PRINT 
12020 PRINT" a >VOUS MEME." 
12030 PRINT" l >TRESOR A RECUPERER." 
12040 PRINT" m > ENNEMIS A E"JITER":PRINT" ATTENTION ILS SE DEF'LACENT"; 
12045 PRINT" DANS L'ESPACE." 
12050 PRINT:PRINT 
12060 PRINT" a j kkkk " 
12070 PRINT"iii f h " 
12080 PRINT" j 11 

12090 PRINT:PRINT"--------------------------------------" 
12100 PRINT" VOTRE TEMPS EST LIMITE." 
12110 PRINT" IL Y A 3 TABLEAU DIFFERENTS •. " 
12115 PRINT" LES DEPLACEMENTS S'EFFECTUENT":PRINT" AVEC LES FLECHES." 
12120 PRINT" BONNE CHANCE." 
12130 PRINT: PRINT" <PRESSEZ UNE TOUCHE >" 
12140 GETZ$:RETURN 
12999 '******* 
13000 '*FIN* 
13001 '******* 

ORIC 

CATERPILLAR 
Ce logiciel propose cinq tableaux de difficulté 

croissante. Une chenille se promène dans un labyrinthe où 
elle doit collecter le plus de pilules d'énergie possible. 
Mais attention, si elle se mord la queue, elle meurt! 

1
o REM*************** 
1 REM* CATERPILLAR * 
2 REM*************** 
3 REM R.JUHEL 
4 PAPER4: 1 Nt<7 
5 GOSUB5000 

6 '****************** 
7 '* INITIALISATION * 
8 '****************** 
10 POKE618.10: CLS:GOSUB6000:CLEAR 
20 TI=500:DIMXC30>:DIMY<30>:GOT01000 ,__ ____________________________________________________________________________ ___J. 
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29 '************ 
30 '* CONTOURS * 
31 '************ 
40 CLS:PRINT 
50 PRINT"ZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZ" 
60 FORI=1T021:PRINT"Z 
70 PRINT"ZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZ" 
80 RETURN 

89 '************** 
90 '* OBSTACLE 1 * 
91 '************** 
100 FORI=OT03:PLOTA.B+I."ZZZZ":NEXT:RETURN 

109 '************** 
110 '*OBSTACLE 2 * 
111 '************** 
120 FORI=OT03:PLOTA.B+I."Z":NEXT:PLOTA+1,B,"ZZZ":RETURN 

129 '************** 
130 '*OBSTACLE 3 * 
131 '************** 

Z":NEXT 

140 PLOT A+2.B,"ZZZZ":PLOTA+1,B+1,"ZZZZZZ":PLOTA,B+2,"ZZZZZZZZ" 
150 PLOT A+2,B+5,"ZZZZ":PLOTA+i,B+4,"ZZZZZZ":PLOTA,B+3,"ZZZZZZZZ" 
160 RETURN 
169 '************** 
170 '* OBSTACLE 4 * 
171 '************** 
180 FORI=OT03:PLOTA,B+I,"Z":NEXT:PLOTA+1,B+3,"ZZZ":RETURN 
190 RETURN 
199 '************** 
200 '* OBSTACLE 5 * 
201 '************** 
210 FORI=OT03:PLOTA+3,B+I,"Z":NEXT:PLOTA,B,"ZZZZ":RETURN 

219 '************** 
220 '* OBSTACLE 6 * 
221 '************** 
230 FORI==OT03:PLOTA+3,B+I,"Z 11 :NEXT:PLOTA,B+3 0 "ZZZZ":RETURN 
250 RETURN 
399 '************* 
400 '* TABLEAU 1 * 
401 '************* 
403 GOSUB30 
405 FORB=3T020STEP7 
410 FORA=4T035STEP7:GOSUB90:NEXTA 
420 NEXTB 
450 FORN=2T026STEP5:FORM=3T037STEP7:PLOTM,N,"[":NEXTM 1 N:RETURN 

454 "********* 
455 '* DECOR * 
456 '********* 
460 D=4:N=S:TE=TI 
470 FORI=1T05:X<l>=8-l:YCI>=2:NEXT:FORI=1T04:PLOTX(I),Y<I>,"\":NEXT 
490 PLOT3,25,"TEMPS: SCORE:" 
495 J=1 
497 '************** 
498 "*BOUCLE JEU * 
499 '************** 
500 REPEAT 
501 TE=TE-1:1FTE=OTHENGOT0700 
502 PLOT10,25,STR$CTE>+" ":PLOT28~25,STRS<SC) 

510 P=PEEl<C#20B> 
515 IFP=188THEND=4 
520 IFP=172THEND=2 
530 IFP=180THEND=3 
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535 IFP=156THEND=1 
536 XC=X<N>:YC=Y<N> 
537 II=O 
540 FORI=NT02STEP-1:X<I)=X<I-1l:Y<I>=YCI-1>:NEXT 
541 GOSUB600:W=SCRN<X<1>.Y<1>> 
542 IFW=91ANDJ=1THENN=N+1:XCN>=XC:Y<N>=YC:BO=BO-l:SC=SC+10:J=O:II=1 
543 IFW=91ANDII=OANDJ=OTHENSC=SC+10:J=1:BO=B0-1 
547 IFW<>91ANDW<>32THEN700 
550 PLOT X< 1) •Y< 1 > • "'-" 
555 PLOTX<N>.Y<N>," " 
599 UNTILBO=O:RETURN 
600 IFD=5THEND=1 
605 IFD=OTHEND=4 
610 IFD=1THENY<1>=Y<1>-l:RETURN 
620 IFD=2THENXC1>=X<1>-1:RETURN 
630 IFD=3THENY<1>=Y<1)+1=RETURN 
640 IFD=4THENX<l>=X<1>+1:RETURN 

644 '***************** 
645 '* FIN DE PARTIE * 
646 ·~**************** 
650 CLS:PRINT"BRAVO ...• ": 
660 PRINT"voLls voyez toLtt arrive." 
670 GOT0710 
700 CLS:PRINT" C'EST FINI .MAIS IL FAUT PERCEVERER." 
705 PRINT" VOTRE SCORE EST 11 ~SC 

710 INPUT" VOLIS recidivez (0/N) "=0$: IF0$="0"THENRUN ELSE CLS:END 

789 '************* 
790 '* TABLEAU 2 * 
791 '************* 
800 CLS: GOSUB30 
810 FORA=5T037STEP12:FORB=3T020STEP10:GOSUB110:NEXTB.A 
820 FORA=9T037STEP12:FORB=3T020STEP10:GOSU8200:NEXTB.A 
830 FORA=5T037STEP12:FORB=7T020STEP10:GOSUB170:NEXTB.A 
840 FORA=9T037STEP12:FORB=7T020STEP10:GOSUB220:NEXTB~A 
850 FORM=3T039STEP7:FORN=2T022STEP10:PLOTM~N~"C":NEXTN.M 
900 RETURN 

903 '************* 
904 '* TABLEAU 3 * 
905 '************* 
906 GOSUB30 
910 A=16:B=9:GOSUB130 
920 FORA=4T037STEP5:B=3:GOSUB90:NEXTA 
930 FORA=4T037STEP5:B=17:GOSUB90:NEXTA 
940 GOSUB10000 
950 RETURN 
958 '************* 
959 '*TABLEAU 4 * 
960 '************* 
961 CLS:PRINT :PRINT"ZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZ" 
962 PRINT"Z Z" 
963 FORI=1T010:PRINT"Z Z Z Z Z Z Z Z Z Z" 
964 PRINT" Z Z Z Z Z" 
965 NEXT:PRINT"ZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZ" 
969 GOSUBlOOOO 
970 RETURN 

999 '************************ 
1000 '* GESTION DES TABLEAUX * 
1001 '************************ 
1005 B0=25: GOSUB400:GOSUB460 
1010 80=18: GOSUB800:GOSUB460 
1020 B0=25: GOSUB905;GOSUB460 
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1030 80=25:GOSUB960:GOSUB460 
1040 TI=TI-50 
1100 GOTOlOOO 

4999 '******************************* 
5000 '*REDEFINITION DES CARACTERES* 

5001 '******************************* 
5010 FORI=OT023:READZZ:POKE46800+I,ZZ:NEXT:RETURN 
5020 DATA63,63,63,63,63,63,63,63,00,12.18,45,45,18.12,0 
5025 DATA12,30,63,63,63,63,30,12 
5400 '**************** 
5500 '* INSTRUCTIONS* 
5600 '**************** 
6000 DOKE18,48000:PRINT" CATERPILLAR" 
6010 CLS:PRINT:PRINT" vous devez absorber les c:apsules d ' ener-·qies [et"; 
6015 PRINT" eviter les parois." 
6020 PRINT"votre temps est limite." 
6030 PRINT"i l dec:roit au fur et a mesL1re." 
6100 GETAA$:GETAAS:RETURN 

6400 '*************************** 
6500 '*DISPERSION DES CAPSULES* 
6600 '*************************** 
10000 Z=O 
10005 M=INT<RND<1>*35>+3:N=INT<RND<1>*21)+3 
10010 IFSCRN<M,N><>32THEN10005 
10015 PLOTM,N,"t" 
10020 z~z+1:IFZ<25THEN10005 
10030 RETURN 
10039 '******* 
10040 '* FIN * 
10041 '******* 

1 

OR/C 

RESCUE 
Des parachutistes largués par leur avion en flamme 

espèrent votre aide. Ils ne doivent pas atteindre 
le sol inhospitalier et sont déviés par un vent d'enfer. 

Sous le feu de F 16 ennemis qui cherchent à 
détruire votre hélicoptère, allez-vous réussir à les sauver? 

0 REM****************** 
1 REM* RESCUE * 
2 REM* R.JUHEL 1986 * 
3 REM****************** 
4 REM 
5 PAPERO:INK5 :POKE618,10: 
6 F:EPEAT 
7 PLOT5,B," RESCUE 
8 B=B-1 
9 UNTIL B=l 
10 GOSUB2050 
11 REM 

B=25:CLS 

14 FOR A=OT087 
15 PING 
20 READ B 
::m POKE46856+A. B 
40 NEXT 
50 DATA2B.23,16.31,o.o.o.o 
60 DATA60,14,3,3,14 1 60,2,62 

":WAIT15:CU:i 70 DATA15,28,48,48.28,15,16,31 
80 DATA60,7,0,7,56,48,34,62 
90 DATA 14,ss.2,62.0.0.0.0 
95 DATA 63,63,63,63,63,63,63.63 
96 DATA15,56,0,56,14,3,1,31 

12 REM REDEFINITION DE CARACTERES 97 DATAO.o,o.o,o,0.63.0 
13 REM 98 DATA60,15,15,7,15.15,60,0 
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99 DATA0.0,56.62.56.o.o.0.30.63,63.22. 
42.28.B_,20 

104 REM 
105 REM INITIAL! s·AT ION 
106 REM 
110 PAPER6: I N•<O 
115 CLS 

202 VC1>=2:WC1>=7 
203 V<2>=12:W<2>=20 
250 PLOT3 1 2."RESCAPE&:" 
260 PLAY0,1.4.50 
269 REM 
270 REM BOUCLE JEU 
271 REM 
299 REPEAT 
300 R=R+1:IFR=4THEN R~1 

120 PLOT2,24.20 
130 PLOT2.25.20 
200 A=20:B=10 
201 K=1:R=O:X=5:Y=15 

310 P$=~~EY$: IFF'S< >"" THEN X$=P$ 
316 IF l<=l THEN PLOT A, B." h 

317 IF ~~=2 THEN PLOT A, B." h " 
318 IFX$<>'"'THEN PLOTA,B," ":PLOTA.B+l," 
320 IF X$"""A" AND B>5 THEN B=B-1 
330 IF X$="Z" AND B<23 THENB=B+1 
340 IF XS="."AND A>2 THENA=A-1:1<=1 
350 IF X$="/"ANDA<35 THEN "A=A+1:1<=2 
370 IF 1<=1 THEN.PLOT A,B+l,"cde":PLOTA,B."h " 
380 IF K=2 THEN PLOTA,8+1,"aqb":PLOTA,B." h " 
381 IFB+l""YANDCX=AORX=A+lORX=A+2STHENX=3B:RE~RE+1:GOT0510 
382 IFB+1=24THEN GOT02000 
385 FORI=1T02 
390 Il 

;( 
391 
392 
393 
400 
410 
411 
412 
413 
415 
421 
500 
505 
510 
520 
530 

VCI>=V<I>+l . '.~_:_~ 
IFR<>1AND WCl))B+1 THEN W<I>=W<I>-1 ' 
IF WCI><B+1ANDR<>1 THEN W<I>=WCI)+l · ~ · 

~~o~~:: I~~~n~:n;=;::;R::~1' *17) +6 .v, 1, ~2 . ~, ' 
IF W<I>=B+1 AND VCI>>=A AND VCI><=A+3THEN 2000 t / \1 

IF W<I>=B+l AND V<I)+2>:::A AND VCI)<=A+l THEN 2000 , ';'· r~· ., 
NE X T . \ " } 1 Ji . f . 
IF W ( 1) =W C 2) THEN S=S+ 1 ' ~-~~ r . 1 

~;~;~~~~~; N~: :~ ::~THENY= I NT ( RND < l l U7 l+6 : X=2 \ ·~ü;' • j f ' ,/ 1 ) ,) .. ,, .. 'I' 
PLOTX,Y."k" ~t~~:' , .. // 1: :;.-

ffüp~~~~~~~=::·~:::IE f \/~~-'S·•:· ) .· 
1510 REM ~ 
2000 PING:EXPLODE 
2005 WAIT200:CLS 
2010 PRINT"PERDU" 
2015 PRINT"VOUS AVEZ SAUVE ";RE;" PARACHUTISTES" 
2020 I NPUT"VOUS RECIDIVEZ <O/N) ";A$ 
2030 IFA$="0"THEN RUN ELSE CLS:END 
2040 REM 
2050 REM INSTRUCTIONS ~ 

2060 REM 
2070 CLS:PRINT:PRINT" RESCUE" 
2080 PRINT" ------" 
2090 PRINT:PRINT 
2100 PRINT"VOUS PILOTEZ UN HELICOPTERE • VOTRE 
2110 PRINT"SAUVER LES PARACHUTISTES EN LES 
2120 PRINT"HELICOPTERE." 

·~- .. 

BUT:" 
RECELJILLANT A BORD DE VOTRE '· 

2130 PRINT" IL. FAUDRA EVITER LES F-16 ENNEMIS QUI TENTERONT Df.: 1/LlLJ~~ UETF:UIR~::." 
2140 PRINT:PRINT 
2150 PR INT "---------------------------------------" 

2160 PRINT" 
2170 PRINT" 
2180 PRINT" 

LES TOUCHES" 
----------- ·· 

2200 PRINT:PRINT" .>GAUCHE !>DROITE" 
2210 PRINT:PRINT"<PRESSEZ UNE TOUCHE>" 
2220 GETZ$ 
2230 RETURN 

....... ~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~...J~ 
2190 PRINT" A>HAUT Z>BAS 
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ORIC 

QUAI DES ORFEVRES 
La police judiciaire vous confie la difficile 

mission de reconnaÎtre le truand à l'aide d'un portrait­
robot que vous n'avez eu sous les yeux que quelques 

instants. Arriverez-vous à vous souvenir de tous les détails ? 

1 
0 REM********************** 
1 REM* QUAI DES ORFEVRES * 
2 REM********************** 
3 REM R.JUHEL 1985 
4 REM INITIALISATION 
5 TEXT:POKE61B.tO:CLEAR:RESTORE:GOSUB2000 
6 CLEAR :CLS 
7 REM NIVEAU 
9 CLS: INPUT"NIVEAU DE DIFFICULTE Cl-DUR A 10-FACILE>"~AM:IFAM< 10RAM > lOTHEN6 
10 AM=AM*20:HIRES:PAPER7:INK7 
11 C<1>=110:C(2)=140:C(3)=160:D<1>=250:DC2)=270:EC1>=200:EC2l=220:EC3l=290 
12 E<4>=310 
13 C$(l)="MECHE":C$(2)="CHAUVE":CS<3>="CHAPEAU":0$(1)="NEZ FIN" 
14 OS<2>="NEZ BOXEUR":ES<1>="GRAIN":ES<2>="LUNETTES":ES<3>::"FOSSETTE" 
15 ESC4>="CICATRICE" 
16 DIMID < 100) 
20 GOT0400 
30 REM DESSINS 
5~) REM VISAGE 
60 A=X:B=Y:CURSETA.B,1:DRAW0,16,1:DRAW4,2,1:DRAW7,0.1 
70 DRAW2,-3,1:DRAW0,-15,1:CURSETA+4,B+l3,1:DRAW5.0,1 
80 CURSETA+7,B+4,l:DRAW0,6,1:CURSETA-1,B+4,1:DRAW0.4,1 
90 CURSETA+14,B+4,1:DRAW0,4,l 
100 CURSETA+4,B+4,1:CURSETA+10,B+4,l:RETURN 
110 REM MECHE 
120 CURSETA,B+3,1:DRAW0,-7,1:DRAW12,-3,l:DRAW1,9,l:DRAW-10.-4,1)DRAW-3,5,1 
130 RETURN 
140 REM CHAUVE 
150 CURSETA.B+1,1:DRAW3,-6,1:DRAW7,0,1:DRAW3,6,1:RETURN 
160 REM CHAPEAU 
170 CURSETA+1~B-10,1:DRAW11,0,l:DRAW1,7,1:DRAW5,3.1:DRAW-24.0.1:DRAW6,-3,1 
180 DRAWl.-7.1 
190 RETURN 
200 REM GRAIN 
210 CURSETA+11,B+8,1:RETURN 
220 REM LUNETTES 
230 CURSETA+2,B+3,1:DRAW9,0,l:DRAW0,3,1:0RAW-4,-1,1:DRAW-5,1,1:DRAW0,-3.1 
240 RETURN 
250 REM NEZ FIN 
260 CURSETA+6,B+9.1:DRAW2,0,1:RETURN 
270 REM NEZ BOXEUR 
280 CURSETA+5,B+10,1:DRAW3,0,l:RETURN 
29~) REM FOSSETTE 
300 CURSETA+7,B+16,l:DRAW0,1,l:RETURN 
310 REM CICATRICE 
320 CURSETA+l,B+7,1:DRAW2,2,1:RETURN 
400 REM AFFICHAGE DES TETES ET DESCRIPTION 
410 AZ=INT<RND<1>*9>+1 :Z=O 
500 FORX=20T0200STEP90:FORV=20T0150STEP60:GOSUB50: 
505 Z=Z+1 
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510 IA<Z>=INTCRNDC1>*3>+1:GOSUBCCIA<Z>> 
520 IB<Z>=INT<RND<1>*2>+1:GOSUBDCIBCZ)·) 
530 FORIC=fT04 
540 ID<<Z-1>*4+IC>=INT<RNDC1>*2>+1 
550 IFID<<Z-1>*4+IC>=1THENGOSUBE<IC> 
560 NEXT 
600 NEXTY,X 
620 PRINTCS<IA<AZ> >: "-";D$CIB<AZ> >; "-": 
630 FORI=1T04 
640 IF ID< CAZ-1) *4+ I) =1 THENPR INTES CI) ; ''-"; 
650 NEXTI 
660 GETZS:CLS:O=O:INKO:SS=SC 
665 REM TEST DE LA REPONSE 
670 FORI=AMT01STEP-l:PRINT"TEMPS: ";I 
675 WAITB :SC=SC+l 
680 K$=KEYS:IFKS<>""THENI=1:0=1 
690 NEXT 
700 IFO=OTHENSOO 
710 K=ASCCK$>-4è:IFK<10RK>9THEN800 
720 IFIB<K><>IB<AZ>ORIA<K><>IACA~>THENSOO 
730 FORI=1T04 
740 IFID < 0<-1) *4+I) <>ID C CAZ-1) *4+I >°THENSOO 
750 NEXT 
760 CLS:PRINT"BRAVO ••• ";:GETZ$ 
770 PRINT"VOTRE SCORE:";SC:GETZ$ 
780 HIRES:PAPER7:INK7:GOT0400 
790 REM PERDU 
800 SC=SS 
810· TEXT: PRINT"VOTRE SCORE:"; SC 
820 INPUT "VOUS RECIDIVEZ CO/N)";ZS:IFZS="O"THEN RUN 
830 END 
2000 REM PRESENTATION 
2005 CLS 
2010 DIMXC1B>:DIMYC18l:DIMCH<18>:DIMAC1B>:DIMBC18> 
2020 FORI=1T017:READA:CHCI>=A:NEXT 
2030 FORI=6T023:XCI-5>=I:YCI-~>=10:NEXT 
2040 DATA81,85,65,73,32,ôB,o9,B3,32,79,B2,70,69,86,82,69,83 
2050 FORI=1T017:A<I>=INT<RND<1>*34)+2:B<I>=INTCRND<1>*24)+1 
2060 PLOTA<I>,B<I>,CHRS<CH<I>> 
2070 NEXT 
2075 FORJ=1T030 
2080 FORI=1T017:IFA<I>>X<I>THENGOSUB3000:A<I>=A<I>-1 
2090 IFA<I><X<I>THENGOSUB3000:A<I>=A<I>+1 
2100 IFB<I>>Y<I>THENGOSUB3000:B<I>=B<I>-1 
2110 IFB<I><Y<I>THENGOSUB3000:BCI>=B<I>+l 
2115 PLOTA<I>.B<I>,CHRS<CHCI>> 
2116 IFKEYS<>""THENI=17:J=30 
2120 NEXTI,J 
2125 REM INSTRUCTIONS 
2130 FORl=1T050:PRINT:NEXT 
2140 PRINT" INSTRUCTIONS" 

/ 

2150 PRINT"VOUS VOICI PROMUS AU RANG DETECTIVE .VOTRE BUT DECOUVRIR LES"• 
2160 PRINT" VISAGES DES CRIMINELS D'APRES UNE BREVE DESCRIPTION .... "; 
2170 PRINT"VOTRE .TEMPS EST LIMITE." 
2180 PRINT:PRINT"LE NUMERO DES PORTRAITS SONT PLACES COMME SUIT." 
2185 PRINT" 1 4 7":PRINT" 2 ~ 8":PRINT" 3 6 9" 
2190 FORI=1T010:PRINT:NEXT:GETZS:FORI=1T050:PRINT:NEXT:RETURN 
2990 REM SOUS-PROGRAMME 
3000 PLOTA < I > , B <I > ~ " " : RETURN 
30010 REM*****f FIN ************* 

--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~ 
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ORIC 

CAMEL 'S BA TTLE 
Aux commandes de votre vaisseau, le tableau de bord 

affiche les messages de la base qui communique avec vous. 
Des Xzorks déguisés en chameaux vous menacent et, 

pour les anéantir, il vous faut les toucher à dix reprises ... 

1o REM****************** 
1 REM* CAMEL'S BATTLE * 
3 REM****************** 
4 REM 
5 REM************ 
b REM* R.JUHEL * 
7 REM* 1986 * 
8 REM************ 
9 REM 
10 POKE618.10:CLS:CLEAR 
11 AS="cd ced ceed cdcdcd c:eed 

cd c:ed" 
12 PAPERO:INl<7 
29 REM****************** 
30 REM* REDEFINIT\ION * 
31 REM* DES CARACTERES * 
32 REM****************** 
50 FOR I=OT079 
60 READ A:GG=GG+A 
70 POKE46856+I,A 
80 NEXT I 
90 DATA0.0,14,62,62,7,0,0 
100 DATA0,0,28,31.31,56,0.0 
110 DATAl,3,7,7,15,15,~1,63 
120 DATA32,48,56,56,60,60,62,63 
130 DATA63,63,63,63,63,63,63,63 
140 DATA12,12,12,12,12,12,12,12 
150 DATA12,12,12,12,12,12,18,30 
160 DATA 12,12,12,24,24,24,36.30 
170 DATA 0,28,62,63,31,12,0,0 
100 DATAo,o,o,o,o,o.o,o 

185 IFGG<>1960THENPRINT"ERREUR 
DE DATA ":END 

190 CLS:INPUT"INSTRUCTIONS <OIN>";ZS 
191 IFZ$="0"0RZ$="0UI"THENGOSUB9000 
192 REM****************** 
193 REM* INITIALISATION * 
194 REM****************** 
195 REM 
196 CLS:GOSUBBOOO 
200 FOR 1=21T025 
210 PLOT2,I,"eeeeeeeeeeeeeeeeeeeeeeeeee 

eeeeeeeeeee" 
220 NEXT 
300 NI•NI+10:PLOT28,2,STRS<NI/10) 
399 REM 
400 FORI=1T07:X<I>= 1BO+<I-1>*45:NEXTI 
405 FORI=1T07:GH<I>=O:NEXTI 
410 FORI=1T07:DE<I>=O:NEXTI 
420 DF=INT<RND<1>*7+1):PRINTà3.7;" 

DETRUIRE LE XZORK ";DF;"AVANT" 
421 PRINTà3, 8;" QUE LE TEMPS SOIT NUL." 
490 A=2:1=1:S=15:R=32 :W=l1Q•O:TE=SOO 
491 X=92:Y=15:JB=O 
492 Z=l:K=1:L=1:0=1:ZB=-1 
493 REM 
494 REM***************** 
495 REM* IOUCLE DU JEU i 
496 REM***************** 
497 REM 
500 REPEAT 
501 IFTE>OTHENTE=TE-l:PRINTè10,10;TE 
502 IFTE=OANDGH<DF>=OTHEN7000 

505 Ls-L:IFL=1THENFORI=1T07:X<I>~X<I>-1:NEXTI 
506 IFX<O>=OTHEN7000 
508 PRINTè10,11;X<O>;" ";0;" X:";X 
510 IF PEEKC#208)=188 THEN A=l:ZB=+l 
515 IF PEEK<#208>=172 THEN A=2:ZB=-1 
520 SN~SCRN<20+ZB.Y>:IFSN<>32ANDSN<>45THENEXPLODE:GOT07000 
521 IFX< 19THENX=19:A=2:ZB=-1 
522 IFPEEK<#208)=132ANDV=OTHENN=20:M=Y:AC=1:PLOTN,M,"-":PB;P:ZAP 
523 IFAC=OTHEN530 
524 IFAC=1ANDSCRN<N,M><>45THENGOSUB5000 
525 IFAC=lTHENPLOTN,M," ":V=V+l:IFV=5THENAC=O:V=O 
526 IFAC=1THENN=N+PB:IFSCRN<N,M> <>32THEN GOSUB5000 
527 IFAC=lTHENPLOTN,M,"-" 
'530 IFPEEK<#20B>=180ANDY<20THENPLOT20,Y," " :Y=Y+1 
540 IF PEEK<#208)=156ANDY >13THENPLOT20,Y," ":Y=Y-1 
545 SN=SCRNC20,Y>:IFSN<>97ANDSN<>98ANDSN<>32 THENEXPLODE :GOT07000 
550 IFAslTHENPLOT20,Y,"b":A$=MID$CA$,2>+LEFT$CA$,l):PLOT2.20.AS:X=X-l:P~+1 
560 IFA=2THENPLOT20, Y, "a" :ÇtS=RIGHTt <AS, 1 > +LEFT$ <AS, 36>: PLOT2. 20, AS: X=X+l: P=-1 
565 IFJB=OAND X+1B>INT<X<K>>ANDA<>1THENR=2:W=O:GOSUB3190:JB=1 
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575 IFW=OTHENFORI=OT03:PLOTR.S+I," ":NEXT 
587 IFJB=lTHENIFA=1THENR=R-.5ELSER=R+1.5 
595 IFW=OTHENPLOTR,S,"ceed":PLOTR,5+1,"eeeei":PLOTR,8+2."ffff" 
596 IFW=OTHENZ=-Z:IFZ=1THENPLOTR,S+3,"ghgh"ELSEPLOTR~S+3,"hghq" 
700 SN=SCRN<20,Y>:IFSN<>97ANDSN<>9BANDSN<>32 THENEXPLODE 
BOO IFINT<R>>32THENGOSUB3009:K=K+l:JB=O 
810 IFINT<R>=3ANDA=1THENGOSUB3099:JB=O ô 
820 IFA=1ANDX<K-1>>X-17.5TKENGOSUB32BO:K=K-1:JB=1 O 
2000 UNTIL KEY$="S":GETZS:GOT0500 
2001 REM****************** 
2002 REM* FIN BOUCLE JEU * 
2003 REM****************** 
2990 END 
2997 REM*********************** 
2998 REM* VARIABLES CHAMEAUX t 
2999 REM*********************** 
3000 
3006 
3007 
3008 
3009 
3010 
3020 
3030 
3040 
3050 
3060 
3070 
3080 
3094 
3095 
3096 
3099 
3100 
3110 
3120 
3.130 
3140 
3150 
3160 
3161 
3170 
3174 
3175 
3176 
3190 
3200 
3210 
3220 
3230 
3240 
3250 
3255 
3260 
3261 
3270 
3274 
3275 
3276 
3280 
32t;l0 

A$< 1 > ="ceed ":A$ <2> =''eeeei ":A$ <3> ="ffff 
REM********************* 
REMt SCROLLING DROIT 1 * 
REM********************* o... • 

GOSUB3000:IFW=1THENR=19:RETURN 
FORJ=5TOOSTEP-l 
FORI=1T04 
A$<I>=LEFT$<AS(l).J) 
PLOT33.14+I," " 
PLOT39-J,14+I.AS<I> 
NE X TI 
NEXTJ:IFGJ<>5THENPLOT31,4," ":W=1:R=19 
RETURN 
REM********************** 
REM* SCROLLING GAU&HE 1 t 
REM********************** 
GOSUB3000:IFW=1THENRETURN 
FOR J=STOOSTEP-1 
FORI:::.:1 T04 
A$Cl)=RIGHTSCA$(l),J) 
PLDT2,14+I." 
PLOT2, 14+1, AS< I) 
NE X TI 
NEXTJ:W=1 
PLOT31, 4,." 11 

RETURN 

Il 

REM******** t * * t * * * * * * * * * * , . . 1· 
REM* SCROLLING GAUCHE 2 * 
REM********************** 
GOSUB3000:IFGH<K>=1THENW=l:RETURN 
FOR J=1T05 
FOR I=l T04 
AS<I>=RIGHTS<AS<I>.J> 
PLOT2,14+I," 
PLOT2,14+I,AS<I> 

Il 

NEXT I:IFGJ<>5THENPLOT12,4,STRS<K> :PLOT31.4.STRS<DE<K>> 
GOSUB3000 
NEXTJ 
IFGH<K>=OTHENPLOT31.4,STRS<DE<K>> 
RETURN 
REM********************* 
REM* SCROLLING DROIT 2 * 
REM********************* 
GOSUB3000:IFBH<K-1)=1THENR=33:RETURN 
FORJ=1T05 

3300 FORI=1T04 
3310 AS<I>=LEFTS<AS<I>.J> 
3320 PLOT33,14+I." Il 

''\ 

•>I .. " 

.~;~,' 
, :: 

3330 PLOT38-J.14+I,AS<I> 
........ ~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~ 
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3340 NEXTI 
3345 GOSUB3000 
3350 NEXTJ:W=O:R=33:IFGHCK-1>=0THENPLOT31.4,STRSCOECK-1>>:PLOT12.4,STR$CK-1> 
3360 RETURN 
3999 REM******************** 
4000 REM* ROUTINE DES TIRS * 
4001 REM******************** 
5000 DE<K>=DE<K>+1: 
5001 SHOOT 
5010 V=O:AC=O 
5015 PRINTà31.4;DE<K> 
5020 IFDE<K>=NITHEN TU=TU+l:GHCK>=l:EXPLODE:GOSUB5200:W~1:JB=O 
5030 IFTU=7THEN6000 
~040 FORI=7T01STEP-1 
5050 IFGHCI>=OTHENO=I 
5055 NEXTI 
5100 RETURN 
5200 FORJ=1T010 
5210 FORI=OT03 
5220 PLOTR.S+I,ASCI> 
5230 NEXTI 
5240 FORI=OT03 
5250 PLOTR,S+I," 
5260 NEXTI 

Il 

5270 NEXTJ:PLOT31,4," " 
5280 RETURN 
5299 REM********* 
~300 REM* GAGNE * 
5301 REM********* 
6000 CLS 
6010 PRINT"FELICITATIONS UNITE ZX-67." 
6020 PRINT"VOUS AVEZ REUSSI VOTRE MISSION AVEC BRIO." 
6030 INPUT"VOULEZ VOUS ENCORE VOUS RENDRE UTILE ?";ZS 
6040 IFZS<>"O"ANDZS<>"OUI"THENCLS:END 
6050 PRINT"VOTRE ADRESSE N'A D'EGALE QUE VOTRE COURAGE." 
6060 PRINT"MAIS ATTENTION L'ESCOUADRE DE XZORl<S QUE VOUS AL.LEZ AFFRONTER SERA" 

6070 PRINT" PLUS .DIFFICILE A ABATTRE QUE LES 
6080 TU=O:GETZS:BETZ$ 
6500 GOT019S 
6899 REM********* 
0900 REM* PERDU * 
0901 REM********* 
7000 WAIT50:CLS:PRINT:PRINT" UNE AUTRE PARTIE?" 
7010 INPUTZS:IFZ••"O"ORZS="OUI"THENRUN 
7020 CLS:END 
7200 STOP 
7899 REM************************ 
7900 REM* TABLEAU D'AFFICHA6E * 
7901 REM************************ 
8000 PRINT"eeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeee" 
8010 PRINT"eeeeeee&&eeeee&eeeeee&eeeeeeeeeeeeeeee" 
8020 PRINT"e UNITE:ZX-67e MISSION no e e" 
8030 PRINT"eeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeee ee e" 
8040 PRINT"e XZORK no 1 e NOMBRE DE TIRS:O e e e" 
8050 PRINT"eeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeee ee e" 
8060 PRINT"e MESSAGE: e e" 
8070 f'RINT"e e ee e" 
8080 PRINT"e e e e" 
8090 PRINT"e e ee e" 
8100 PRINT"e TEMPS: e e" 
Bl 10 PRINT"e DANGER: e e" 
8120 PRINT"eeeeaeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeee" 
8130 RETURN 
0899 REM **************** 
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REM * INSTRUCTIONS * 
REM **************** 
CL.S 
PRINT"OOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOO" 
PRINT"O O" 
PRINT"O TILT PRESENTE CAMEL'S BATTLE O" 
PRINT"O O" 
PRINT"OOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOO" 
GJ=S:PRINT 

8900 
8901 
9000 
9010 
9015 
9020 
9030 
9040 
9045 
9050 PRINT"A L'AIDE DE VOTRE VAISSEAU VOUS DEVREZDETRUIRE LES HORDES SUCCESSI VE 

S"; 
9051 PRINT" DE XZORKS." 
9060 FORI=1T013:PRINT:NEXT 
9070 PRINT"VOUS VOUS DEPLACEZ AVEC LES FLECHES." 
9080 PRINT"<SPACE > TIR." 
9100 Z=1:R=2:S=1S:GOSUB3190 
9110 FORI=OT03:PLOTR,S+I," ":NEXT 
9115 RzR+ 1 • 5 
9116 W=O . 
9120 PLOTR.S,"ceed":PLOTR,S+1,"eeeei":PLOTR.S+2."ffff" 
9130 Z=-Z: IFZ=1THENPLOTR,S+3, "ghgh_"ELSEPLOTR,S+3. "h~hg " 
9140 IFINT<R> >32THENGOSUB3009:GOT09100 
9150 IFl<EYS<>""THEN9210 
9200 GOT09110 
9210 GJ=6 
9230 RETURN 
10000 REM ******* 
10010 REM * FIN * 
10020 REM ******* 

ORIC 

METEOR 
Votre vaisseau spatial réclame du combustible. 

Les cartouches de fuel nécessaires à sa bonne marche sont 
détruites au fur et à mesure de leur apparition 

par des météorites que vous devez anéantir sans pitié. 

0 '*********************** 
1 '***METEOR R.JUHEL *** 
2 '*********************** ..,. . _, 
4 , 
7 'EFFACE LE CURSEUR.SUPPRIME LE SON .EFFACE L'ECRAN 
8 CLS:POKE61B.10:PAPERO:INK7 
9 ' REDEFINITION DES CARACTERES 
10 FORI~OT055:READA1POKE46856+1.A:NEXT 
11 ' 
20 DATA42.21,42,21.42.21,42,21.B,12.18,18.33.63.0.o.o,48,44,35,34.44.4B,O,O 
30 DATA63,33,18,18,12,4,0~0,3,13,17,49,13,3,0,0,12,30,63,63, 30,12,0 

31 DATA0,30,18,30,30,18,30,0 
32 GOSUB700 
33 ' 
34 ' NIVEAU DE DIFFICULTE 
35 CLS:INPUT" NIVEAU DE DIFFICULTE C1/5)";A:IFA< 10RA >STHEN35 
38 V=7 
39 ' DECOR 
40 ' 
'--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~ 
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41 PR I NT" SCORE: FUEL: b b b " 
42 PLOT30+V.O." 11 

45 PRINT"aaaaaaaaaaaaaaaaaaaaaaai!la.aaaaaaaaaaaa" 
50 FORI=1T023:PRINT"a 
60 PRINT"aaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaa" 
64 , 
65 ' VARIABLES 
66 , 
70 M=l:X=20:Y=13:PX=O:PY=-1:F=5001B•O 

a":NEXT 

75 FORI=1TOA:X<I>=INT<RND<1>*35)+3:Y<I>=2:1FSCRN<X<I>.Y<I>> < >32THEN75 
76 NEXT 
77 , 
78 'BOUCLE JEU 
79 , 
80 REPEAT 
81 PLOT1040.STR$CS>:PLOT24.0,STR$<F> 
82 F=F-1:IFF=OTHEN500 ~I 
85 U=U+lsIFU=lOTHENU=O:GOSUBbOO 
90 P=PEEK<#208) 
91 IFB=lTHENPLOTBX.BY," " 
92 IFPz132THENZAP:B=l:GOSUB400:BX•X:BY=Y 
93 IFB=1THENBX=BX+XB:BY=BY+YB 
94 IF8=1ANDSCRN<BX.BY><>32THENGOSUB310 
95 IFB=l THENPLOTBX • BY, "+" ! 
100 IFP=172THENM=~+l:J=1:IFM=5THENM=1 
101 IFM=1ANDJ=1THENPX=O:PY=-1 
102 IFM=2ANDJ=1THENPX=1:PY=O 
103 IFM=3ANDJ=1THENPX=O:PY~1 
104 IFM=4ANDJ=1THENPX=-1:PY=O 
110 IFP=180THENPLOTX,Y," '':IFSCRN<X+PX,Y+PY><>97THENX=X+PX:Y=Y+PY 
115 IFSCRN ()(.Y> =103THENF=F+10 ~,_:_>-· 
120 PLOT X• Y. CHRS (97+M) · .. 
129 IJ=IJ+l:IFIJ<4THEN80 ·, 
130 FORI=1TOA 
131 IFB=1ANDX<I>=BXANDYCI>=BYTHEN60SUB310 
132 IFX<I>=XANDY<I>=YTHEN500 
135 PLOTX<I>.Y<I>." 11 

140 IFy<I>>YTHENY<I>=YCI>-1:GOT0180 
150 IFY<I> <YTHENYCI>=V<~>+l :GOT0180 
160 IFX<I><XTHENX<I>=X<I>+l 
170 IFX<I>>XTHENX<I>=XCI>-1 
171 IFB=1ANDX<I>=BXANDY<I>=BYTHENGOSUB310 
180 PLOTXCI>.Y<I>,"f" 
181 IFX<I>=XANDV<I>=YTHENSOO 
290 J=O 
299 NEXT 
300 UNTILP•169 
301 • 
302 ' FIN BOUCLE JEU 
303 • 
304 , 
305 ' ROUTINE DE TEST DE LA BALLE 
309 • 
310 W•SCRN<BX,BY> 
320 IFW=97THENB=O:RETURN 
325 SHOOT --- ---·----· '· - . 
330 FORI=1T06 

0 0 

• 
,, 

"' . ,, .... 

/ 

I 
/ 

340 IFX CI> 2 BXANDY < I > -=BYTHENPLOTX CI> , Y< I) , " ":XCI>=3:Y<I>=2:S=S+10:B=O:RETURN 

350 NEXT 
397 , 
398 'CALCUL DE LA TRAJECTOIRE DE LA BALLE 
399 , 
400 IFM=1THENXB=O:YB=-1:RETURN 
410 IFM=2THENXB=1:YB=O:RETURN 
420 IFM=3THENXB=O:YB~t:RETURN 
430 IFM=4THENXB•-1:YB•O:RETURN 
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499 ' GESTION DES VIES PERDUS 
500 V=V-2:PLOT30+V,O," ":WAIT300:CLS 
505 EXPLDDE 
510 IFV>1THEN39 
520 CLS:INPUT"VOUS RECIDIVEZ (Q/N)";ZS:IFZS="O"THENRUNELSECLS:END 
599 'AFFICHAGE DU FUEL 
600 J=INT<RNDC1>*35>+3:1<=I'NTCRNDC1>*19)+2:IFSCRN<J,K>=32THENPLOTJ.t<,"q" 
610 RETURN 
699 
700 ' INSTRUCTIONS 
701 • 
710 CLS:PRINT" METEOR " 
720 PRINT:PRINT"VOTRE MISSION:SURVIVRE":PRINT:PRINT"VOUS RECUPEREZ LE FUEL<q > " 

730 PRINT"VOUS DETRUISEZ LES METEORITES <f>":PRINT:PRINT" TOUCHES:" 
740 PRINT"<-:CHANGEMENT DE DIRECTION":PRINT" <SPACE>:FEU" 
750 PRINT"FLECHE E\AS:AVANCER":GETZS:RETURN 
760 • 
770 ' METEOR FIN 
780 , 

ORIC 

FREEZE BERT 
Un jeu rafraîchissant qui se déroule sur quinze niveaux. 
Zozo, charmant glaçon, cherche d'une part à glacifier 

tout ce qui tombe entre ses petits doigts gelés et d'autre 
part à manger le maximum de boules de feu. Il doit 

aussi échapper au très méchant Creasy qui veut le dévorer ... 

0 REM******************************** 
l REM** FREEZE*BERT ** 
2 REM** 1986 R.JUHEL ** 
3 REM** ORICl/ATMOS ** 
4 REM******************************** 
5 REM******************************** 
6 REM** VARIABLES DU DEBUT * 
7 REM******************************** 
8 CLS:POKE618,10:VJ.:3:PAPERO:INK6: 

TI=lOOO:GOSUB 5000 

9 REM**REDEFINITION DES CARACTERES*** 
10 FOR I=OT0175 
20 READ A 
30 POKE468S6+I,A 
40 NE>CT 
50 DATAO,O,O,l,2,4,15,B 
60 DATA0,0,0,63,3,5,57,9 
70 DATA8.10,8,8,15,4,4,29 
80 DATA9,41,10,12.56,16,16,~8 
90 DATA63,63,63,o.o,o,o,o 
91 DATA0,0,0,63,48,40,39,36 
92 DATA0,0,0,48,8,4,60,4 
93 DATA36,37,20,12,7,2,2,3 
94 DATA4,20,4,4,60,8,8,46 

99 DATA14,10,10,15,0,0,0,15 
100 DATA28,20,20,60,0,0,0,60 
101 DATA0,0,15,0,0,15,0,15 
102 DATA0,0,60,0,0,60,0,60 
103 DATA14,10,10,15,0,15,0,0 
104 DATA28,20,20,60 , 0,60,0,0 
105 DATAlS,0,0,15,0,0,0,1~ 
106 DATA60,0,0,60,0,0,0,60 
107 DATA63,63,63,30,12,4,0,0 
108 DOIŒ 18, 48000: PRINT" MICROJEUX -

FREEZE*BERT - F~. JUHEL ": CLS 

109 REM ENVOIE AU INSTRUCTIONS 
110 GOTO 3000 

120 REM****************************** 
130 REM**** DECOR ,TABLEAU * 
140 REM**** VARIABLES DU JEU * 
150 REM****************************** 
190 IFTI >lOO THEN TI:TJ-100 
191 DOKE 1B.48000:PRINT" MICROJEUX -

FREEZE*BERT - R.JUHEL ": CLS 
195 P=O 
200 BO=TI 
205 FOR 1:3 T033STEP 6 
210 PLOTI,24,"eeee" 
220 NE X TI 
230 FOR I=6T030STEP6 
2 40 PLOTI,22 ."eeee" 

95 DATA2,20,36,18,10,10,9,39 
96 DATA20 ,34,36,21,37,42,52,49 
97 DATA48,10,18,40,36,19,8,7 
98 DATA4,20,1B,5,9,50,4,56 
~~~~~~~~~~~~~~~~~~~~~-'-~~~~~~~~~~~~~~~~~~~~--'~ 

250 NEXT I 
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260 FOR I=9T028STEP6 
270 PLOTI.20."eeee" 
280 NEXT I 
290 FOR I=12 T024 STEP 6 
300 PLOTI,18."eeee" 
310 NEXT I 
320 FOR I=15 T021STEP6 
330 PLOTI,16,"eeee" 
331 PLOT2,13,"BONUS:":PLOT2,14,"vvvvvvvvv" 
332 PLOT28,13,"SCORE:":PLOT28,14,"vvvvvvvvvvv" 
333 PLOT2,2,"VIE:":PLOT2,3,"vvvvv" 
340 NEXT I 
341 FOR I=1~T021STEP6:PLOTI,12,"eeee 11 1NEXTI 

342 FORI=l2T024STEP6:PLOTI,10,"eliee 11 1NEXTI 
343 FORI=9T028STEP6:PLOTI,8,"eeee":NEXT I 
344 FORI=12T024STEP6:PLOTI,6,"eeee"1NEXT I 
345 FOR I=15T021STEP6:PLOTI,4,"eeee":NEXT I 
346 PLOT18,2,"eeee" 
350 PLOT18,14,"eeee" 
390 REM****************************** 
391 REM** VARIABLES REPRESENTANT ** 
392 REM** DES COORDONNEES SUR LA ** 
393 REM** PYRAMIDE. ** 
394 REM****************************** 400 PO=l1X•4:Y=22:PE=1:V=19:W•12:CV~1:R=22:S=2 
40~ REM IL EST NECESSAIRE D'AFFICHER ZOE ET CREAZY DES LE DEBUT DU JEU • 
406 REM SINON IL N'APPARAISSENT PAS TOUT DE ·SUITE 
410 PLOTV,W, "rso":PLOTV,W+1, "tl..1 11 

420 PLOTR,S,"jk":PLOTR,S+1,"lm" 

450 REM****************************** 
460 REM** BOUCLE PRINCIPALE ** 
470 REM** DU JEU. ** 
480 REM****************************** 
500 REPEAT 
501 BO=B0-1 
502 IF BO=O THEN GOSUB 2000 
504 TI•TI-1 
505 PLOT7,13,STR$(Tl):PLOT33,13,STRSCSC) 
506 PLOT 5,2.STR$CVl1 
510 XSs:KEY$ 
600 IF' PEEKC#208>=187THEN GOSUB900:X~X+3:Y•Y-2:P0=2 
610 IFPEEK<#208>=159THENGOSUB900sX•X+3sY=Y+2:P0=2 
620 IFPEEKC#208>=174THEN GOSUB 9001X•X-3:Y•Y-2:P0=1 
630 IFPEEKC#208)•170THEN GOSUB900cX•X-3:Y=Y+2 :PO=l 

640 IF X=R AND Y=S THEN SC•SC+15 
650 IF SCRNCX,Y+2>=32 THEN GOSUB 2000 
651 IFX=1 THEN GOSUB 2000 
660 IF SCRN<X.Y+3)=32 THEN PLOTX-1,Y+3. " vvvv":PING:P=P+l:SC=SC+10 
661 IF P=36 THEN ZAP:CLS:SC=SC+BO:GOTO 190 
670 IF PO=lTHEN PLOTX.Y,"ab":PLOTX,Y+l,"cd" 
680 IF P0=2 THEN PLOTX,Y,"fg":PLOTX,Y+l,"hi" 
689 IF CVzNDTHEN 690 ELSE 7~0 
690 IFX<V AND W>YANDSCRN<V-3,W><>32THEN GOSUB 910:V=V-3:W=W-2 
700 IF X>V AND W>YANDSCRN<V+3,W><>32 THEN GOSUB 910:V=V+3:W=W-2 
705 IF W=21 THEN 730 
710 IF X>V AND Y>WANDSCRNCV+3.W+4><>32 THEN GOSUB 910:V=V+3:W=W+2 
720 IF X<V ANDY>WANDSCRN<V-3,W+4><>32 THEN GOSUB 910:V=V-3:W=W+2 
730 IF PE-=1 THEN PLOTV,W,"no":PLOTV,W+1,"pq"ELSEPLOTV,W."rs":PLOTV,W+1."tu" 
732 CVz:O 
740 PE=-PE 
750 CV=CV+l 
751 IF X=V AND W=Y THEN BOSUB 2000 
759 IF 9=2 AND Y=O THEN 780 
760 IF CH=7 THENPLOTR,S," ":PLOTR,5+1," ":GOT0761ELSE 790 
761 IF X>RANDY >S ANDSCRN<R+34S+4>< >32 THENR=R+3:6=S+2 
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762 IF X<R AND Y<S AND SCRN<R-3.S><>32THENR=R-3:5=5~2 
763 IF X(RANDY>SAND SCRN<R-3.S+4><>32THENR=R-3:S=5+2 
764 IF X>R ANDY<SANDSCRN<R+3,S><>32THEN R=R+3:S=S-2 
765 IF SCRN<R,S+3>=86THEN PzP-1:PLOTR-l,S+3," " 
766 PLOT R,S,"jk":PLOTR,S+1."lm" 
767 IF SCRN<R,5+3><>32 THEN P=P-l:PLOTR-1.5+3." 
770 CH=O 
780 CH=CH+l 
800 UNTILXS="S" 
900 PLOTX,Y," ":PLOTX,Y+l," ":RETURN 
910 PLOTV,W," ":PLOTV,W+l," ":RETURN 
999 END 

" 

1000 CALLDEEK<#FFFA> :REM POUR REDEFINIR VOS CARACTERES 
1995 REM********'******************** 
1996 REM** GESTION DES VIES *** 
1997 REM** PERDUES. *** 
1998 REM***************************** 
.2000 X=4:Y=22:VI=VI-1:FOR ' I=-0 TO 7:WAIT1: .MUSIC1, J,,4, 15:NEXT:PING 
2010 POKE<#208>,ô 
2015 WAIT100 
2020 IFVI=O THENGOSUB6000:GOTO 3921 
2023 PLOTV,W," ":PLOTV,W+l," " 
2024 PLOTR.S," ":PLOTR,S+l," " 
2025 PLOT X,Y," ":PLOT X,Y+l," " 
2026 V=19:W=12:R=22:S=2 
2027 PLOTV,W,"rs":PLOTV,W+l,"tu" 
2028 PLOTR,S,"jk":PLOTR,S+l,"lm" 
2030 RETURN 
2100 REM**************************** 
2200 REM** INSTRUCTIONS * 
2300 REM**************************** 
3000 CLS 
3001 REM**************************** 
3002 REM***** TITRE ****** 
3003 REM**************************** 
3010 PRINT:PRINTCHRS<27);"N";" FREEZE*BERT" 
3020 PRINTCHR$(27>;"N";" FREEZE*BERT" 
3030 PRINT:PRINT" OU LES TRIBULATIONS D'UN GLACON" 
3035 PRINT:PRINT:PRlNT 
3036 REM*************************** 
3037 REM** SITUATION DU CONTEXTE * 
3038 REM*************************** 
3040 PRINT:PRINT"ab VOICI ZOZO QUI DOIT GLACIFIE TOUTE c:d LA P'fRAMIDE." 
3045 PRINT 
3050 PRINT"jk ZOE-FAIT FONDRE LA PYRAMIDE A lm MESURE QUE ZOZO AVANCE."; 
3055 PRINT"<15PTS>." 
3060 PRINT 
3070 PRINT"r-sCREAZY-IL VEUT REDUIRE ZOZO A L'ETATtuLIQUIDE." 
3075 GET AS 
3080 PRINT:PRINT:PRINT 
3081 REM***************************** 
3082 REMtPRESENTATION DU CLAVIER*** 
3083 REM***************************** 
3090 PRINT"-------------------------------------- 11 

3100 PRINT" DEPLACEMENTS" 
3110 PRINT:PRINT 
3120 PRINT" <'>HAUT/DROITE" 
3130 PRINT" <A> HAUT/GAUCHE" 
3140 PRINT" <I> BAS/DROITE" 
3150 PRINT" <Z> BAS/GAUCHE" 
3160 PRINT:PRINT:PRINT"-------------------------------------- 11 

3161 REM****************.************ 
3162 REM**** OPTIONS ********** 
3163 REM***********************•***** 
3165 PRINT: PRINT" • J • POUR JOUER I 'T' POUR LES SCORES" 
3166 GET BS 
--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~--'· 
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3167 IFBS< >"P'ANDBS< >"J"THEN3166 
3170 GET BS 
3171 IF BS="T"THEN 3190 
3172 REM***************************** 
3173 REM*** NIVEAU DE DIFFICULTE **** 
3174 REM***************************** 
3175 INPUT"NIVEAU DE DIFFICULTE ,DE 1(DUR> A 15<FACILE i" ;ND 
3176 IFND< l THEN PRINT"VOUS SAVEZ PAS LIRE.":GOT03175 
3177 IFN0 ) 15THEN PRINT"VOUS FAITES EXPRES!":GOT03175 
3190 TI=1000:VI=3:CLS:GOT0190 
3181 REM**************************** 
3182 REM* TABLEAU DES SCORES **** 
3183 REM**************************** 
3190 CLS:PRINT 
3200 PRINTCHRSC12> 
3210 PRINTCHRS<4>= 
3220 PRINT CHRS<27>="N"~ 
3230 PRINT" TABLEAU DES SCORES" 
3240 PRINT CHRS<4>~ 
3250 PRINT:PRINT:PRINT:PRINT 
3251 REM*************************~*** 
3252 REMJ* AFFICHAGE *************** 
3253 REM***************************** 
3260 PRINT"--------------------------- 11 

3270 PRINT"ù NOMS ù SCORE u" 
3280 PRINT"--------------------------- 11 

3290 FOR I=l TO 9 
3300 PR I NT" ù Il ; ses ( I> ; Il ù " ; SC ( 1 ) 
3305 PLOT28,8+I,"ù" 
3310 NEXT 
3315 PRINT"---------------------------":PRINT:PRINT 
3316 REM***************************** 
3317 REM**** OPTIONS ****** 
3318 REM***************************** 
3320 PRINT'" J' POUR JOUER I ' l' POUR INSTRUCTIONS" 
3330 GETAS:IF AS="I" THEN 3000 
3335 IF AS<> "J"THEN 3330 
3340 REM***************************** 
3350 REM*** NIVEAU DE DIFFICULTE **** 
3360 REM***************************** 
3370 INPUT"NIVEAU DE DIFFICULTE ,DE l<DUR> A 15<FACILE>"•ND 
3380 IF ND•~ 1 THEN PRINT"VOUS EXAGEREZ.": GOT03370 
3390 IF ND>15THEN PRINT "AH,C'ES)" MALIN.":GOT03370 
3400 TI=1000:Vl=3:CLS:GOT0190 
3900 REM***************************** 
3910 REM*** SAISIE DU NOM DU JOUEURt 
3920 REM***************************** 
3921 CLS 
3922 REM*** EXPLICATIONS ************* 
3930 PRINT" VOUS VOUS DEPLACEZ AVEC LES FLECHES, VOUS ECRIVEZ AVEC < SF'ACE > . lJOUS" 

3940 PRINT" EFFACEZ AVEC <DEL>yVOUS CONCLUEZ AVEC<RETURN >" 
394'5 WAIT400 
3950 6ETXS:CLS 
4000 PRINT:PRINT:PRINT:PRINT" C'EST QUOI TON PETIT NOM ?" 
4010 PRINT:PRINT: PRINT:PRINT:PRINT" " . • 
4015 
4016 
4017 
4018 
4020 
4030 
4040 
404S 
4050 
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N=O 
REM**************************** 
REM** BOUCLE DE SAISIE. ******* 
REM**************************** 
FOR I=65T090:PRINTCHRS<I>;:NEXT 
X=5:N<0>=32 :N=O 
REPEAT 
WAITS 
IF PEEK<#208>=172 AND X>S THEN X=X-1 



4060 IF PEEK(#208)=188 AND X<31 THEN x~x+l 

4070 PLOTX-1.9." ''· " 
4080 IF PEEKC#208)=132 THEN N=N+1:NCN>=SCRNCX.B>:WAIT 20:POKE C#208).189 
4090 PLOT 6+N.11.CHRS<N<N>> 
4095 IFPEEK C#208)=175THENFORZ=CN+l>T09:N<Z>=32:N=N+l:NEXTZ 
4096 IFPEEKC#208)o:::173ANDN>OTHENPLOT6+N , 11." " :N;:;;N-1:WAIT 20:F'OKE C#208 ) ,189 
4100 UNTIL N=9 
4101 FOR I=lTO 9:N$=NS+CHRS<N<I>>:NEXT 
4105 REM***************************** 
4106 REM*** MISE A JOUR DU FICHIER ** 
4107 REM*** DES NOMS ET DES SCORES ** 
4108 REM***************************** 
4120 FOR 1=1 TO 9 
4130 IF SC)SC<I> THEN 4500 
4135 IFSC>SCC9>AND SC<SCC8>THENSCC9>=SC:SC$(9) : N$:GOTD3190 
4140 NEXT 
4200 GOT03190 
4500 FOR B=9TOCl+1) STEP-1:SCCB>=SCCB-1>:SC$CB>=SCSCB-ll:NEXT 

4550 IFSC>SC<I> THEN SCCI)sSC:SCS<I>=N$ 
4600 GOT03190 

499~ REM***************************** 
4996 REM**** VARIÂBLES NUMERIQUES *** 
4997 REM**** ET ALPHANUMERIQUES • *** 
4998 REM**** POUR LES SCORES *** 
4999 REM***************************** 
5000 REM 
5010 SCC1>=10000:SCSC1>="0RACULA " 
5020 SCC2>=5000:SCS<2>="MICKEY " 
5030 5CC3)=2500:SC$C3>="STEPHANIE" 
5040 SC(4)z2000:SC$C4>="SANDRA " 
5050 SC C5>=1000:SC$C5)="Q*BERT " 
5060 SC<6>=800:SC$C6>="PAC-MAN " 
5070 SCC7>=700:SC$C7>="YOYO " 
5080 SC<8>=500:SCSC8)="BRUNO " 
5090 SCC9>=1:SC$(9)a"JEREMY " 
5100 RETURN 
5500 REM**************************** 
5600 REM** DESSIN EN HAUTE ** 
5700 REM** RESOLUTION ** 
5800 REM**************************** 
6000 HIRES 
6001 :POKE618,10 
6005 CURSET74.106,1 
6006 DRAW23,-34.1 
6007 DRAW52,5,1 
6010 DRAW-37,33,1 
6020 DRAW-39,-3,1 
6030 DRAW-2,34.1 
6040 DRAW36,5,1 
6050 DRAW37,-15.1 
6060 DRAW6.-53,1 

.... ·· 

6070 CURSET112,109.1 
6071 DRAW-4,36,1 
6075 CURSET82.117.1 
6076 CIRCLES.1 
6080 CURSET97,121,1 
6081 CIRCLES.1 
6085 CURSET83,133,1 
6086 DRAW4,-4.1 
6087 DRAW9.10,1 
6090 CURSET77,143,1 
6091 DRAW-11,15,1 
6092 DRAW-9 • .:...8.1 
6093 DRAW-3,5,1 
6094 DRAW16 , 6.1 
6095 DRAWl0,-19.1 
6100 CURSET124.139,1 
6105 DRAW19,14.1 
6110 DRAW-13.10.1 
6115 DRAW6,5,1 
6120 DRAWll,-18,1 
6125 DRAW-16,-13,1 
6500 PRINT" C'EST DUR D'ETRE 

UN GLACON"~ 
6600 WAIT300 
6610 TEXT 
6620 POKE618.10 
6630 FORI=1T04:MUSIC1,I,3,12:WAIT20: 

NEXT:PING 
RETURN 
END 

REM**************************** 
REM**FREEZE*BERT PAR R.JUHEL * 
REM**************•************* 

--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~---' 
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PC IBM et Compatibles 

PACATOUT 
Vous disposez de deux minutes pour trouver la sortie du 

labyrinthe. Mais pour augmenter 
le score, votre petit Pac Man peut grignoter des atouts 

au passage: 300 points pour un cœur, 400 
pour un carreau, 500 pour un trèfle, 600 pour un pique. 

1 REH ••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••• 
2 REM • PAC ATOUT • 
3 REM • -C- TILT N' CHYGA J • 
~ REM • Pour IBH .PC et compati b 1 es • 
5 REM ••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••• 
6 REM ••••••••••••••••••••••••••••••••••••••••••••••••••••******************* 
7 REH • DECLARATIONS * 
8 REH •••••••••••••••••••••••••••••••••••••••••••••••************************ 
9 ON ERROR GOTO 135 
10 DEFINT A-Z:DEF SEG:POKE 10610:KEY OFF 
11 TS=TIMES:X=O:T~=-1 

12 FOR I = 2 TO 3:X=X•60+ VALCHID!CT$,(3•I-2>,2>>:NEXT:RANOOMIZE X-32000 
13 TIMES="00.00.00" 

14 REM ·························································*••••••••M•••* 
15 REH • PRSENTATION • 
16 REM ••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••• 
17 CLS:COLOR Q,2 
18 LOCATE 7,35:PRINT "PAC ATOUT" 
19 LOCATE 9,3Q:PRINT "-C- TILT I N'CHYGA J" 
20 LOCATE 1s,3s:COLOR 4.t:PRINT CHR$(3):" = 300 Pts." 
21 LOCATE 19,35:COLOR 4.t:PRINT CHRS<4>;" = 400 Pt&." 
22 LOCATE 20,35:COLOR O.t:PRINT CHRS<S>:" = 500 Pts." 
23 LOCATE 21.35:COLOR o,1:PRINT CHRS(6);" = 600 Pts." 
24 LOCATE 22,3a:coLOR 1.1:PRINT "LABYRINTHE= 200 Pts." 
25 LOCATE l6119:COLOR 0,3:PRINT "TEHPS POUR LE PARCOURS DU LABYRINTHE= 1 tin." 
26 COLOR o,s 
27 LOCATE 13,30,o:PRINT "GENERATION DU TABLEAU" 
28 REM •••••••••*****••••••••••••••••••••••••••****************************** 
29 REM • GENERATION LABYRINTHE • 
30 REM ••••••••••••••••••••••••••••••••••••••••••••••************************ 
31 RE11 
32 DIM L<l0112>,MC10112),P(10>1SCl0112> 
33 PC10>=120:FOR I=l TO 9:P<I>=INTC1+.1•I•PC10>>:NEXT I:I=l 
34 J:t:R=l!X1=1+INT<12•RND>:C=Xl:LC1,C>=l:CNT=1:N=2 
35 IF R=10 THEN XC1>=9999 ELSE XCl>=LCR+l,C> 
36 IF R=l THEN XC2>=9999 ELSE X<2>=L<R-1.C> 
37 IF C=l THEN X<3>=9999 ELSE X<3>~LCR,C-1> 
38 IF C=12 THEN XC4>=9999 ELSE X<4>=L<R1C+1> 
39 FOR K=l TO 4:IF X<K>=O GOTO 48 ELSE NEXT K 
40 IF C=12 THEN C=D:IF R=10 THEN R=l ELSE R=R+l 
41 C=C+l:JF TW THEN lF L<R.C>=O GOTO 40 ELSE CNT=LCR.C>:GOTO 35 
42 IF LCR1C><>O GOTO 40 
43 IF R<>l THEN IF L<R-l1C><>D THEN R=R-l:CNT=LCR1Cl:GOlO 35 
44 IF R<>lO THEN IF LCR+l,C><>O THEN R=R+l:CNT=L<R,Cl:GOTO 35 
45 IF C<>l THEN IF L<R~C-1><>0 THEN C=C-l:CNT=L<R.C>:GOTO 35 
A6 IF C<>12 THEN IF LCR1C+l><>O THEN C=C+l:CNT=LCR.Cl~GOTO 35 
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47 GOTO 40 
48 K=l+INTC4•RNO):IF XCK><>O GOTO 48 
49 ON K GOTO 54,53,52.so 
50 IF H<R,C>=O THEN H<R,Cl=2 ELSE H(R,C>=3 
51 C=C+l : GOTO 56 
52 C=C-1 !H(R,C>=2:GOTO 56 
53 R=R-l:H<R,C>=l!GOTO 56 
54 IF H(R,C>=O THEN H<R.C>=l ELSE MCR,C>=3 
55 R=R+1 
56 CNT=CNT+l:LCR,C>=CNT 
57 N=N+l:IF N<=P<I> GOTO 35 
50 IF 1=9 THEN TW=O 
59 IF I<lO THEN I=l+l:IF N<= PCI> GOTO 35 EL~E 58 
60 X=O:FOR C=l TO 12:IF L<lO,C>>X THEN X=L<IO.C> 
61 NEXT C:FOR C=1 TO 12:IF LCl01C>=X GOTO 62 ELSE ~EXT C 
62 X2=C:IF O=H<1o~c> THEN HClO.C>=l ELSE H<lO.Cl=3 
63 CLS:COLOR 7,1:PRINT CHRSC218>: 
64 FOR C=l TO 11: IF C=Xl THEN PRIN'F" ": ELSE PRJNT STRINGSC31196>: 
65 IF HC1,C><2 THEN PRINT CHRSC194>: ELSE PRINT CHRSC19.6): 
66 NEXT c:IF X1=12 THE~ PRINT" ": EL:SE PRINT STRINGSC.31196>; 
67 PRINT CHRSC191) 
68 FOR R=l TO 10 
69 PRINT CHRSC179>::FOR C=l TO 12 
70 IF 2>HCR,C> THEN PRINT " ":CHRS<179>: ELSE PRINT " 
71 NEXT C:PRINT 

" . , 
72 IF R=lO THEN PRINT CHRS<192>: ELSE IF H<R1l>=O OR HCR,1>=2 THEN PRINT CHRSC19 
S>: ELSE PRINT CHRSC179>: 
73 FOR C=l TO 12 
74 IF O=HCR,C> OR 2=HlR.C> THEN PRINT STRING5(3t196);:A=l ELSE PRINT '' 
75 IF C<>12 THEN IF HCR,C+l>=O OR HCR1C+1>=2 THEN A=A+8 
76 IF HCR,C><2 THEN A=A+2 
77 IF R<>lO THEN IF HCR+l1C)<2 THEN A=A+4 
1e ON A+t GOTO 79,94,s2.ao.s2.s1.e2.e3,94,94,es.a6.e1.se.e9,90 
79 PRINT" "::GOTO 91 
80 PRINT CHRSC217>::GOTO 91 
81 PRINT C~RS(191>::GOTO 91 
82 PRINT CHRS<179>;:GOTO 91 
83 PRINT CHRS(180>::GOTO 91 
84 PRINT CHRSC196)!!GOTO 91 
85 PRINT CHRS<192>;:GOTO 91 
86 PRINT CHRSC193>::GOTO 91 
87 PRINT CHRSC218>!!GOTO 91 
88 PRINT CHRS(194>::GOTO 91 
89 PRINT CHRSC19S); !GOTO 91 
90 PRINT CHRSC197>::GOTO 91 
91 NEXT C:PRINT!NEXT R 

": : A=O 

92 REH ••••••••••••••••••••••••••••••••••~••••••••••••••••••••••••••••••••••• 
93 REH • JEU ET OEPLACEHENT DE PAC • 
94 REH •••••••••••••••••••••••••••••••••••••••••••••••••••••~•••~•••••••••••• 
95 GOSUB 120 
96 LOCATE 12165,0!PRINT "SCORE: " 
97 KEY OFF!FOR I=l TO 14!KEYCI> OFF:NEXT I 
98 W=4•X1-l!X=2:L=X:C=W 
99 ON KEYC11> GOSUB 115 
100 ON KEY<12> GOSUB 116 
101 ON KEYC13) GOSUB 117 
102 ON KEYC14) GOSUB 118 
103 LOCATE 1216010:PRINT "SCORE: ":CO•lOO 
104 LOCATE 10,6010:PRINT "TEMPS: ":HIOS<Tit1ES.S,4>:IF VALO'IIOS<Tlt1ES1Sil>»F+l T 
HEN 135 
.__~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~ 
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105 COL OR 6, 1 
106 LOCATE LtC10:PRINT CHR!C2>:LOCATE L1CtO:PRINT CHRSC32) 
107 COLOR 7, 1 
108 IF SCREENCXtW>=32 AND L=21 THEN ERASE L.M,S,P:CO=C0+2:F=F+1:GOTO 17 
109 KEY<ll> ON:KEYC12) ON:KEYC13> ON:KEYC14> ON 
110 KEYC11> STOP:KEY<12> STOP:KEYC13> STOP:KEYC14> STOP 
111 IF SCREEN CX.W>>2 AND SCREEU (X.W><7 THEN SOUND sso.s:co=CO+SCREENCX.w>:LOCA 
TE XtlJ10:PRINT "":LOCATE 12160tO:PRINT "SCORE: ";C0•100 
112 IF SCREEN cx.w><>32 THEN SOUND so.s:X=L:U=C:GOTO 104 
113 L=X:C=W 
114 GOTO 104 
115 KEYC11) STOP:KEYC12) 
116 KEYC12> STOP:KEYC12l 
117 KEYC13) STOP:KEYC12) 
118 KEY<14> STOP:KEYC12> 
119 GOTO 10 

STOP:KEYC13) 
STOP:KEY< 13> 
STOP:KEYC13> 
STOP:KEYC13> 

STOP:KEYCU) 
STOP:KEYC14> 
STOP:KEYC14) 
STOP:KEY<lll> 

STOP:X=X-l:RETURN 
STOP:W=W-l:RETURN 
STOP:U=W+l:RETURN 
STOP:X=X+t:RETURN 

120 REH ••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••• 
121 REH • EHPLACEHENT DES ATOUTS 1 

122 REH ••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••• 
123 FOR 1=1 TO 5 
124 RANOOHIZE 324 
125 EL=INTCRND•17>:EC=<RND•4S>:EL=EL+2:EC=EC+2 
126 AT=INT<RND•4> 
127 IF AT<2 THEN COLOR 411 ELSE COLOR 0,1 
128 LOCATE EltEC:PRINT CHR5CAT+3) 
129 COLOR 71 1 
130 NEXT I 
131 RETURN 
132 REH ••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••• 
133 REH • FIH DE PARTIE • 
134 REH ••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••••• 
135 LOCATE 20.6D:PRINT "FIN ••• Appuyer sur une touche":FOR 1=1 TO 2DO:NEXT I 
136 AS= I NKE YS: IF AS="" T HEN 136 
137 RUN 

PC IBM et Compatibles 

TILTATACK 
Vous disposez de vingt vies pour détruire l'ennemi, 

qui tous les 1 000 points réapparaît dans toute son intégrité. 

10 REM ******•****************************************************************** 
20 REM * TLITATAK jeu pour IBH PC et COMPATIBLES * 
30 REM* -C-1986 TILT I N'CHYGA J * 
40 REM ************************************************************************* 
50 REM ******************DECLARATIONS******************************************* 
60 CLS 
70 L=23: C=39: HL=2: HC=20: VI E=20: MAX=10000 
80 GOSUB 280 
90 GOSUB 320 
100 REM ******************AFFICHAGE JEU***************************************** .. 
110 COLOR 4,0 
120 LOCATE 18, 24: PRI NT" 
130 LOCATE 19, 24: PRI NT" 
140 LOCATE 20,24:PRINT" 
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150 
160 
1 70 
180 
1 90 
200 
210 
220 
230 
240 
250 
260 
270 
280 
290 
300 
310 
320 
330 
sue 
340 

LOCATE 21, 24: PRINT" 11 ___at_:fe.~ ... ;fi~i ,·=.::~ .~~ 
LOCATE 22, 24: PRI NT" ~~ -~~ .~ ~~1 " 
REM ******************AFFICHAGE MOBILE************************************** 
GOSUB 650 
FOR HL= 2 TO 4 
GOSUB 540 
NEXT HL 
COLOR 6,0: LOCATE 1,65:PRINT "VIE:"ïVIE 
IF SC>MAX THEM MAX•KAX+10000:GOTO 180 
COLOR 7,0: LOCATE L,C: PRINT M$: GOSUB 670: LOCATE L,C : COLOR 0, 0: PRINT" 
KEYC 11 > ON: KEY< 12> ON: .KEY< 13) ON: KEY< 14) ON: KEY< 1 O> ON 
KEY< 11 > STOP : KEYC 12) STOP: KEY< 13) STOP: KEYC 14> STOP: KEYC 1 O> STOP 
GOTO 220 
REM ******************GRAPHIQUE********* 111 **********************~* * * * ******** 

M$=CHR$C 201 J +CHR$C 219> ~CHR$C 187 l 
RETURN 
REM ********INITIALISATION DEPLACEMENT OU TIR**********A***** ***** ********** 
KEY OFF 
ON KEYC 11 l GOSUB 350: ON KEY< 12l GOSUB 380 : ON KEîC 1 3l GOSUB 41 0: ON KEY< 14l GO 
440 : ON KEY< 10) GOSUB 470 
RETURN 

350 REM DEPLACEMENT MOBILE VERS LE ~AUT 
360 IF L<15 THEN L=12 ELSE L=L-3 
370 RETURN 
380 REM DEPLACEMENT MOBILE VERS LA GAUCHE 
390 IF C<19 THEN C=21 ELSE C=C-2 
400 RETURN 
410 REM DEPLACEMENT MOBILE VERS LA DROITE 
420 IF C>55 THEN C=58 ELSE C=C+3 
430 RETURN 
440 REH DEPLACEMENT CURSEUR VERS LE BAS 
450 IF L>20 THEN L=23 ELSE L=L+J 
460 RETURN 
470 REM TIR 
480 SOUND 850, 1 

490 FOR I=L - 1 TO 1 STEP -1 

Commentaires : 
Vous vous déplacez avec les ll~ches 
F 10 pour tirer 
Le score s'affiche à la fin . 

500 IF SCREEN c I, C+1, 1> =2 THEN Z=Z : LOCATE I , C+1 : COL.OR 0 , 0: PRINT " ": 1=1 : SC =SC+SO 
: LOCATE 1 , 1 : COLOR 6 , 0 : PRI NT "SCORE : " , SC : GOTO 520 
510 LOCATE I,C+1: PRINT "0" : LOCATE I,C+1: PRINT"" 
520 NEXT I 
530 RETURN 
540 REH •••••••••••A•••••*AFFICHAGE ENNEMI•••••••••• • •••*****************~••••• • 

550 REM 
560 COLOR 0, 0: LOCATE HL-1, HC: PRI NT " 
570 LOCATE HL, HC: COLOR 2, 0: PRINT 
5 8 0 L 0 CA TE HL+ 1 , H C: C·O L 0 R 2 , 0 : PR I NT " 
590 LOCATE HL+2, HC : COLOR 2, 0 : PRINT " 
600 LOCATE HL+3 , HC : COLOR 2 , 0 : PRINT" 
61 0 LOCATE HL+4, HC : COLOR 2 , 0: PRI NT " 
620 LOCATE HL+S, HC: COLOR 2, 0: PRINT " 
630 RETURN 
640 REM *****************ATTAK DE L'ENNEMI************************************* 
650 FOR 1=1 TO 3 : FOR H=1 OO TO -600 STEP -20 : SOUND 1200-ABSC H>, 1: H=H-5 : NEXT H 
,K 
660 RETURN 
670 REM ATTAK HEBDO 
680 IF AC>60 THEN AC•20 ELSE ACzAC+1 
690 FOR AL•10 TO 23 
700 IF SCREENCAL, AC,1>=4 THEN Z=Z: LOCATE AL, AC:COLOR O,O:PRINT" " : AL=23: GOTO 73 
0 
710 IF SCREENCAL,AC,1>=7 THEN VIE=VIE!-1:LOCATE AL,AC: COLOR 6,0:PRINT "lll**":SOUND 

200,1:AL•23:GOTO 730 
720 COLOR 2,0 : LOCATE AL,AC : PRINT "*" : COLOR 0,0: LOCATE AL,AC: PRINT" " 
730 IF VIEcO THEN CLS: PRINT "VOTRE SCORE: ";SC: END 
740 NEXT AL 



750 RETURH 
760 REH ******************FIN DU LISTING************************************* 

PC IBM et Compatibles 

ESPACE A TTACK 
Détruisez un maximum d'assaillants en évitant leurs bombes. 

Si votre score est inférieur à 0, ou si le total 
de vos explosions et du nombre d'envahisseurs qui atterrissent 
atteint 10, vous avez perdu. Un capital de 100 points au départ, 

mais les ennemis se multiplient au même rythme. 

1 REM 
2 REM 

ESPACE ATTAK 

3 REM -C-1986 TILT I N'CHYGA J 
10 REH •••••••••••••••••••••••••••••••••••••••••••••••••••••••• 
20 REM • POUR IBM PC ET COMPATIBLE • 
30 REH •••••••••••••••••••••••••••••••••••••••••••••••••••••••• 
40 REH 
50 REl'1 
100 ON ERROR GOTO 800 
110 GOSUB 1000 
115 CLS 
250 ON KEY<12> GOSUB 700 
260 ON KEYC13> GOSUB 720 
270 ON KEYClO> GOSUB 760 
280 GOSUB 730 

Commentaires: 
F 10 pour tirer 
Vous vous d~placez avec les fl~ches. 

290 REH ••••••••••••••••••••••••••••••••••••••••••••••••••••••••••• 
295 REM • PROGRAMME PRINCIPAL • 
300 REH ••••••••••••••••••••••••••••••••••••••••••••••••••••••••••• 
310 LOCATE 241S:COLOR 71t:PRINT "SCORE : ":S: 
311 LOCATE 24135:COLOR 7,4:PRINT "PASSER : ":PASSER: 
312 LOCATE 24162!COLOR Q,2:PRINT "TOUCHER : ":TOUCHE: 
313 COLOR 1310 
330 KEYClO> ON:KEY<12) ON:KEY<13> ON 
340 KEYC10) STOP:KEY<12) STOP:KEY<13) STOP 
350 IF IN>INTCS/25> THEN 420 
360 IN=INTCRNDC1>•10>+1 
370 Z=INTCRN0(1)•14>+1:L=Z•5+1 
380 LOCATE K<Z>,L:PRINT QS::K<Z>=K<Z>+2 
390 IF K<Z>=23 THEN KCZ>=1:S=S-25:PASSER=PASSER+l:PLAY S4S:IF PASSER>3 THEN GOSU 
B 670 
400 LOCATE K<Z>1L:PRINT Ts::H=K(Z)+l 
410 GOTO 300 
420 LOCATE H1L+l:PRINT Qs::H=H+l 
430 IF 11<22 THEN 460 
440 IN=t:IF SCREENCH.L+ll<>32 THEN GOSUB 620 
450 GOTO 300 
460 LOCATE H1L+1:PRINT CHR$C248)::GOTO 300 
480 IF SCREENCT1Xl=25 THEN IN=l:LOCATE T,X:PRINT Ps::PLAY S35:LOCATE T1X:PRINT" 

";:S=S+S:RETURN 
500 VL=O:IF SCREENCT,X-1><>32 THEN VL=VL-1 
510 IF SCREEN<T1X+1><>32 THEN VL=VL+l 
520 IF VL=O THEN X=X-l:GOTO 550 
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530 IF SCREENCT1X+2><>32 THEN VL=VL+l ELSE VL=VL-l 
540 IF VL=-2 THEN X=X-2 
550 COLOR 610 
560 LOCATE T.x:PRINT us::PLAY S1$ 
570 COL OR 13, 0 
580 LOCATE r.x:PRINT Q$; 
590 X=X-1:Z=INTCX/5>:KCZl=l:S=S+15 
600 RETURN 
620 COLOR 410 
630 COLOR 14.0:LOCATE 221W•3:PRINT V$; :PLAY S2$ 
640 COLOR 13.0 
650 LOCATE 22,W•3!PRINT ss; 
660 TOUCHE=TOUCHE+l:S=S-30;JF TOUCHE>3 THEN GOSUB 670 
661 RETURN 
670 IF PASSER+TOUCHE>lO THEN 300 
700 KEYC13) STOP:KEY<lOl STOP:KEYC12) STOP:W=W-l:IF W=O THEN W=l 
710 GOTO 730 
720 KEYC12> STOP!l<EYClO> STOP:KEYC13J STOP!W=W+l:IF W=24 THEN liJ=23 
730 COLOR 7,o:LOCATE 22.W•3!PR1NT ss::COLOR 13.0 
7'10 RETURN 
760 KEY<12l STOP:KEYC13> STOP!KEY<lO) STOP:X=W•3+5 
770 FOR T=21 TO 1 STEP -l:IF SCREEN<T,X><>32 THEN GOSUB J80:T=1:GOTO 790 
780 LOCATE r.x:PRINT CHRSC254>::LOCATE T.X:PRINT Il ": 

790 NEXT T!S=S-S:RETURN 
SDO LOCATE 121 20: PRINT "FIN ... Pressez une louche'' 
801 SS=INKEYS: IF $5=''" THEN 801 
802 RUN 
997 REM ••••••••••••••••••••••••••••••••••••••••••••••••••••••••••• 
998 REH • DECLARATIONS w 
999 REM ••••••••••••••••••••••••••••••••••••••••••••••••••••*•••••• 
1000 KEY OFF:FOR 1=1 TO 14:KEY<I> OFF:NEXT I 
1001 S=100 
1030 Sl!="L'IT25003F" 
1040 S2S="L4T25002GB" 
1050 S3S="LllT25001FA1" 
1060 S4S="L4T25001EAO" 
11~0 FOR I= 1 TO 2 
1141 CLS:COLOR 4.t!LOCATE 12,30: PRINT ''ESPACE ATTAQUE" 
1142 LOCATE 14130: PRINT "TILT J CHAGNY" 
1150 FOR K=l TO 2:FOR H=100 TO -600 STEP -20:SOUNO 1200-ABSCH>,1:H=H-5:NEXT H1K · 
1151 NEXT I 
1160 FOR I=1 TO 10:NEXT I:COLOR 1310 
1170 DIM KC14>:FOR I=1 TO 14:KCI>=l:NEXT I 
1190 QS:" " 
1195 RS=CHRSC176>+CHRSC176)+CHRS<176> 
1200 SS=QS+CHRSC199>+CHRS(220>+CHRSC219)+CHRSC220>+CHRSC182>+QS 
1210 TS=CHRSC19S>+CHRS<254>+CHRS<l80) 
1220 US=CHRSC62>+CHRSC42l+CHRSC60>:P5=CHRSC176) 
1230 VS=RS+CHRS(177)+CHRSC177>+CHRSC178>+CHRSC177>+CHRS<177)+R$:G5=" " 
1240 W=10 
1300 RETURN 



PC IBM et Compatibles 

OTILTO 
Dans cette variante d'Othello, 

vous jouez contre la machine pour remplir un damier de 
soixante-quatre cases. Pour gagner des pions 

adverses, encerclez-les en vous déplaçant avec les flèches. 

1 REM ************************************************************************** 
2 REM * OTILTO * 
3 REM • -C- TILT N' CHYGA J * 
4 REM * pour IBH PC et compatibles * 
5 REM * * 
6 REM *************************·************************************************* 
7 ON ERROR GOTO 252 
B REM ***************************~********************************************** 
9 REM * INITIALISATION * 
10 REM ************************************************************************* 
11 GOSUB 259 
12 Ll=5: C0=25 
13 RESTORE 
14 FOR I=O TO 99 
1 5 READ GC I > 
16 HCI>=GCI> 
17 NEXT I 
18 FOR I=9 TO 12 
19 A=11*< 1\12> 
20 G<91+I>=I-A 
21 G< 9S+I> =A-I 
22 NEXT I 
23 GOSUB 169 
24 GOSUB 142 

Commenlalre : 
On peut tricher grâce à la touche (f 1), 
qui renverse la situation. N'en abuse<: pas ... 

25 REM ************************************************************************ 
26 REM * JEU PC * 
27 REM ************************************************************************ 
28 LOCATE 7, 5: PRINT "Je réfléchis"; 
29 B=O 
30 C=O 
31 FOR D=E TO F 
32 IF GCD>=O THEN D=D+2 
33 IF GCD>>O THEN 46 
34 L=O 
35 FOR M=100 TO 107 
36 A=D 
37 N=O 
38 A=A+GC Hl 
39 IF GCA><1 THEN 42 
40 IF GCA>=1 THEN N=N-GCD>: GOTO 38 
41 L=L+N 
42 NEXT M 
43 IF L=O GOTO 46 
44 IF L>B THEN B=L: GC108l=D: C=1 
45 IF L=B THEN Ge 108+Cl =D: C=C+1 
46 NEXT D 
47 IF 8>0 THEN 59 
48 REM ********•A*A*•A•••················•••••A•AAAAAAA••*•••••••************** 
49 REM * COUP IMPOSSIBLE PC * 
50 REM ···············•*******************AAAAAA******************************* 
51 LOCATE 7, 5 
52 PRINT "Ne peux jouer" 



53 FOR WI =1 TO ,20 : SOUND :rno, 1 : NEXT WI 
54 VS=1 
55 GOTO 78 
56 REH ························· · ··· • •A•••AAA•••••••••• AA• • •••••• • AAAkAAAA• • ••• 
57 REH * PIONS GAGNES PAR PC • 
58 REM ································ · ························••••* A******** * 
59 I==G( 107+INT< C*RNDC 1l +1)) 
60 Ll==l\10 
61 C0,..1-Ll*10 
6 2 G< 1) = 2 
63 GOSUB 1 26 
64 A=I 
65 VQ=O 
66 FOR H=100 TO 107 

67 N=O 
68 I=A 
69 I =I +G< K> 
70 IF G<I><1 THEN 76 
71 IF G<I>=2 THEN 74 
72 N=N+1 
73 GOTO 69 
74 I =A 
75 IF N>O THEN VZ•VZ: FOR L=1 TON: I=I+GCH> : GCI>=2: GOSUB 126 : NEXT L 
76 NEXT H 
77 GOSUB 142 
78 GOSUB 200 
79 REM ************************************************************************ 
80 REH * BRANCHEMENT CHOIX UTILISATEUR • 
81 REM ************************************************************************ 
82 IF <T<11> OR <T>88> OR <GCTl>O> GOTO 113 
83 REM ********************************* * *************** * ********************** 
84 REM * PIONS GAGNF.S UTILISATEURS • 
85 REM *****************************************************A**** ** ************ 
86 VS•O 
87 L=O 
88 FOR K•100 TO 107 
89 A=T 
90 N=O 
91 A=A+G< K> 
92 IF G< A> <1 THEN 103 
93 IF G< A> •2 THEN N=N+1: GOTO 91 
94 I =T 
95 IF N=O THEN 103 
96 IF GC I) < 0 THEN GC Il = 1: GOSUB 1 26 
97 FOR VP=1 TO N 
98 I=I+G< H> 
99 G< I > = 1 
100 L=L+1 
101 GOSUB 126 
102 NEXT VP 
103 NEXT H 
104 IF L=O THEN 113 
105 U=T-11 
106 IF U<E THEN E=U 
107 IF G<E>=O THEN E=E+1: GOTO 107 
108 U=T+11 
109 IF U>F THEN F=U 
110 IF G<F>=O THEN F=F-1: GOTO 110 
111 GOSUB 142 
112 GOTO 28 
113 LOCATE 7 , 5 
114 REH ******* * *************AAAAAAA*********AAAAAA•AAAAAAAAA AAAAAAAAAAAAAAAAAA 
115 REM * COUP IMPOSSIBLE UTILISATEUR * 
116 REM ******************AAAAAAAAAAAAAAAAAAAAAAAA•••••••AAAAAAA AAAAAAAAAAAAAAA 
117 PRINT " Impossible!" 

....... ~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~--' 
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118 FOR WI=1 TO 20 : SOUND 500, 1: NEXT WI 
119 GOSUB 155 
120 GOTO 78 
1 21 
1 22 
123 
1 24 
125 

'! O= 1 
GOTO 28 

126 IF 1<11 OR I>BS THEN 138 
127 S=I\10 
128 8=7•<I-S•10>-2 
129 S::3•S-1 
130 IF G< l) =2 THEN PION$=CHR$! 3) +CHR$( 3l : L0=4: LF=7: GOTO 132 ELSE PION$=CHR$C 6) +C 
HR$< 6>: LO=O: LF=6 
131 IF GC I> =1 THEN PION$=CHR$< 6> +CHR$< 6>: LO=O: LF=6 ELSE GOTO 138 

132 PION$=PION$+PION$ 
133 COLOR LO,LF 
134 LOCATE S, 8+20 
1 35 PRI NT PI ON$i 
136 LOCATE S+1,8+20 
1 37 PRI NT PI ON$ ; 
138 RETURN 
139 REM ********"'""'***"'*********"'***********************************"'"'*"'*"'"'"'"'** 
140 REM • AFFICHAGE DES SCORES * 
141 REM ***"'****"'*"'"'******"'*"'"'"'*****"'"'****"'"'"'*"'*"'*****"'"'"'"'"'"'*"'"'********"'"'**"'**"' 
142 UT=O 
143 PC=O 
144 FOR I=11TO88: IF GC!)=1 THE~ UT=UT+1 
145 IF GCJ):2 THEN PC=PC+1 
1 46 NEXT I 
147 LOCATE 4,5 : COLOR 4, 7 
148 PRINT UT: LOCATE 4,16:COLOR 7,0: PRINT PC 
149 RETURN 
150 REM **"'*"'"'**"'**"'"'*"'"'******"'*******"'****"'"'"'***"'*****"'*"'**"'*************"'*"'*"' 
151 REM* TEST FIN DE PARTIE * 
152 REM******************************"'*******************"'"'*************"'***** 
153 IF PC=O THEN LOCATE 7,5: PRINT "Vous ga9nez ! h: GOTO 252 
154 IF UT=O THEN LOCATE 7,5 : PRINT "J'ai gaqne ! ": GOTO 252 
155 IF CUT+PC=64) AND UT=PC THEN LOCATE 7,5: PRINT "MATCH NUL!•: GOTO 252 
156 IF CUT+PC=64) AND UT>PC THEN LOCATE 7,5: PRINT "Voua 9agne2 ! " : GOTO 252 
157 IF <UT+PC=64l AND UT<PC THEN LOCATE 7, 5: PRINT "J ' ai gagne!" : GOTO 252 
158 RETURN 
159 REM********************************"'********************************•***** 
160 REM* INVERSION DE LA PARTIE * 
161 REM***"'***************"'***************"'******"'**************************"'* 
162 FOR !=11 TO 88 
163 IF GC I> =1 THEN GC Il =2 : GOSUB 126: GOTO 165 
164 IF G<I>=2 THEN G<Il=1 : GOSUB 126 
165 NEXT I 
166 GOSUB 142 
167 GOSUB 155 
168 GOTO 78 
169 REH ***********************"'*********************************"'************* 
170 REH * MASQUES DU JEU * 
171 REH *********************************************************************** 
172 CLS 
173 LOCATE 1,23 
174 COLOR 0, 2 
175 PRINT ".--~~~~~~--r-~~~.....-~~~..--~~---.~~~-r-~~~--.-~~----, 
1 76 FOR A=1 TO 23 
177 LOCATE A+1, 23 
178 IF ( A\3) *3=A THEN PRINT "1---~~---t~~~-+-~~~-+-~~~-+--~~---t·~~~--+-~~~-+-
----11 "; ELSE PRINT "I I" ; 
179 NEXT A 
180 LOCATE 25 , 23 
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181 PRINT "'--~~--'L--~~---'--~~--'~~~---'-~~~_._~~~~~~~~~~~-

182 COLOR 7, 0 
183 FOR !=11 TG 88 
184 GOSUB 126 
185 NEXT I 
1 86 COLOR 7, 1 
1 8 7 L 0 CA TE 1 7 , 2 : PR I NT " r" +ST RI N G $ < 1 8, CH R $ < 2 0 5) > + "1 " 
188 LOCATE 18, 2: PRINT" "+"[ f1l = Inversion"+" " 
1 89 LOCATE 1 9, 2: PRI NT " "+" 1 f2l = Passer "+" " 
1 90 LOC A TE 20, 2: PRI NT " "+" r fSJ = Abandon "+" " 
191 LOCATE 21, 2: PRINT "l "+"C f10l = Valider "+" " 
1 92 LOC A TE 22, 2: PRI NT " "+" r flêchesJ = 1 "+" 
193 LOCATE 23, 2: PRI NT " "+STRING$( 1 8, CHR$< 205) > +"J" 
194 COLOR 0,6:LOCATE 1,2:PRINT "r"+STRING$<18,CHR$<205>>+"1" 
195LOCATE2,2:PRINT"I "+" POINTS "+" I" 
196 LOCATE 3,2:PRINT" "-t-" Vous Moi"+" i" 
197 LOCATE 4,2:PRINT "L "+"' . "+" I" 
198 LOCATE 5,2:PRINT" "+STRING$C18,CHR$<20S>>+~J., 
199 RETURN 
200 REM **K******************************************************************** 
201 REM * CHOl·X UT! LI SATEUR * 
202 REH *******************************************•*************************** 
203 LOCATE 7,4 
204 PRINT STRING$< 14," ">; 
205 LOCATE (3*Lil-1,C7*C0>+19,1 
206 KEY OFF: FOR I =1 TO 14: KEY< Il OFF: NEXT I 
207 ON KEY< 11 > GOSUB 219: ON KEY< 12) GOSUB 222: ON KEY< 13> GOSUB 225: ON KEY< 14) GO 
sue 228: ON KEYC1) GOSUB 242: ON KEYC2J GOSUB 245:0N KEYC10) GOSUB 248 
208 ON KEYC 5> GOSUB 252 
209 VA$==" " 
210 KEY< 11 > ON: KEY< 12) ON: KEYC 13) ON: KEY< 14) ON: KEY< 1) ON: KEY< 2> ON: KEY< 5) ON: K 
EY<10) ON 
211 KEY< 11 > STOP: KEYC 12> STOP: KEYC 13) STOP: KEY< 14) STOP: KEY< 1 > STOP: REY< 2> STOP 
: KEY< 5) STOP: REY< 1 O> STOP 
212 IF VA$=="VALIDATIONu THEN 231 
213 IF VA$=uREVERSION" THEN 159 
214 IF VA$="PASSE" THEN 28 
215 GOTO 209 
216 REM *********************************************************************** 
217 REM * GEST! ON DU· CURSEUR * 
218 REM *********************************************************************** 
219 IF Ll=1 THEN LI=8 ELSE LI=LI-1 
220 LOCATE <3*LI>-1,(7*C0)+19,1 
221 RETURN 
222 IF C0=1 THEN C0=.8 ELSE CO=C0-1 
223 LOCATE !3"Lil-1,C7•COl+19,1 
224 RETURN 
225 IF C0=8 THEN C0=1 ELSE CO=C0+1 
226 LOCATE C3*Lil-1,C7"C0)+19,1 
227 RETURN 
228 IF LI=8 THEN LI=1 ELSE LI=LI+1 
229 LOCATE <3"Lil-1,C7"C0>+19,1 
230 RETURN 
231 REM A*"""À*AA*AAAAAA*~AAAAAAAAAAAAA*""****"**"""**"****A*"""*****"*"*"*"*** 
232 REH * lNITIALISATION CUOIX UTILISATEUR ·' 
233 REM ****"""******"*""""*""*"'•""""**"*************"*****"*"****"**AAAAAAll.AA* 
234 T=INT< 10"Ll+CO> 
235 LOCATE 8, 4 
236 PRINT STRING$< 14," "); 
237 LOCATE 7, 4 
238 PRINT STRING$< 19," "); 
239 RETURN 
240 REM **"***"'*"*********""****************"'***"*"***********"""*"**"*""*"*"*" 
241 REM " GESTION DES CHOIX SPECIAUX UTILI~ATEUR * 
242 REM *"****A**"'***A•A••····~·~···•••A••···············••A••••··············· 
L-~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~ 
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243 VA$="REVERSION" 
244 RETURtl 
245 . 
246 VA$="PASSE" 
247 RETURN 
2 4 B ' 
249 VA$="VALIDATION" 
250 RETURN 
251 REM ************************************************AAAAAAAAA*AAAAAA*AAAAA 
252 REM * FIN DE PARTIE • 
253 REM *****************AAAAAAAAAAAA***A*******************AAAAA AAAAAAAA AAAAA 
254 LOCATE 8, 5: PRINT "FIN" 
255 LOCATE 9, 5 : PRI NT "PRESSEZ C TOUCHEJ" 
256 QQ$=INKEY$: IF QQ$="" THEN 256 
257 RUN 
258 REH *********AAAAAAA• *** *******AAAAAAAAAAAAA AAAAA AA AA AAAA AAAAAAAAAAAA AAAAA 
259 REM * DECLARATIONS A 

260 REM ********************************************************************** 
261 KEY OFF 
262 DIM GC 200), HC 1 00) 
263 CLS 
264 E=33 
265 F=66 
266 DATA 0, 0, a, 0, 0, 0, a, 0, 0, 0 
267 DATA 0, 1, -1, -1 5, -15 , -1 5, -15, -1, 2, 0 
268 DATA 0, -1, -1, -5, -5, -5, -5, -1' -1 , 0 
269 DATA 0, -1 5, -5, -1 2, -1 0, -1 0, -1 2, -5, -1 5, 0 
270 DATA 0, -1 5, -5, -1 0' 2, 1 • -1 O, - 5, -1 5, 0 
271 DATA o, -1 5, -5, -101 1 • 2, -1 0, -5, -1 5, 0 
272 DATA 0, -15, -5, -1 2. -1 0, -1 0, -1 2, -5, -1 5, 0 
273 DATA 0, -1. -1, -5, -5, -s, -5, -1, -1 • 0 
274 DATA 0, 2, -1 1 -1 5, -1 5. -1 5, -1 5, -1, 1 • 0 
275 DATA 0, 0, 0, 0, 0, 0, 0, 0, 0, 0 
276 RETURN 

OL 

LE CHATEAU MAUDIT 
Un jeu d'aventures textuel rigolo où il faut s'emparer 

de microfilms et sortir du château. 
Pas si facile, il y a des pièges partout ! Les dialogues se font 

sous la forme «VERBE À L'INFINITIF/COMPLÉMENT.» 

1 REMark ********************** 
2 REMark Le chateau-maudit 
3 REMark par J.M. PARMENTIER 
4 REMark ********************** 
100 DEFine PROCedure bounce 
110 WINDOW #1,512,256,0,0 
120 PAPER 0 
130 INK 7 
140 CLS 
150 CLS #0 
160 A$-"Le chateau maudit" 
170 JUGGLE - 4 
180 CSIZE 3,1 
190 FOR i-1 TO LEN(A$) 
200 Z$-A$(i) 
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210 IF Z$ ·" " THEN NEXT i 
220 INK 7 
230 FOR A~O TO 45 + RND(-JUGGLE TO 

JUGGLE) STEP 2 
240 BEEP 200, 30-A 
250 CURSOR 16*i+50,A 
260 PRINT Z$ 
270 NEXT A 
280 FOR T- 11 TO 1 STEP -2 
290 FOR y=l TO STEP 2 
300 CURSOR 16*i+50,A-y: PRINT ZS 
310 PAUSE T/15 : NEXT y 
320 FOR y=T TO 1 STEP -2 
330 CURSOR 16*i+50,A-y: PRINT Z$ 
340 PAUSE T/15 : NEXT y 



350 BEEP 400,T 
360 END FOR T 
370 END FOR i 
380 CSIZE 0 , 0 
390 CURSOR 150,lOO:PRINT 

"par J . M. PARMENTIER" 
400 PAUSE 10 
410 END DEFine bou•nce 
420 bounce:PAUSE 
430 PAPER l : CLS 
440 ini t .ial isation 
450 saisie 
460 GO TO 450 
470 DEFine PROcedure initialisation 
480 inv•O 

640 CLS:PRINl':PRINT 

490 RESTORE 
500 WINDOW #l,450,255 , 0 , 0:INK 7 :PAPER 0 
510 DIM N(28),s(28).e(28),o(28) 
520 DIM objet$(30,25) 
530 DIM article$(30,3),ob(30) 
540 FOR i=l TO 28 
550 READ N(i),s(i) , e(i ), o(i) 
560 NEXT i 
570 FOR i·l TO 30 
580 READ article$(i),objet$(i) 
590 NEXT i 
600 FOR i=l TO 30 
610 READ ob(i) 
620 NEXT i 
630 yzl4 

650 PRINT ''Bonjour, agent QL. 22. Votre mission est de retrouver un 
precieux microfilm que l'infame VAXON nous.a volé." 

660 PRINT "Nous savons qu'il est'caché dans le chateau de WEINDERBERG. 
Vous vous y rendrez donc et ne revenez que votre mission accomplie 
" 

670 PRINT:PRINT" 
. . . . BONNE CHANCE . . . . " 

680 PRINT:PRINT" signe:008" 
690 DATA 0,0,102,0,0,7,3,101,0,8,4,2,0,9,5,3,0,10,6,4,0,0,0,5,2,ll,0,0 
700 DATA 3,0,9,0,0,13,0,8,5,14,0,0,7,15,12,0,0,16,0,ll,9,17,14,0,10,0,0,13 
710 DATA ll,0,16,0,12,20,17,15,13,0,18,16,0,22,0,17,0,24,0,0,l6,25,21,0 
120 DATA o,o,o,20,10,21,o,o,o,o,24,o,19,o,2s,23,20,o,26,24,o,o,21,2s,22,o, 

128,26,0,0,0,127 
730 DATA "un","parchemin"."une","fiole","une","boite","un","bouton","un", 

"couteau", "un", "tournevis". "une", "armure", ••un", "coffre-bleu", "un", 
"coffre-rouge" 

740 DATA "un", ncoffre-vert", "un". "col lier", "une", "statuette", ••une", 
''tablette", "un"," livre", "une", "armoire", "une", "table" 

750 DATA "une". "chaise'', "une", "cassette", "un", "magnétophone", "une", 
"torche", "un", "briquet", "une'', "arquebuse", un", "microfilm", "un", "ecrin" 
,"un","piedestal" 

760 DATA "du", "sable", "un". "sac", "une", "chaussure", "une", "cheminee", "un"," 
lit" 

770 DATA 8.20,0,0,27,19,7,4,4,4, 23,2,6,21,13,10,10,0,21,24,8,22,0,l,l 
780 OAT~ 0,9,0,16,15 
790 re • O 
800 INPUT "que faites-vous ?",wwS 
810 IF wwSo "entrer'' THEN PRINT "impossible'': GO TO 800 
820 CLS 
830 PRINT "vous etes dans l'entree. ( No )" 
B40 END DEFine initialisation 
850 DEFine PROCedure saisie 
860 INPUT "que faites-vous ?",action$ 
870 IF LEN(action$)-1 AND action$<~"i" THEN deplacement 
880 IF action$•"i" 
890 PRINT ''vous avez:" 
900 FOR i · l TO 30 
910 IF ob(i)-50 THEN PRINT article$(i) objet$(i) 
920 NEXT i 
930 END IF 
940 IF LEN(action$)<~1 then action 
950 END DEFine saisie 
960 DEF PROCedure deplacement 
970 CLS 
980 IF action$•"n" AND N(y))O AND N(y)<29 THEN Y=N(y) 
990 IF action$ • "s" AND s(y)>O AND s(y)<29 THEN y=s(y) 
1000 IF action$ • "e" AND e(y)>O AND e(y)<29 THEN y=e(y) 
1010 II<' action$ • "o" AND o(y)>O AND o(y)(29 THEN y=o(y) 
1020 SELect on y • 
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1030 ON y~l 
1040 PRINT "Vous etes dans un donjon du chateau" 
1050 ON y 2 2 
1060 PRINT "Vous etes dans une antichambre" 
1070 ON y-3 
1080 PRINT "Vous etes dans une grande salle" 
1090 ON y-4 
1100 PRINT "Vous etes dans une crypte peinte en rouge" 
1110 ON y-5 
1120 PRINT "Vous etes dans un couloir. ( s E )" 
1130 ON y .. 6 
1140 PRINT "Vous etes dans une tour. ( o )" 
1150 ON y-7 
1160 PRINT "Vous etes dans un corridor. ( N s )" 
1170 ON y•8 
1180 PRINT "Vous etes dans une petite salle de garde. C N E )" 
1190 ON y-9 
1200 PRINT "Vous etes dans une chambre. ( OS )" 
1210 ON y-10 
1220 PRINT "Vous etes dans une salle a manger. (N S )" 
1230 ON y~ 11 
1240 PRINT 11 vous etes dans un long· couloir. (N SE )" 
1250 ON y-12 
1260 PRINT "vous etes dans une cuisine . ( 0 S )" 
1270 ON y .. 13 
1280 PRINT "vous etes dans la dependance d'une cuisine. ( N S E )" 
1290 ON ycl4 
1300 PRINT "vous etes dans l'entree. (NO)" 
1310 ON y=15 
1320 PRINT "vous etes dans la salle de reception. ( N E )" 
1330 ON y=16 
1340 PRINT "vous etes dans un grand corridor . CN S E 0 )" 
1350 ON y-17 
1360 PRINT "vous etes dans une chambre bleue. ( N E O )" 
1370 ON y =lB 
1380 PRINT "vous etes dans une chambre rouge. ( S 0 )" 
1390 ON y-19 
1400 PRINT "vous etes dans une petite antichambre . ( S ) '' 
1410 ON y-20 
1420 PRINT "vous etes dans un tunnel etroit . ( N ES )" 
1430 ON y =21 
1440 PRINT "vous etes dans un cul de sac. ( O )" 
1450 ON y~ 22 

1460 PRINT "vous etes dans une alcove. ( N S )" 
1470 ON y=23 
1480 PRINT "vous etes dans un donjon. ( E )" 
1490 ON y=24 
1500 PRINT "vous etes a un embranchement . ( N O E )" 
1510 ON y=25 
1520 PRINT "vous etes dans une salle de garde. ( N O E )" 
1530 ON y=26 
1540 PRINT "vous etes dans un petit couloir . ( E O )" 
1550 ON '/ =27 
1560 PRINT "vous etes dans une etranqe piece rouge. ( N O )" 
1570 ON y=28 
1580 PRINT "vous sentez l'air frais vous fouetter le visage ... la sortie!!! 

" 
1590 IF ob(23) 50 THEN PRINT ''mais vous n'avez pas lke microfilm ... 

minable ... ": ELSE PRINT "BRAVO" 
1600 STOP 
1610 END SELect 
1620 PRINT "vous voyez :" 
1630 FOR i·l TO 30 
1640 IF ob(i)•y THEN PRINT article$(i) objet$(i) 
1650 NEXT i 
1660 END DEFine deplacement 
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1670 DEFine PROCedure action 
1680 FOR i•2 TO LEN(action$)~1 
1690 IF action$(!)•" " 
1700 v$·action$(1 TO i-1) 
1710 o$-action$(i+l TO LEN(action$)) 
1720 i-LEN(action$)-1 
1730 END IF 
1740 NEKT i 
1750 x·O 
1760 FOR i • l TO 30 
1770 IF o$~objet$(i) THEN x-i 
l~~8 ~~XJ .6 1THEN PRINT "impossible" :GO TO 860 
1800 IF v$· ''prendre" 
1810 IF x•8 OR x•9 OR x•lO OR x-1~ OR x•l5 OR x-16 OR X•l7 OR x•25 OR x-29 

OR x .. 30 THEN PRINT "impossible":GO TO 860 
1820 IF ob(X)•50 THEN PRINT "vous l'avez deja !":GO TO 860 
1830 IF ob(x)o Y. THEN PRINT "je n ' en vois pas !":GO TO 860 
1840 IF (x~23 OR xs24) AND ob(26) 1 THEN PRINT . ''boooOOOOM, le piedestal 

etait pieqe ... BVE-BYE":STOP · 
1850 IF x - 26 AND ob(27)<>50 THEN PRINT "vous n'avez pas de recipient ~··:GO 

TO 840 
1860 IF inv<7 THEN ob(x)-50:PRINT "ok" : inv• inv+l 
1870 IF inv>6 THEN PRINT "vous etes trop charge !":GO TO 860 
1880 END IF 
1890 IF ~$-"poser" 
1900 IF ob(x)oSO THEN PRINT "vous ne l'avez pas !":GO TO 860 
1910 IF x- 26 THEN ob(27)cy 
1920 ob(x) • y :PRINT "okq:inv-inv-1 
1930 END IF 
1940 IF v$-qregarder" 
1950 IF ob(X)<)Y AND ob(x)050 THEN PRINT "je n'en vois pas !"GO TO 860 
1960 IF x- 7 THEN PRINT pvous voyez une boite dans l'armure . .. ":ob(J)-y:GO 

TO 860 
1970 IF x-3 THEN PRINT "il y a un bouton dessus . . . p: GO TO 860 
1980 IF x- 16 THEN PRINT "il y a tas de sable sur la table .. . " : ob(26) • y : GO 

TO 860 
1990 IF x - 29 THEN PRINT ''il y a une chaussure dans la cheminee ... ": ob(28) · 

y : GO TO 860 
2000 IF x · 13 THEN PRINT ''il y a ecri t : 'ne prenez ni le ciel. ni ia terre' 

" : GO 1'0 860 
2010 IF x-12 THEN PRINT "c'est un buste de cerbere ... ":GO TO 860 
2020 IF x•l THEN PRINT "il y a écrit : 'celui qui tourne trouvera"' : GO TO 

660 
2030 IF x-25 THEN PRINT "il est richem.ent sculpte": GO TO 860 
2040 IF x•30 THEN PRINT "il est defait depuis peu ... ":GO TO 860 
2050 IF x-28 THEN PRINT "il y a une cassette dedans ... ":ob(18)·y:GO TO 860 
2060 PRINT "il n'y a rien d'autre a dire ... " 
2070 END IF 
2060 IF v$•"ouvrir" 
2090 IF ob(x)<.>y AND ob(x)<">50 THEN PRINT "je n'en vois pas !"GO TO 860 
2100 IF x·3 THEN PRINT "elle saute a peine ouverte ... BYE-BYE":STOP 
2110 IF x-8 THEN PRINT "boooOOOOOOOM .... BYE-BYE":STOP 
2120 IF x-9 THEN PRINT "il y a une inscription a l'interieur: LA PREMIERE 

DIAGONALE EST LA MEILLEURE MAIS LA PLUS DANGEREUSE":GO TO 860 
2130 IF x•15 THEN PRINT "elle est vide .. . ":GO TO 860 
2140 IF x-10 THEN PRINT "un serpent sort du coffre et vous mord ... BYE-BYE'' 

: STOP , 
2150 IF x-24 THEN PRINT "il y a un MICROFILM a l'intérieur":ob(23)•y:GO TO 

860 
2160 IF x•l4 THEN PRINT "un mauvais sort envoutait ce livre ... BYE-BYE": 

STOP 
2170 PRINT "impossible" 
2180 END IF 
2190 IF v$-"tourner" 
2200 IF YC.> 2 OR x<> 12 THEN PRINT " impossible'': GO TO 660 
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2210 PRINT "une porte apparait a l'ouest":o(y)=l:e(l)=2 
2220 END IF 
2230 IF v$-"appuyer" 
2240 IF x-4 
2250 IF ob(3),'> 50 AND ob(3)<>Y THEN PRINT "impossible":GO TO 860 
2260 IF y 027 OR re•O THEN PRINT "c'est fait .. . '': GO TO 860 
2270 IF re-1 THEN PRINT "une porte s'ouvre a l'est ... ":e(27)·28 
2280 END IF 
2290 END IF 
2300 IF v$•"ecouter" 
2310 IF (ob(lB)-50 OR ob(l8)-y) AND (ob(l9)•50 OR ob(19)=y) THEN PRINT 

"une voix dit:mefier vous du berceau . .. ":GO TO 860 
2320 PRINT "etrange comme question ... " 
2330 END IF 
2340 IF v$•"boire" 
2350 IF (ob(2)·50 OR ob(2)-y) AND x-2 THEN PRINT "le liquide etait 

empoisonne ... BYE-BYE":GO TO 860 
2360 PRINT "impossible" 
2370 END IF 
2380 IF v$-"reparer" 
2390 IF x•3 AND (ob(6)·y OR ob(6)=_50) THEN PRINT "la boite est reparee . . . " 

:re-l:GO TO 860 
2400 PRINT "impossible'' 
2410 END IF 
2420 GO TO 860 

MASTERMIND 
Un jeu de réflexion classique qui vous invite à vous confronter 

à l'ordinateur. Puisque vous connaissez déjà 
les règles, sachez seulement que les formes proposées ici sont 

le rond, le carré, le triangle, la croix 
et le losange. Le premier paramètre affiché par la machine 

représente le nombre de formes bien placées, 
le second le nombre de formes mal placées. A tour de rôle, 

vous serez codeur ou décodeur. 

1 REMark ********************** 
2 REMark Le master mind 
3 REMark par J.M. PARMENTIER 
4 REMark ********************** 
100 DIM score (2) 
110 a$·"":FOR i•l TO 4:a$•a$ & RND (1 TO 5) 
120 WINDOW 511,255,0,0:CLS 
130 WINDOW 200,255,20,0:CLS:BORDER 3,7,0 
140 WINDOW #2,100,255,220,0:CLS #2:BORDER #2,3,0 
150 WINDOW #0,150,255,320,0 : CLS #O:BORDER #0,3,7,0 
160 CLS:CLS #2:FOR i=O TO 100 STEP 9 
170 LINE 0,i TO 200,i:LINE #2,0,i TO 100,i 
180 NEXT i 
190 FOR i·O TO 100 STEP 14 
200 LINE i,O TO i,100: 
210 NEKT i 
220 LINE #2,13,0 TO 13,100 
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230 AT #0,5,0:PRINT #0,"Mon score :" : PRINT #0, score(O) 
240 AT #0, 9, O: PRINT #0, ''Votre score : '' : PRINT #0, score C 1): coup=O 
250 REPeat boucle 
260 r$·"" 
270 FOR i-0 TO 3 
260 q$=INKEY$:IF q$·"" THEN GO TO 280 
290 IF q$a "c" THEN carre i, coup: r$=r$ & 1 
300 IF q$="r" THEN rond i,coup: r$-r$ & 2 
310 IF q$="•" THEN croix i,coup:r$•r$ & 3 
320 IF q$=''1" THEN losange i,coup:r$•r$ & 4 
330 IF q$= "t" THEN triangle i, coup: r$-r$ & 5 
340 IF q$ INSTR "cr+lt"=O THEN GO TO 280 
350 NEXT i 
360 we~test(a$ , r$) 
370 CURSOR #2,15 , 230-coup*22 : PRINT #2,JNT(we):CURSOR #2 , 60, 230-coup*22: 

PRINT #2,(we-INT(we))*lO: IF we=4 OR coup=lO THEN EXIT boucle 
380 coup=coup+l 
390 END REPeat boucle 
400 score(l)=score(l)+lO-coup 
410 sc : PAUSE:CLS : CLS#2 
420 FOR i=O TO 100 STEP 9 
430 LINE O, i TO 200, i : LINE #2 , 0,i TO 100,i 
440 NEXT i 
450 FOR i=O TO 100 STEP 14 
460 LINE i , O TO i,100: 
470 NEXT i 
480 LINE #2 ,13 , 0 TO 13, 100 
490 joue 
500 score (O )•score(O)+lO-p 
:,10 GO TO 160 
520 OF.F i ne FUNction test(bon$,essai$) 
530 LOCal z,b$,e$ : b$ ~ bon$:e$ =essai$ 
540 z =O 
550 FOR i=l TO 4 : IF e$(i) • b$(i) THEN z =z +l:e$(i) "'" ":b$(i) =" " 

·560 FOR i =l TO 4 
570 FOR j=l TO 4 : 11" e$(i) · b$(j) AND b$( j ) •t " THEN z - z+ . l:b$(j )= " ":es$ 

( l. ' " ,. 
J "' 

580 NEXT i 
590 RETurn z 
600 END DEFine 
610 DEFine PROCedure carre(c, k) 
6ZO FILL 1 
630 LINE c*14+4, k*9+3 TO c*14+4,k*9+7 TO c*14+8,k*9+7 TO c*14+8,k*9+3 
640 FILL 0 
650 END DEFine 
660 DEFine PROCedure triangle(c,k) 
670 FILL 1 
680 LINE c*14+4,k*9+3 TO c*14+6,k*9+7 TO c*l4+8,k*9+3 
690 FILL 0 
700 END DEFine 
710 DEFine PROCedure rond(c,k) 
720 FILL l:CIRCLE c*14+6, k*9+5,2 
730 FILL 0 
740 END DEFine 
750 DEFine PROCedure losanqe(c,k) 
760 FILL 1 
770 LINE c*14+4,k*9•5 TO c*l4+6,k*9+7 TO c*l4+8,k*9+5 TO c*l4+6 , k*9+3 TO 

c*14+4,k*9+5 
780 FILL 0 
790 END DEFine • 
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800 DEFine PROCedure croix(c,k) 
810 LINE c*14+4,k*9+5 TO c*14+8,k*9+5 
820 LINE c*14+6,k*9+3 TO c*14+6,k*9+7 
830 END DEFine 
840 DEFine PROCedure joue 
850 p~O:DIM esd$(10,4),repo(l0) 
860 FOR ii-1 TO 5 
870 FOR jj•l TO 5 
880 FOR kk=l TO 5 
890 FOR 11=1 TO 5 
900 a$-ii & jj & kk & ll:flag· O 
910 IF p·O THEN GO TO 950 
920 FOR msl TO p 
930 IF ABS(test(a$,esd$(m))-repo(m)))5E-4 THEN flag~l:mcp 
940 NEXT m 
950 IF flag(>l THEN aff:IF rr =4 THEN GO TO 970 
960 NEXT ll:NEXT kk:NEXT jj:NEXT ii 
970 END DEFine 
980 DEFine PROCedure SC 
990 AT #0.6,0 : PRINT #0. scorecoi 
1000 AT #0.10,0:PRINT #0,score(l) 
1010 END DEFine 
1020 DEFine PROCedure aff 
1030 FOR u~l TO 4 
1040 IF a$(u)=l THEN carre u-1,p 
10~0 IF a$(u)=2 THEN rond u-1 , p 
1060 IF a$(u) =3 THEN croix u-1,p 
1070 I~ a$(u)•4 THEN l osange u-1 , p 
1080 IF a$(u) ~ 5 THEN triangle u-1,p 
1090 NEXT u:p=p+l 
1100 CURSOR #2,15,230-(p-1)*22 : INPUT #2,rr:CURSOR #2,60,230-(p-1)*22:INPUT 

#2,qq 
1110 repo(p) =rr+qq/10:esd$(p) • a$ 
1120 END DEFine 

LE COMPTE EST BON 
Pour tous les matheux ou ceux qui ont besoin de progresser 

en calcul mental, voilà un exercice 
utile, mais non moins amusant, à tester en famille ... 

100 REMark ************************ 
110 REMark le compte est bon 
120 REMark par J.M. PARMENTIER 
130 REMark ************************ 
140 ms=O : vs=O 
150 DIM a(l.00) 
160 WINDOW 511,255, 0,0:PAPER O:INK 'l:CLS 
170 CSIZE 3,l:AT 5,5:PRINT "LE COMPTE EST BON" 
180 CSIZE l,O:AT 20, 20 : INPUT "Votre Niveau (3 a 0) : ";niv 
190 IF niv 0 OR niv 3 THEN GO TO 180 
200 CLS : WINDOW #0, 511,35 . 0 , 0:BORDER #0,2, 7 , 0 : INK #0, 7:PAPER #0,3:CLS #0 
210 CS IZE #0, 1, 0: PRINT #0, '' MON SCORE VOTRE 

SCORE" 
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220 score 
230 OPEN NEW #3,scr 22x22a200xlOO:OPEN NEW #4,scr 22x22a222xlOO:OPEN NEW #5, 

scr_22x22a244xlOO:CLS #3:CLS #4:CLS #5:INK #3-;7:INK #4 , 7:INK #5,7:CSIZE 
#3,2,l:CSIZE #4,2,l:CSIZE #5,2,l 

240 BORDER #3,l,7:BORDER #4,l,7:BORDER #5,1,7 
250 WINDOW #2,5ll,30,0,200:INK #2,0:PAPER #2,7 : BORDER #2,1,7,0 
260 CLS #2 
270 FOR i=l TO B:LINE #2,1*170,0 TO 1*170,600 
280 tire 
290 CSIZE #2,2,l:FOR i=l TO 8:AT #2,0,i*5-3:PRINT #2,a(i):PAUSE 50 
300 trouve a 
310 chiffre$•s+RND(-niv TO niv):r•chiffre$ 
320 PRINT #3,chiffre$(1) 
330 PRINT #4,chiffre$(2) 
390 PRINT #5,chiffre$(3) 
400 PAUSE 1700 
410 AT 5,lO:INPUT "votre resultat :";es 
420 AT 6,lO:PRINT "mon resultat :";s 
430 IF ABS(es-r)( =ABS(s-r) THEN PRINT " Bravo, expliquez vous ... ": 

PAUSE lOO:expl a,es:GO TO 200 · 
440 PRINT" Je gagne car . .. " 
450 PAUSE 100 
460 CLS:AT 5,5:PRINT s;" • ";w$:PAUSE 
470 IF s-r .. o THEN ms-ms•6:ELSE ms•ms+4 
480 GO TO 200 
490 DEFine PROCedure trouve (a) 
500 g .. Q 
s10 wS="" 
520 FOR i·l TO 8 
530 wsRND(l TO 4) 
540 SELect ON w 
550 ON w .. 1 
560 s .. s+a(i):w$•w$ & "•" & a(i) 
570 ON w"'2 
580 s=s*a(i):w$•w$ & "*" & a(i) 
590 ON w .. 3 
600 IF s>a(i) THEN s•s-a(i):w$-w$ & "-" & a(i):ELSE GO TO 530 
610 ON w•4 
620 IF s/a(i)=INT(s/a(i)) THEN s-s/a(i):w$-w$ & "/" & a(i):ELSE GO 

TO 530 
END SELect 630 

640 FOR j•l TO i:IF s•a(j) THEN w$• " " & a(j) 
650 NEXT i 
660 IF s<l03 OR s~997 THEN GO TO 500 
670 IF w$(1)•"*" OR w$(1)·"/" 
680 m="•" INSTR w$:n·"-" INSTR w$ 
690 IF (m<n AND m<>O) OR nDO THEN w$-w$(m TO) 
700 IF (n<m AND n~~O) OR m•O THEN w$-w$(n to) 
710 END IF 
720 W$•w$(2 TO) 
730 END DEFine 
740 DEFine PROCedure tire 
750 q$-"111222333444555666777888999aaabcde" 
760 FOR i•l TO 8 
770 r·RND(l TO 34) 
780 IF r<28 
790 a(i)·q$(r) 
800 ELSE 
810 IF q$(r)c"a" 
820 IF q$(r)•"b" 
830 IF q$(r)•'tc" 
840 IF q$(r),.,ttd" 

THEN a(i)•lO 
THEN a(i)-25 
THEN a(i)-50 
THEN a(i)-75 

....._~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~-
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850 IF q$(r)-"e" THEN a(i) • 100 
860 END IF 
870 NEXT i 
880 END IF 
890 END DEFine 
900 DEFine PROCedure score 
910 AT #0,2,lO:PRINT #O;FILLSC"O" ,4-I.ENCms)) & ms:AT #0,2,51:PRINT #0,FILL$ 

("0".4-LEN(vs)) & vs 
920 END DEFine 
930 DEFine PROCedure expl(a,es) 
940 CLS:j=B : erreur=O 
950 FOR i-1 TO B:PRINT a(i);" ..... ";NEKT i:PRINT:PRINT 
960 REPeat boucle 
970 f lag•O 
980 PRINT" ";:INPUT d;:PRINT" 
990 FOR i=l TO j 

,, . 
, 

1000 IF d=a(i) THEN a(i) •O:flag =l: i=j 
1010 NEXT i 
1020 IF f lag=O THEN PRINT " ERREUR":erreur=lEXIT boucle 
1030 INPUT E$; PRINT " "; 
1040 f lag =O 
1050 INPUT f; 
1060 FOR i=l TO j 
1070 IF f=a(i) THEN a(i)=O:flag • l:i =j 
1080 NEXT i 
1090 IF flag · O THEN PRINT " ERREUR'' : erreur= l: EXIT boucle 
1100 IFE$<>''+'' .l\ND ES<->"-" AND ES< >"* " ANDE$<>" / " THEN PRINT" 

REUR":erreur • l:EXIT boucle 
1110 IFE$=''+'' THEN res"'d+f: j=j+l : a(j)~res 
1120 IF ES-"*" THEN res =d*f : j=j+l:a(j )u res 

ER 

1130 IF ES=".'" AND d / f .. INT(d/ f) THEN res • d / f:j ,.. j+l:a(j)=res : IF resOINT ( r e s ) 
THEN PRINT " ERREUR"erreur=l:EXIT boucle 

ARENE 2024 
Ce jeu permet de s'initier à la programmation de manière 

ludique. Deux robots doivent s'affronter 
dans une arène. Mais avant tout, il vous faudra les créer 

grâce à un mini-langage de programmation avancé. 
Le menu, sous forme d'icônes, permet une utilisation aisée. 

1 REMark ********************** 
2 REMark Arene 2024 
3 REMark par J.M. PARMENTIER 
4 REMark ********************** 
100 DIM prgm$(100.2,200) 
110 CSIZE l,O:CSIZE #0,l,O:CSIZE #2.1,0 
120 WINDOW 512,255,0,0:PAPER O:CLS:PAPER 7 : INK 0 
130 WINDOW #2.470,170,0,40 
140 WINDOW 470, 40,0, 0 : BORDER 2,0, 7 : 80RDER #2,2,?:INK #2,7:PAPER #2.0:CLS 

#2 
150 CLS 
160 WINDOW #0.470,40,0,210: INK #0,7 : PAPER #0,0:BORDER #0. 2, 7.0 
170 q•ask("Editer" , "Charger","Sauver","Jouer" , "Fin") 
lBO SELect ON q 
190 ON q•l : proq 
200 ON q•2:char 
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210 ON q•3:sauv 
220 ON q•4:joue 
230 ON q•5:fin 
240 END SELect 
250 GO TO 170 
260 DEFine PROCedure prog 
270 CLS #2 
280 INPUT #2,"Nom du robot a editer: ",nom$ 
290 IF nom$-prgm$(0,0) THEN robot•O 
300 IF nom$-prgm$(0,l) THEN robot•l 
310 IF nom$~> prgm$(0, 0) AND nom$ <>prgm$(0, 1) 
320 INPUT #2,"Robot no l ou 2? ",robot 
330 IF robot <>1 AND roboto2 

THEN GO TO 320 
340 robot~robot-1 

540 END DEFine 
550 DEFine PROCedure modif 
560 INPUT #2,"Ligne :",ligne 
570 PRINT #2 , progm$(ligne,robot) 
580 INPUT #2,a$:IF a$c>"" 

THEl'! _prg~S c pgne,"robot) ·aS 
590 END DHFine 
600 DEFine PROCedure creer 
610 CLS #2 
620 FOR i•l TO 99 
630 PRINT #2,i;:INPUT #2,prgm$(i,robot) 
640 IF prgm$(i,robot)•" 11 THEN i-99 
650 NEXT i 
660 END DEFine 
670 DEFine PROCedure char 

350 prgm$(0,robot)•nom$ 
360 creer:END IF 

660 CLS #2:INPUT #2,"Nom du fichier · : ~,nomS 
690 OPEN IN #3, "mdvl " &. nom$ & " l '' 
700 OPEN-IN #4,"mdvl-" &. nom$&. "=2" 370 CLS #2 

380 w•ask("Liste","Modif","Créer" ,"Fin"," ") 
390 SELect ON w . 
400 ON w- l:liste 
410 ON w· 2:modif 
420 ON w· 3:creer 
430 ON w•4 : GO TO 460 

710 FOR Î•O. TO 99 -
720 INPUT #3,prqm$(i,0) 
730 INPUT #4,·prqm$ ( i, 1) 
740 NEXT i 
750 END DEF.ine 
760 DEFine PROCedure sauv 

440 ON w•S : GO TO 380 
450 END SELect :GO TO 360 
460 END DEFine 

770 CLS #2:iNPUT #2,"Nom du fichier :",nom$ 
780 OPEN NEW #3,"mdvl " & nom$ & "1" 
790 OPEN-NEW #4, ''mdvl-" & nom$ & "=2" 

470 DEFine PROCedure liste 
460 CLS #2 
490 FOR iEl TO 99 
500 IF prgm$(i,robot)~"" THEN i;99:CO 1'0 530 
510 PRINT #2,i,prgm$(i,robot) 

600 FOR Î·O TO 99 -
810 PRINT #3,prgm$(1,0) 
620 PRINT #4 , prgm$(i,l) 
830 NEXT i 
840 END DEFine 

~20 PAUSE 
530 NEXT i 

850 DEFine FUNction ask(al$ , a2$ ,a3$,a4$ ,a5$) 
660 LOCal x:LOCal y 

870 CLS 
880 LINE 0,45 TO l000,45 : FOR i~l TO 1000 STEP 200:LlNE i,0 TO i,45 
890 AT 2,2:PRINT a1$:AT 2,14 : PRINT a2$ : AT 2,27:PRINT a3$ 
900 AT 2,37:PRINT a4$;AT 2,49:PRINT a5$ 
910 x-o 
920 AT O,x:PRINT " " 
930 y=x+(KEYROW(l)•16 AND x <56)-(KEVROW( l) · 2 AND x>O) 
940 IF KEVROW(1)•64 THEN 
950 SELect ON y 
960 ON y•O TO 11 
910 RETurn 1 
980 ON y•l2 TO 22 
990 RETurn 2 
1000 ON y•23 TO 33 
1010 RETurn 3 
1020 ON y-34 TO "44 
1030 RETurn 4 
1040 ON y: 45 TO 56 
1050 RETurn 5 
1060 END SF:Lec t 
1070 END IF 
1080 IF y•x THEN GO TO 930 
1090 AT O,x:PRINT" ":x-y:GO TO 920 
11 OO END DEF i ne 
1110 DEFine PROCedure joue 
1120 WINDOW #2,250,147,80,50 
1130 BORDER #2,3,7 

Commentaires : 
Liste des mots compris : 
av : fait avancer le robot dans la dernière direction suivie. 
goto : suivi d'un numiro de ligne, y envoie le programme. 
td : fait pivoter le robot à droite. 
tg : fait pivoter le robot à gauche . 
if mur : le programme e1ticute les lignes sutvantes Ousqu'à •end If•) si le robot 
rencontre un mur. 
II scan : comme • 1f ~ur •, dans le cas où l'aulre robot est à portie de tir du 
premier. 
end If : fin d'une commande •If"· 
suit : dirige le robot vers. lautre. 
luit : fait fuir le robot. 
tire : fait perdre 30 unités d'inergie à l'autre rObol si celul·ci est à moins de 
deu1t cases. 
Chaque action use de l'inergle du robot. 

1140 CLS #2:CLS: AT 0,0:PRINT prgm$(0,0) : AT 0,40:PRINT prgm$(0,l) 
1150 DIM x(2) , y(2),dx(2),dy(2),ax(2),ay(2),co(2),p(2),table(28,13) 
1160 FOR i·O TO 1: x(i)•RND(O TO 26):y(i)•RNDCO TO 13):ax(i)•x(i):ay(i) -

. y(i) : p(i)-999 
1170 FOR i•O TO l:AT #2,y(i) , x(i):PRINT #2,1+1 
1100 co(l)•l:co(O)•l : r-l:dx(O)·l:dx(l) • l:dy(l)•O:dy(O)·O 
1190 REPeat progranune 
1200 r•-r+l 
1210 z$-prgm$(co(r),r) 
1220 IF zS-"av" 
1230 IF (dx(r)•l AND x(r)(28) OR (dx(r)•-1 AND x(r))O) OR (dy(r)•l AND 

---
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y(r)<l3) OR (dy(r)•-1 AND y(r)>O) THEN x(r)•x(r)+dx(r):y(r)•y(r)+dy 
(r):p(r)•p(r)-10 

1240 GO TO 1650 
1250 END IF 
1260 IF z$(1 TO 4)-rgoto" 
1270 co(r)-z$(6 TO 8) 
1280 GO TO 1700 
1290 END IF 
1300 IF zS•"td" 
1310 p(r)•p(r)-10 
1320 IF dx(r)()0 THEN dy(r)•dx(r):dx(r):dx(r)•O:GO TO 1650 
1330 IF dy(r)<)O THEN dx(r)·-dy(r) : dy(r)•O : GO TO 1650 
1340 GO TO 1650 
1350 END IF 
1360 IF zS·"if mur" 
1370 IF dx(r)•l AND x(r)•28 OR dx(r)·-1 AND x(r) - 0 OR dy(r)•l AND ytr)·13 

OR dy(r)•-1 AND y(r)•O THEN GO TO 1650 
1380 FOR 9-co(r) TO 99:IF prgm$(g,r)·"end if" THEN co(r)•g:GO TO 1650 
1390 END IF 
1400 IF zS•"tg" 
1410 p(r)•p(r)-10 
1420 IF dx(r)<) 0 THEN dy(r) ·-dx(r)": dx(r) •0: GO TO 1650 
1430 IF dy(r)<)O THEN dx(r)•dy(r):dy(r)·O:GO TO 1650 
1440 END IF 
1450 IF zS·"suit" 
1460 p(r)•p(r)-20 
1470 IF ABS(x(-r•lj - x(r)) ABS(y(-r•l)-y(r)) THBN dy(r) • sqn(y(-r+l ) -y ( r)) 

dx(r)~O:ELSE dx(r)•sgn(x{-r+l)-x(r)) : dy(r)-0 
1480 GO TO 1650 
1490 END IF 
1500 IF z$·"fuit" 
1510 p(r)•p(r)-20 
1520 IF ABS(x(-r+l)-X(r)))ABS(y(-r+l)-y(r)) THEN dx(r)·-sgn(X(-r+l)-X(r)) 

:dy(r)•O:ELSE dy(r)·-sgn(y(-r•l)-y(r)):/dx(r)•O 
1530 GO TO 1650 
1540 END IF 
1550 IF z$·"1f scan" 
1560 p(r)•p(r)-2 
1570 IF SQRT((x(-r+l)-x(r))A2+(y(-r+1)-y(r))~2>1 THEN FOR z•co(r) TO 99:IF 

prgm$(z,r)·"end if" THBN co(r)•z:GO TO 1650 
1580 GO TO 1650 
1590 END IF 
1600 IF z$-"t1re" 
1610 p(r)•p(r)-20 
1620 IF SQRT((X(-r+l)-x(r))A2+(y(-r+l)-y(r))A2) <· 1 THEN p(-r+l)-p(-r+l)-

30 
1630 GO TO 1650 
1640 END IF 
1650 co(r)•co(r)+l:FOR 1•0 TO l:AT #2,ay(i),ax(i):PRINT #2," " 
1660 FOR 1•0 TO l:~T #2,y(1),x(i):PRINT #2.i+l:IF table(x(i),y(i))·l THEN 

table (x(i),y(i))•O:p(i)·p(i)-100 
1670 FOR i-0 TO l:ay(i)•y(i):ax(i)•X(i) 
1680 FOR i•O TO l:AT 2,1*40:PRINT FILL$("0",4-LEN(p(i))) & p(i):AT 2, 1*40+ 

7:PRINT ~ ":AT 2,i*40+7:PRINT prgm$(co(i),i) 
1690 IF p(r)<nO OR P(-r+l)<•O THEN EXIT programme 
1700 END REPeat programme 
1710 PAUSE:GO TO 110 
1720 DEFine FuNction sgn(p) 
1730 IF p•O THEN RETurn 0 
1740 RETurn p/ABS(p) 
1750 END DEFine 
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WORM 
Faites déjeuner le petite chenille cybernétique 

tout en évitant les nombreux écueils. 
Les flèches de votre clavier permettent le déplacement. 

100 REMark ************************ 
110 REMark PAR J.M PARMENTIER 
120 REMark ************************ 
130 pres 
140 flag-o:p•lO~long•l:i•l:CSIZE #0,2,l:INK #0,7 
150 CLS #O:PRINT #0," SCORE":score =O:sc 
160 WINDOW 470,200,0,0:INK 7:PAFER O:BORDER 5,7 
170 CLS 
180 DIM an(1000,2) 
190 DIM tab(60,60) 
200 FOR j-1 TO p 
210 a•RND(l TO 48) :b•RND(l TO 20) :tab(a,b)=2:BLOCK 9,9,a*9,b*9,3 
220 a•RND(l TO 48) :b•RNDCl TO 20) : tab(a,b)·l:BLOCK 9,9,a*9,b*9,7 : BLOCK 5,5 

,a*9+2,b*9+2,0 
230 NEXT j 
240 joue 
250 IF flaq=l THEN flag=O:p·p*2 : CLS : GO TO 190 
260 CLS:AT 10,lO:PRINT "score :";score 
270 PAUSE:PAUSE:PAUSE : RUN 
280 DEFine PROCedure joue 
290 SDATE 1986,7,l,0,0,0: i=long+l 
300 dx 0 l:dy-O 
310 BLOCK 9,9,an(i,l) ,an(i,2) ,?:IF KEYROW(l)<)64 THEN GO TO 310 
320 REPeat boucle 
330 IF KEYROW(l)•2 THEN dx=-l:dy=O 
340 IF KEYROW(1) · 16 THEN dx• l:dy=O 
350 IF KEYROW(l) =4 THEN dx=O:dy · -1 
360 IF KEYROW(l) =l28 THEN dx• O:dy=l 
370 i=i+l:IF i-1000 THEN i=long : FOR j=lOOO-long TO 999:an(j+long-999,l)= 

an(j,l):an(j+long-999,2)-an(j,2) 
380 an(i,l)=an(i-1,1)+9*dx:an(i,2)=an(i-1,2)•9*dy 
390 BLOCK 9,9,an(i~long,l),an(i-long,2),0 
400 tab(an(i-long,l) / 9,an(i-long,2)/9)·0 
410 IF an(i,1)< 0 OR an(i,2)<0 OR an(i,2)) 180 OR an(i,l ) >441 THEN BEEP 

10000,200:EXIT boucle 
420 IF tab(an(i,l)/9,an(i,2)/9)=1 THEN BEEP 10000,200:EXIT boucle 
430 IF tab(an(i,l) / 9, an(i,2) / 9)=2 THEN long-long+l:BEEP l00,20:score=score+ 

lO:sc 
440 tab(an(i,l)/9,an(i,2) / 9)·1 
450 BLOCK 9.9,an(i,l),an(i,2),7 
460 w$ =DATE$:IF w$(17)-1 THEN flag•l :EXIT boucle 

470 END REPeat boucle 
480 END DEFi.ne 
490 DEFine P~OCedure se 
500 AT #0,l,16:PRINT #0.score 

550 CLS 

510 END DEFine 
520 DEFine PROCedurc pres 
530 WINDOW 511 ,255,0, 0 
540 INK 7:PAPER 0 

560 CSIZE 3,l:AT 5,5:PRINT" .... WORM ••.. '' 
570 CSIZE 0,0 
580 AT 20, 10 : PRINT "PRESSER UNE TOUCHE'': PAUSE: CLS 
590 END DEFine 
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SPECTRUM 

QIX 
L'écran de votre ordinateur est envahi de vecteurs 
qui se déforment et se déplacent en tous sens. 

Usez de ruse et prévoyez leurs mouvements car votre mission 
est de les encercler sans les toucher ... 

Vous utiliserez pour réaliser les «lassos» les touches 5 6 7 8. 

1.1. i :x. 

1 REM ecrit Par m.v.elias .. et P~aufine Par erick c~b~r t? 
2 GO ~:;UB 8ü0€1 
5 LET k=5 
f. LET ..-1i=l 

10 REM *********************** 
11 REM FOOL-LINE But du .i eu 

dre le- ::.c:ore- d!E' 150 Points et ceci 
f ü l li:;·. 

r·::-e1..•.r·:=. ( 5 .1 ·6 .' 7 .. ::: > 
15 REM *********************** 16 REM touche 0 Pour rePartir 
20 BORDER 0 : PAPER 0 : INK 6 
:30 CLS 
:35 I t~K 5 : F'LOT 1 ~1 .. 15~> DPAW 2:35 .. 0 = C>~'.Al .. J 

(1 ,. -1. 4~'..1 : r•PAl·I ·<~·35 .• 0 : [:oPf'M (3 .· 1 •iCJ 

40 REM *********************** 
45 REM initialisation des 

Uti l i::=er l>:.=·:~. 

66 L.ET •]==:245 
67 LET ·;.=10 
68 LET q::0 
69 L.ET 1 •• .1=0 
7(1 LET f =0 
71 LET e=t1 
7:::~. L.ET .. r == 1 
74 LET :;.•::=0 

LET t .::l't 

flttein 
touch~r la li9~e 

CU 

46 REM variables 
75 
8ü 

100 
1 (11 
102 
105 
110 
120 

PRI~ff AT 1.• 2~1.i INK 2; "NIVEAU:" .i ni 

50 REM *********************** 
60 LET x=INT (RNDt210)+20 
61 LET ~=INT CRND*l30)+20 
62 LET xl=INT (RND*210)+20 
63 LET ~1=INT (RNDî130)+20 
64 LET h=150 
65 LET b=10 122 

REM *********************** REM Routine PrinciPal~ 
REM *********************** INK 5 
GO SUB 1000 
GO SUB 3~300 
LET t=0 

123 PRHH AT 1 .. 5; INI< 2; OVER 0> "SCORE: 11
; se .• 11 

'' 

124 IF sc>~ts~ THEN GO TO 5000: REM test record 
199 PLOT x .. ~= DRAW xt-x,~1-~ 
200 GO TO 100 

1000 REM *********************** 
1005 REM test clavier 
1010 REM *********************** 
1020 IF HUŒ'l$="6" THEN LET h=h-2 : LET ::.c=:;.o::+1 : GO ~;l.JB ~:ü2ü 
1 ~:J3~3 1 F I ~·~l<E'r'$= Il 7" THEN LET b=b+2: LET so:=::.c+ 1 : GO ::::uE: 20:::~~ 
1040 IF H~l<EY$="8" THEH LET 9=·~+2 : LET ~.c==.c+l = GO ·:;UE: 2t14ü 
1 ~)50 IF I NKEY$= "5" THEN LET d=d-2 : LET ;.;.c=:::.c+ 1 : GO ·31JE: ~:'.0~5ü 
1055 IF It4KE'l$=" 0" THEt·~ GO TO 1 
109~3 RETU~'. t~ 

2000 REM *********************** 
2005 REM ~fficha9e des limites 
2006 REM du terr~in 

2010 REM *********************** 2020 LET t=6 : PLOT 9,.h: DRAW 255-(255-d)-g,0: RETLJRN 
2030 LET t=7 : PLOT 9 1b : DRAW 255-( 255-d)-9,0 = RETURN 
2040 LET t=8 : PLOT 9 ,b : DRAW 0 , 175-(175-h)-b : RETURN 
2050 LET t=5: PLOT d,b : DRAW 01175-(175-h)-b : RETURN 
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3000 REM *******************l*** 
3005 REM calcul des coordonn~es 
3006 REM d~ la droite 
3010 REM **~******************** 
3019 LET x=x-Ck AND q=1) 
3020 LET x=x+<k AND q=0) 
3021 IF ::<+k >.=d THEN LET q:::1: IF t=5 THEN GO SIJB 4000 
3022 IF x-k<=9 THEN LET '=1=0: IF t=-8 THH~ GO SUB 4000 
3023 LET ~=~-Ck AND w=t): IHK 4: 
3024 LET ~=~+( k AND IJ,•=0) 
3025 IF y+k>=h THEN LET w=t: IF t=6 THEN GO SUB 4000 
3026 IF ~-k<=b THEN LET w=0 = IF t=6 THEN GO SUB 4000 
3027 LET x1=x1-Ck AND e=l) 
3028 LET xl=xl+Ck AND e=0) 
3029 IF xl-k(=9 THEN LET e=0= IF t=8 THEH GO SUB 4000 
3030 IF xt+k>=d THEN LET ~=1= IF t=5 THEN GO SUB 4000 
3031 LET Y1=Y1-(k AND f=0> 
3032 LET Y1=~1+(· k AND f=l) 
3033 IF ~l+k >=h THEN LET f=0 : IF ta6 THEN GO SUB 4000 -
3034 l F Y 1-1< < =b THEN LET f::: 1 : IF t=7 THE~~ GO ~31J8 4(100 
3090 PLOT x , ~ : DRAW x1-x,y1-y 
:3 1 ~10 RETIJF.:N 
3110 REM*********************** 
3115 REM test collision 
3120 REM *********************** 
3130 REM MALUS 
4000 REM *********************** 4010 IF x>=d OR x<=9 OR ~ >=h OR ~ < =b OR x t >=d OR x 1<=9 OR ~ t >=h np ~ 1 < =b THEN G0 

TO 4015 
4011 RETURt·~ 
4015 PLOT X J~ ' DRAW xl-x,~1-~ 
4020 LET sc=sc-INT CRND*20)= IF sc<0 THEN LET sc=0 
4030 FOR f= 1 TO 30 : BORDER 0: BORDER 1 : BORDER t1 : BORDER 2 : BOF-'. C•ER ü : E:EEP . OO:~~ . 
f: HEXT f 
4040 PLOT x , ~ : DRAW x1-x,~1-~ 
40!50 RETURH 
5000 REM *********************** 5005 REM BRAAVOOO! 
5010 REM *********************** 5020 CLS : FOR f=l TO 20 : F'RINT AT 10,12.: INK f /3 .: "BRAVOt ": J:::F.EP JH , f : t·~D<T f 
5030 FOR f=l TO 100: NEXT f 
5040 1-ET k =k +5 
5045 LET ·ni =ni +1 
5050 GO TO 20 
8000 REM Pres~ntation 
§~r-il ~ LET i:u ~~ 1 : v.~11-1RtiER 0 : PAPER 0: CLS ,_, _ _ LET q 1 .. q l .. 
8015 PRIHT AT 12 .. 8 .: It~I< ~ ix.: .. _ • • ... 
8016 PRINT AT 1::: . :-::: INK '=li xj ... • • • •

11 

8017 PRINT AT 14.• 8 .: INK <:J ix.; 11
• • • ... 

8018 PR I NT AT 15 .. 8 _; It~K q ; '< ; 
11 

• • • • ... 

8019 PR ItH AT 16, 8 ; It~K q i x .• 11 
' • • 

8050 IF qix=7 THEN LET qi x=l 
806~1 IF 1NKEY$= 11 

" THEN GO TO 8013 
8065 GO TO 5 
9998 REM li9ne sauve9arde 

' 9999 SA'v'E "'=! i:x:" LINE 1 

----

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~ 
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SPECTRUM 

TRONIX 
Chevauchant votre moto photonique, vous devez lutter contre 

votre ennemi mortel, motorisé lui aussi. 
Le sillage laissé par les deux motos est mortel pour l'un 

comme pour l'autre. Se joue au joystick 
(si vous possédez une interface AGF ou Protek) ou au clavier 

(utiliser les touches 5678 ou T Y U 1). 

tronix 14/6/86 

1 REM Joueur ~:5678 
2 REM Joueur b:t~ui 
3 BORDER 0 1 PAPER 0: INK 4 : CLS 
4 FOR f=USR 11 a 11 TO USR 11 r,1 11 +7 
5 READ user= POKE f,user 
6 NEXT f 
7 GO SUS 2000: CLS 
9 INK 6 : FOR f=0 TO 31: PRINT AT 0, f; 11 C11 

,; AT 21.· f .: "G" : NE>=:T f = FOR f=.:i.;:1 TO :2 1 = 

PRINT AT f ... 0; 11 I";.AT f,31; 11 ~ 11 = NEXT f 1 PRINT AT 0)0;"E;".•AT 0 ,:3t;'1D" .dH 21. .. J'.:1 .: " H" .: R 
T 21, 31; "F11 

10 LET a=20: LET b=l4= LET c•20• LET d=16 
15 LET P1=0= LET P2=0: LET P3=1: LET P4=0 
16 LET m1=0 = LET m2=0: LET m3=1: LET m4=0 
17 LET z=0= LET x=0 
20 PRINT AT a, b; INK 2> 11 A 11

; AT c, di INK 1 .; "i=t" 
21 FOR f=9 TO 0 STEP -1: PRINT AT 12115; INK 7; f : BEEP .2 , f• NEXT f: PRINT AT 

12115; 11 
Il 

25 IF Ir~KE\tS= 11 S 11 THEt~ GO SUB 200 1 LET P 1=1 
27 IF Pl=l THEN GO SUB 310• GO sue 510: GO SUB 1000 
30 IF IHKEYS= 11 t" THEN GO sue 220 1 LET 1'1'11=1 
33 IF ml=l THEN GO sue 320 1 GO SUB 700 1 GO SUB 1000 
40 IF INKEY$= 11 611 THEN GO SUB 200• LET P2=1 
45 IF P2=1 THEN GO sue 33~· GO SU8 500: GO SUB 1000 
50 IF I HKEY$= 11 :::! Il THEN GO sua 220 1 LET m2= 1 
55 1 F rr12= 1 THEN GO SLIB 365 : GO SUB 700 : GO SUE: 100~1 
60 IF INKEY$= 11? 11 THEN GO sue 200• LET P3=1 
65 IF P3=1 THEN GO sue 305 1 -GO SUB 500: GO SUB 1000 
70 1 F 1NKEYS= 11 u·11 THEN GO SUB 220 • LET rr13= 1 
75 IF m3=1 THEN GO SUB 315: GO sue 700: GO SIJB 
80 IF I NKE~($= Il 8 Il THEN GO sue 200 1 LET p 4= 1 
85 IF P4=1 THEN GO sue 360: GO SUB 500 1 GO SIJB 
90 IF INKEY!li= 11 i 11 THEN GO sue 220= LET rti4=1 
95 IF 1'1'14=1 THEN GO sue 370 1 GO SUB 700 : GO SUB 

100 GO TO 25 
200 REM reinitialisation claPet:a 
205 LET P1=0: LET P2~0• LET P3=0• LET P4=0: 
220 REM reinitialisation claP~t·b 
225 LET ml=0• LET m2-=0• LET rti3=0• LET m4=0= RETIJRH 
300 REM decr~m~nt 
305 LET aca-1= RETURN 
310 LET b•b-1• RETURN 
315 LET c=c-1: RETURN 
320 LET d=d-1 : RETURN 
350 REM incre~~nt 
355 LET .a.~a+l 1 RETURN 
360 LET b=b+t: RETURH 
365 LET c=c+l= RETURN 

-~.·. ~" .. : ... , '----------------------. ,,. .. ) --------------
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370 LET d=d+l= RETURN 
500 REM test collision Joueur a 
510 IF ATTR Ca1b><>4 THEH LET z=~· LET x=b= GO SUB 5000= GO TO 6512 
515 RETURN 
700 REM t~st collision Joueur b 
705 IF ATTR <c1d><>4 THEN LET z=c= LET x=d: GO SUB 5000: GO TO 6707 
710 RETURN 

1000 P~'.INT AT a.1 b; INK 2; "A"; AT C1 d; It~K 1; "A" : RETURH 
1500 REM redefinition CHRS 
1510 DATA 601521195119511531195150160 
1520 DATA 0,0,7,13,8,1214110 
1525 DATA 0,0 , 219,100,2,128,~4,219 
1530 DATA 0,0 , 224,48,144,48,160,16 
1535 DATA 152,721216114417217211441169 
1540 DATA 13611521144,16,72,16,22410 
1545 DATA 0,108,147,4,1601861153,0 
1560 DATA 9,13,5161811213~0 
1565 DATA 9127,1s,9,25,1e,10,9 
1570 DATA 01010163,255,255,6310 
1575 DATA 48148,191Sl1239,25S,255~0 
1580 DATA 12911612114418134,01137 
1585 DATA 0,0,01201641811810 
2000 REM Presentation 
2002 CLS : LET q=2: PRIHT AT 2110; IHK 6; "e-rick cabe·ria. Preserrte t.roni :><:" 
2003 PR I NT AT 0, 0; I NK 2 J PAPER 7; FLASH 1 ; 11 MOTO PHOTotH G!UE OPERAT I Ot-~MELLE .. " 
2005 DIM bS< 2): LET b$( 1)= 11 L 111 LET b!li< 2 )= 11 M11 

2010 LET aS=" .... t<" 
2020 PRINT AT 12,15; IHK 1;aS 
2025 LET q:q+1 = IF q>3 THEN LET q=2 
2030 PAUSE 10 = PRINT AT 12,171 INK q;bS(q-1) 
2034 IF IHKEY!lï<>"" THEN RETURN 
2035 GO TO 2025 
5000 REM exPlosion 
5010 FOR f=1 TO 20 
5011 LET q=q+l= IF q)3 THEN LET q=2 
5015 PRIHT AT z, x ; IHK q;b$(q-1) 
5016 BEEP .0123,f: NEXT f 
5020 RETURN 
6000 REM const~t d'accident 
6512 PAUSE 120: CLS : PRINT 11 la Moto rou9e a Perdu ••. 11

= PAUSE@ : RUN 
6707 PAUSE 120: CLS : PRltH 11 h. r<1oto b\l!'ue .:J. Perd•.• .... 11

' PAUSE 0 = RUM 
7000 REM CHRS 9raPhiques abcdef9hiJkl~ 

SPECTRUM 

DESTROYER 
Vous devez récupérer, en un temps limité, les piles 

de combustible nécessaire·s à la propulsion de votre vaisseau. 
En cas de collision avec les étGiles, la puissance 

de votre bouclier diminue. De bonnes soirées en perspective ... 

l LET hi=0: GO SUB 5000= REM 86/07.e.c 
2 BORDER 0 : PAPER 0 = INK 6 : CLS 
3 GO SUB 2000= GO SUB 1000 : CLS 
4 REM i n itialisations 

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~__J~ 
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5 LET v=15= LET choc=6• LET fue\=200 = LET ln=0= "LET teMPs=0 
10 PRitH AT 10 .. 12 .; "tHVEAU' 11 .in : FOR f=1 TO 10 : BEEP .0:3 .. f : NE>::T f : GO :::uB 4200 
14 CLS 
20 POKE 2:3692 .. -1 
21 REM *************** 
22 REM t~st fin d~ Parti~ 
23 REM ***************** 25 IF choc=l THEH GO TO 4000 
27 IF fuel=0 THEN GO TO 4000 = REM raPPort 
28 REM etoiles ale~toires 
29 REM **************** 
30 LET t.~:nk = ItiT ( RtiD*< n* 10 ) )+ 1 
:35 IF t.:1.nk=5 OR t~.r1k=10 THEN PRIIH AT 2L RND:+::31 .; IHK :3.; "B" 
50 PRINT AT 21 .. RND:*31; INK ? ; 11 Ft11 

55 PRINT #2 
57 PRIHT AT 101Vj 11 

" 

58 REM test clavier 
59 REM ***************** 60 LET v=v+< I NKE'v'$::: 11 8" AND v< 30 )-( I NKE'l"!li= 11 5" AND . v > 1 ) 
62 REM **************** ' 
63 REM t~st collision etoiles 
64 REM ************** 65 IF ATTR C11 .. v)=7 OR ATTR (ll1v+1):::7 THEN FOR f=l TO 12 1 OUT 254 .. f: BEEP . 02 

,-f: NEXT f: BORDER 0= LET choc=choc-1 
66 REM test collision fuel 
67 IF ATTR (11,v )=3 OR ATTR c·11,v+1)=3 THEN LET fuel=fuel+ln+5= BEEP .1 .. 10 
70 PRitH AT 0 .. 0; PAPER 1; IHK 7 J "BOUCLIER : 11

; choc : PRIHT AT (1 , 24.i PAPEF.: 1 .> HH::: 
7 ; 11 FUEL : 11 

; fue 1 ; AT 0, 13; I NK 7; PAPER 1 ; 11 TEMPS : " ; tert1P :s 
80 BEEF' • 003, 0: PRitH AT ll 1 v; INK 2; 11 CD11 

85 LET fuel=fuel-1 
96 LET temP s•tert1P s+ 1 
90 FOR f=l TO ln : NEXT f 

100 GO TO 20 

999 REM ***************** 1000 REM Presentation 
1001 REM ***************** 1002 PRINT AT 0, 12; INK 7; PAPER 1; FLASH 1.; 11 MH~U 11 

1005 PRINT AT 5 .· 0.i It~K 2 ; PAPER 7; FLASH lj 11 l 11
.; ,; FLASH 0; PAPER (1 .; It·W: 4.; '' v itE·:!:. 

::.6· des etoiles ler1te- • ravit~.illements freq14.;-·nts et. .Plu::. irt1P ort.:.3.nt.~." 
1~.:106 PRIHT AT 9,0; INK 2; PAPER 7; FLASH 1;"2".•.ï FLASH 0 .i PAPEF.: 0.i· It·W 4 .;" vitE·::::. 
~ . .:- des eto i les rl'to~ enne- r.a v i ta i 11 err1e-nts re9t~ l i er:s 11 

1007 PRINT AT 12,0; INK 2; PFtPER 7; FLASH 1;"311
;; FLASH 0; PAPER ü .i HW 4.;" ·./it.e 

sse des etoiles raPide ravitai\\e~ents rares et Peu 
1020 IF INKEY$= 11 l 11 THEN LET n=l: LET ln=-30 : RETURN 
1030 IF It~KE'l"S= 11 2 11 THEN LET n=2 : LET \ n=20 : RETURN 
1040 IF INKEY$= 11 3u THEN LET n=3 1 LET lnz10: RETURN 
1050 GO TO 1.020 
1999 REM *************** 
2000 REM Pre-sentation 
2001 REM ************** 
2005 LET i=l 
2008 CLS : LET i:i+l= INK i 
2009 IF i>7 THEN LET i=t 
2010 FOR f~72 TO 79 
2020 POKE 23681Jf: LPRINT 11 

2040 NE:i<T f : 
D E S T R 0 Y E R 

2045 IF INKEY!fi= 1111 THEN BEEP .05J-10 1 GO TO 2008 
2050 CLS : RETURH 

:3999 REM ****************** 4000 REM raPPort 
4001 REM ****************** 
4010 CLS 

Il 

i rriP C•rt;.i. nt.s" 

4020 PRIHT AT 0) 13; INK 2 .i PAPER 7 J FLASH 1; "RAPPORT" : GO SUB 4200 
4030 IF choc=! THEN PRINT AT 10,0;"destro~~r 9~lactique detruit ParPerte de bouc 
lier ••• 11 

4040 IF fue1=0 THEN PRINT AT 1410J 11destro~er 9alactique im~obilise Par manque de 
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c.arb•J.ra:nt 11 

4041 IF te~Ps)hi THEN LET hi=temPs 
4042 PRINT AT 18,0; INK l ; 11 SCORE : 11 ;terr1Ps;AT 18>14 .i IHK - l ; " HIGHSCOF~E : " _;h i 
4050 PRIHT AT 21, 0; INK 6 ; "PRESSEZ UN TOUCHE" = PAUSE 0: PAU::;E f1 ' GO TO c: 
4199 REM ****************** 
4200 REM rtiiJ.s i q u.e 
4201 REM ****************** 4205 RESTORE 4210 = FOR f=l TO 14 = READ ro , n : BEEP m,n : NEXT f : RETURN 
4210 DATA .15,0,.5,5,.15,7, .5181.15101 . 25151.15,71.2518, .15 , 12 .. 1 , 11, . 03, 10 ,. 03 , 8 
! o 03 J 7 / • 03 I 5 
4999 REM **************** 
5000 RE.M redef CHR$ 
5001 REM **************** 
5010 RESTORE !5010 : FOR f'=USR 11 a 11 TO USR 11 d 11 +7 
5020 READ a = POKE f , a 
5025 NEXT f : RETURH 
5040 DATA 1461841561238, 56184,146116 
5045 DATA 56168140116156,254184156 
5050 DATA 0 , 7,10,31 , 63 , 8 120,54 
5055 DATA 128,224,176,2481252,8120,54 

SPECTRUM 

XOGS 
Aux commandes de votre chasseur, vous devez contrer l'attaque 

Xogs qui est menée avec férocité. Au premier niveau, 
l'ennemi essaie de passer votre défense. Au second, il n'hésite 

pas à vous tirer dessus. Attention aussi à la barrière 
d'énergie qui vous désintègre en deux temps trois mouvements f 

1 REM ERIC CABERIA 1983 
2 PAPER 0 = CLS : BEEP .7,2 : BEEP .719 • 8EEP .5,0 = BEEP . 7 .. -5 = GO SUB 1000 
:3 LET . q $=Il 0 Il : LET e$= Il Il : LET t$= Il œ Il : LET ::;.$=Il t-f-t-tt-t-t·t·t-t·f·t·t·f·f-l'•f·t·t·t·t -t·t-1·-t·t·f ·-t·t -1 

t1": LET l !fi= 11 l1.J11 

4 GO SUB 500 = LET sc=0= LET v=4 = REM initialisation 
5 IF sc=70 THEN LET v=v+l= PRINT AT 1, 7; v 
6 CL~3 = It~K 6 = PRINT AT 1, 23J PAPER 2; Bf':IGHT L "s•:or e· ... ; ::.c PFU NT AT L ~~; p~:1 

PER 2; 11
• •• des "; IHK 6;v ; AT L8; INK 2; PAPE": 5 ; FLASH 1.: 11~'w1" _; HW: 2 .; FLA:::H 1; 

11 '·<' C1Gq" · . I·N._, ·;. · PAPER 5 · 11 '"AJI" 
1" • • "'"' > I". ~ ·' • · I i • • • 

7 FOR m=l TO 21 ' PRI tH AT rr1, 1; INK 5; 11 E11
: BEEF' . 00~i, r.-, : t·~E>Cr r,., 

8 PRIHT AT 21,2 ; INK 6 ; BRIGHT 1; FLASH 0 ; s$ 
9 IF b=.008 THEN LET ~$=q$ : REM t~Pe vaisseau 

10 IF b=.004 THEN LET e$=t$ 
12 BORDER 0 = PAPER 0 : INK 7 
17 REM Plot €toile 
18 FOR a=t TO 30 
20 LET x=INT CRND*250)+1 
21 LEI ~=INT CRND*175)+1 
22 IF x<20 THEH LET x•20 
23 IF ~ >155 THEN LET ~=155 
25 PLOT x ,~: NEXT a 
27 RANDOMI ZE : LET z=INT <RHD*19)+1 
28 IF b=.008 THEN PRINT #0; INK 6; 11 nive- .~.IJ.' 1 " 
29 IF b=. 004 THEN PRIHT #0; INK 3; 11 ni ve-.:i.u.' 2" 
35 LET q:10 : LET w=3 = LET e=0: LET r=Z : LET t=30 
:~7 RANDOM IZE : 1 F se< =0 THEN LET ::.c=0 : 



38 LET q=q+e= PRINT AT 1,29; INK 6; PAPER 2; sc : 
39 LET ~=INT ( RHD*2 )+1 1 IF g=J THEN LET r=r -1 
40 IF :;i=2 THEM LET r=r+l 

REM aff icha9e score 

41 LET t=t-1 
42 IF r <3 THEN LET r=3 = REM tests bords ~cran 
43 IF r >19 THEN LET r=19 
44 IF t <0 THEN GO SUB 150 
45 IF q >20 THEN GO TO ~94 
46 IF q( 3 THEN LET q=3 
49 PRIHT AT ci-1 , 1,J; 

11 11
; AT ci+L w; 11 11

; AT q . .i,,1; HW: 4; i$ 
52 PR I HT AT r-1 J t .ï 

11 11 
; AT r+ l / t; 11 11 _;AT r J t ; I NK :..~ .• " " .• e$ : E:EEP b .. :~~ü 

53 IF w=t-1 AND r=q THEN GO SUB 9997: GO TO 160 
54 IF b=.008 THEN GO TO 57 
55 IF r=CI THEN GO SUS 8100 
56 IF l"=t AND r=Cl-1 THEN GO sue 99517 • GO TO 160 
57 IF wat AND r=q+1 THEH GO SUB 9997 1 GO TO 160 
59 REM te-~t clavier 
60 IF INKEYS= 116" THEN LET e=l = GO TO 38 
65 IF INKEY$="7 11 THEN LET e1111-1: cao TO 38 
70 IF INKEY$= 110 11 THEN GO SUB · 100• LET sc=sc-10 
80 GO TO 37 
99 REM laser 

100 FOR F=l TO 1: PR 1 NT AT q, w+2; 1 NK 4 .i 11 t-t"t'M-t t·f-'ttt-t-M·t-t-t-t·M-t-t·t·t--1" ' F'R HH AT q . 
•.. J+2 .i " Il 

105 GO SUB 9995 • NEXT f 
110 IF q:r THEN GO TO 120 
113 IF t <w THEN RETURN 
115 REM : IF ~ <>r THEH LET sc~sc-10 
117 RETURN 
119 REM exP1osion 
120 FOR d=l TO 1: PRHH AT r,t; INK 6.: 11 C11

: BEEP • L - 30: Pr::HH AT r .. t..; HW 6 .• "Et··' 
11 : BEEP • L-30. l : PRINT AT r .. t ; INK 6J 11 i,;:.p11

: BEEP • L - :35: F'RHH AT r .. t .; " " ' E:EEP 
.02 , -15 : NEXT d= LET scasc+l0 • PRINT AT 1,29; INK 3;sc 
130 IF sc=70 THEN GO TO 9000 
135 IF sc=140 THEN GO TO 2100 
140 GO TO 6 
149 REM franchisse~~nt 
150 PRINT AT 21 , 10.; INK 2; PAPER 7; FLASH 1 .; "b.~.rrie-re fra.nchi e " ' GO :3UE: :3995 : G 

0 SUB 9997 , FOR q=0 TO 100 = NEXT q 
160 LET V=V-1 
169 REM 9a~e over 
170 1 F v==0 THEN PR I NT AT 101 12; FLASH 1 ; PAPER 7 _; It·W 4 .: "GAME OVER 11 

' FOR C=3~3 T 
0 1 STEP -1 1 BEEP .005,C : HEXT C• FOR xst TO 200 : NEXT x= GO TO 2 

175 GO TO 6 
499 REM CHRS 9raPhiques 
500 POKE USR 11 T11 JBIN 10000000 
505 POKE USR 11 T 11 +1, BIN 11000000 
510 POKE USR "T11 +2, BIN 11000000 
515 POKE USR 11 T11 +3,BIN 11100000 
520 POKE LISR 11 T 11 +4, BIN 01111110 
525 POKE USR 11 T 11 +5,. BIN 01111111 
530 POKE IJSR- " T"+6, BIN 10111100 
535 POKE IJSR 11 T 11 +7 .0 BIN 011111000 
540 REM > 
545 POl<.:E IJSR 11 U" .• B 1 N 00000000 
550 PO~:.E USR 11 U11 +1 J B l N 00000000 
555 POKE IJSR "U" +2 , 8 It~ 00000000 
560 POKE USR 11 U"+3,8IN 00000000 
565 F'OKE IJSR "IJ11 +41 BIN 11110000 
570 POKE USR Il U" +5 I B 1 N 11111111 
575 POKE IJSR 1'1J"+6 J BIH 11110000 
580 POKE USR Il LI"+ 7 I 8 IN 00000000 
600 POl<E IJSR "O"JBIN 00011000 
605 POKE USR 11 0 11 + 1 , BI H 01111110 
610 POKE USR 11 0 11 +21BIN 11010101 
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615 POKE USR 11 0 11 +31 SIN 01111110 
620 POKE USR "O" +4, BI ti 00011000 
625 POKE USR 11 0"+5 .. BIH 00100100 
630 POKE IJSR 11 0 11+6, BIN 01000010 
635 POKE USR 11 0 11 +7 , BIN 11000011 
700 POKE USR "E" ,BIN 00111100 
710 POKE USR ''E"+1 J BIN 00100100 
720 POKE USR "E"+2,BIN 00100100 
725 POKE IJSR 11 E11 +31BIN 00100100 
730 POKE IJSR "E" +4, B It~ 00100100 
735 POKE USR "E"+5 .· BIN 00100100 
740 POKE USR 11 !!11 +6,BIN 00100100 
745 POKE USR 11 E 11 +7 , B·IN 00100100 
750 REM 
755 POKE USR "D",BIN 00000000 
760 POKE IJSR 11 D" +L BIN ·00111000 
765 POKE USR 11 D11 +2 J Blti 01111100 
770 POKE USR 11 D11 +3, BIN 011000111 
775 POKE USR 11 C11 +4, BIN 11100111 
780 POKE USR 11 0 11 +5,BIN 01111100 
785 POl<E USR 11 D11 +6, BIN 00111000 
790 POKE USR 11 0 11+7 .• BI H 00000000 



795 REM 
800 POKE USR 11 5 11 ,BIH 00000001 
805 POKE IJSR 11 S 11 +l,BIN 00111010 
810 POKE USR 11 5 11 +2,BIH 01111100 
815 POl<E IJSR 11 :511 +3,BIN 11111110 
820 F'Ol<E USR 11 5 11 +4 .. BIN 11111110 
825 POKE USR 11 5 11 +5,BIN 01111100 
831!:1 POKE IJSR 11 5 11 +6 .• 8It~ 00111010 
835 POKE USR 11 :511 +?,BIN 00000001 
840 POKE USR 11 M11 

J B It~ 0000000 
845 POKE USR "M"+l,BIN 00000000 
850 POl<E USR 11 t111 +2 .• BI H 00000000 
855 POKE USR "t111 +:3 J 8 IN 00000000 
860 POKE USR 11 H11 +4 , BIH 00000080 
865 PO~~E USR 11 M11 +5, BIN 11111111 
870 POKE USR 11 t111 +6 .• BIN 00000000 
875 POKE USR 11 H11 +7 J 8 I t~ 00000000 
880 POKE USR 11 C: 11 

.. BIH 00000000 
881 POKE USR 11 C11 +l,BIN 00000000 
882 POKE USR 11 C11 +2, BIN 00111100 ~ 
:383 POKE l)S~: 11 C11 +3, BIN 01000010 
884 POKE USR 11 C 11 +4, BIN 00111100 
885 POKE USR 11 C11 +5,BIH 00000000 
886 POKE USR 11 c 11 +6JBIN 00000000 
887 POKE USR 11 C:11 +7 J Bit~ 00000000 
889 REM 
900 POKE USR "e",BIN 00000111 
901 POKE IJSR 11 8 11 +1 .• BIN 0111000 
902 POKE USR 11 B11 +2JBIN 10000011 
90:3 PJJKE IJSR 11 8 11 +3, BIN 10000010 
904 POKE USR 11 6 11 +4 .. BIN 01110011 

394 GO SUB 999? 

905 POKE USR 11 6 11 +5 .· BIN 00001000 
906 POKE USR 11 8 11 +6 ) BIN 00000111 
907 POKE USR 11 6 11 + 7 .• BI H 00000000 
910 REM r1 

911 POKE IJSR 11 N",BIH 11100000 
912 POKE USR 11 t·~ 11 +1, BIN 00011100 
91:3 POKE USR 11 N"+2 ) BIN 10000010 
914 POKE USR 11 N"+3J8IN 10000010 
915 POKE USR 11 t-J11 +4,BIN 10111000 
916 POKE USR 11 t-~ 11 +5,BIN 00100000 
917 POKE USR 11 N11 +61BIN 11000000 
918 POKE USR "N" + 7, B 1 N 000000.00 
919 REM qp 
920 POKE IJSR 11 0 11

, Bit~ 00001010 
921 POKE USR "Q"+l , BIN 01010001 
922 POKE USR 11 0 11 +2,BIN 00000000 
923 POKE USR "~1"+:3J BIN 10010100 
924 POKE IJSR 11 Q11 +4,BIN 01000001 
925 POKE USR 11 Q11 +5,BIH 00000000 
926 POKE IJSR 11 0 11 +61 BIN 01001000. 
927 · F'OKE USR 11

1:1
11 + 7, 8 IN 00000010 

930 REM 
931 POl<E IJSR "P" .• BIN 01010000 
932 POKE USR 11 P 11 +l,BIN 00000000 
933 POKE IJSR "F=·"+2,BIN 01010100 
934 POKE USR 11 P 11 +'.3, BI t~ 00000001 
935 POKE USR 11 P 11 +4 .. BIN 01000000 
936 POKE IJSR 11 P 11 +5,BIN 00001010 
937 POKE USR 11 P 11 +618IH 01000000 
938 POKE USR 11 P 11 +7,BIN 10101000 
940 RETURN 

995 FOR f=l TO 1: PRINT AT q-lJWJ INK 6 ; 11 c 11
: BEEF' .L-:30 : F'F.'.Hff AT ·~-t..1 . .,1 .ô nw 6 

; "EN" : BEEP .1J-30.1 : PRINT AT q-1 J l>Ji INK 6; "1:P11
: BEEP • 1 .. :35: F'F.:HH AT ·:i-1 , 1,.1;" 

11
: GO SUB 9997: NEXT f: GO TO 160 

1000 CLS : PAPER 0 1 BORDER 0 1 CLS : INK 7• LET z=.008 
1050 LET vx=.004• LET b=0 
1060 PRltH TAB 12; FLASH 1; INK 2; "ALERTE" 
lü65 PRHH AT 7)0; BRIGHT 1; I~K 4; "POURREZ VOUS PEPOU~;SEP 11 

1070 PR I NT AT 9} 0 j BRIGHT 1 ; 1 NK 4 ·' u L' ECLA I REIJR E:Af;~BARE C•ES >!:c1c~:::; -~:· ,. 
1090 IF I NKE'1'$< > 11 11 THEN LET b=z : RETURN 
1449 REM br.~.vo ! 
1450 FOR f=l TO 30: BEEP .01Jf-10• BEEP .02Jf : GO TO 1090 
2000 CLS: PRitH TAB llJ IHK 1J 11 FELICITATIONS ! ! !" 1 PRHH AT ? .. 5.;"l_ ·'E~·H·ŒMI AE:Al .. ~I:> 
ONNE ! 11

• FOR Z=l T0 · 2~5: OUT 254,z• HEXT z: PRINT AT 18,7; INK 1 ; PAPER 7; FLASH 
1 _; 11 PRESSEZ UNE TOUCHE 11 

: PAUSE 0 • FOR f~ 1 TO 22 : PR I tH # 1 : t·Œ>n f : GO TO 1 
2099 REM fuite enne~ie 
2100 FOR 1=30 TO 5 STEP -1 1 PRIHT AT 20, 1; INK 2.; t.!li; 11 11

: BEEF' • OJ .. lü: t·~E;,n· l: FC1 
R e=20 TO 0 STEP -1: PRINT AT e+1,S; 11 " ; AT e , 5 .; .HU< Lt.$ _;: BEEF' .1Z15 .. e+2ü = ME>n 
€ : PR I NT AT 0 I 0 ,i Il Il 

2150 GO TO 2000 
2200 SAVE 11 XOGS 4 11 LINE 1 
2250 STOP 
8100 LET l=INT CRND*2)+1 
8200 IF 1=1 THEN RETURN 
8400 FOR f= 1 TO 1 : PR ItH AT r, t-17; I NI< ::i ; 11 ~-ttt-t-f-t-t-t-t-t-t-f-tt-t-1 " ' F'P HH AT r .. t.-·· l? .ô " 

11
: GO SIJB 9995: NEXT f 

8700 IF r~q THEN GO TO 8900 
8900 FOR f=l TO 1: PRIHT AT q,w; INK 6; 11 t::11

: BEEF' .1,-::.=:0 : PF.'.ItH AT ·1 .. 1.1.; IHK 6;"f.N 
": BEEP .1,-30.1: PRINT AT q,1,,1; INK 6.ï 11 ~F'11 : BEEF' • 1..:35: PF.'.Hff AT ·1 ,. 1 ... 1;" 

11
' CO ::;1.1 

B 9997 : NEXT f : GO TO 160 
8910 GO SUB 9991: GO TO 8900 
9010 CLS : FOR c=l TO 5: FOR h=0 TO 7: PRHff AT H3) 11 .; HW: h ; "tHVEAU '.:~ 1 1 ! " : Fni;.· 

S=l TO 7= NEXT S: NEXT h• NEXT c 1 RESTORE 9980 : FOR z=l TO 12 
9015 READ a: BEEP .2,a: NEXT z 
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9020 FOR f=l TO 120: BORDER 5 1 BORDER 1: BORDER 2 : BORDER 4 = BORDER 3= BOPDEP 5= 
BORDER 0= NEXT f 

9980 DATA 0,0,4,12,11,9,-1,-1,2,11,9,7 
9990 LET B=vx: GO TO 5 
9991 REM tir 
9992 FOR J=l TO 3 = 8EEP .01,0 1 BEEP .01,10: NEXT J : RETURN 
9995 REM ::. i rene 
9996 FOR J=l TO 5= BEEP .02,10 : BEEP .01,-5• BEEP .01,20 = NEXT J • RETURN 
9997 REM exPlosion 
9998 FOR J=l TO 3 1 BEEP .01,-10: !EEP .01,-5 : BEEP .01,-20 = NEXT J• RETURN 

SPECTRUM 

BARRAGE 
Des tercoristes veulent faire sauter 

le barrage d'Assouan, mettant ainsi en danger des milliers 
· de vies humaines. Sauverez-vous, tel Zorro, 

la population, les chats, les chiens grâce à vos Exocet? 

as.s.oa·,-, erick. c 

2 RESTORE 7000 : FOR f=USR 11 c 11 TO USR 11 1 11 + 7 : FC'.EACi use-r: POKE f .. 1.1.::.eT : t·~E>::T f' 
3 BORDER 0 : PAPER 0= INK 4= CLS = GO SUB 5000 

10 REM *********************** 15 REM BARRAGE 
20 REM *********************** 30 REM initial. decors 
40 REM *********************** 41 LET si::=0 
42 LET cP=0 
45 BORDER 0 : PAPER 0= INK 7= CLS 
50 REM test exocets . 
51 IF cP=10 THEN CLS : PRINT 11 exoc:eta ePuises ! ! 11

: BEEP 1 .. -H·, : F'AU'.3E 0: RU~4 
60 RE STORE : FOR f =IJSR 11 a 11 TO USR "a. 11 +15 : READ .:a. : POk:E f .• .3. = t·~D<T f 
70 DATA 255,145, 145,145,255,12g,129,z55,91N 00110001,BIN 01111001,255,BIN 1111 

1110, BIN 111111101255,BIN 01111001,BIN 00110001 
100 FOR f:s4 TO 21 : PRINT AT f, 6J INK 7; PRPER 2.; "FA'': NEXT f 
110 PR I NT AT 21 ' 0; I NK 7; PAPER 2) Il rn=t=.-.-.-.=1-m-fft-n-.-.-.-ffA-F....-.+A-A" 
120 FOR f=20 TO 5 STEP -1 • PRINT AT f, 0; INK 5; 11 11 

= t~E: .. :T f 
130 FOR f=10 TO 26 
131 LET a•~cHR$ (!NT (RND*7)+129) 
150 FOR 9=20 TO 17+IHT CRND*5) STEP -1 
160 PRINT AT 9,f; PAPER l; INK 6J~$= NEXT 9 = NEXT f 
165 LET ~~IHT (RND*13>+10 
166 LET xc20 
167 LET v=0 
170 FOR f=20 TO 15 STEP -1: PRINT AT f, ~ ; 11 

" : NEi':T f 
180 PRINT AT 20, ::i; It~K 4; PAPER 0> 11 I" 
190 LET ~1=30= LET xl=INT CRND*8)+10 
200 REM *********************** 
205 REM Pro9ramme PrinciPal 
210 REM *********************** 211 PRINT AT 0,20; 11 SCORE= 11 ; sc 
212 PRINT AT 2,10;"ESSAI No:" ; cP 
214 PRll~T AT 0, 0 ; "ATTENTION 10" 
215 PRIHT AT xl, ::i 1; IHK 2; "J " 1 FOR f::a10 TO 0 STEP -. 1: PRINT AT 0 .. 0; "ATTENTION 
11 >1 NT f ; 11 11 : BEEP • 01 d 0 : NEXT f • REM cor,1P te a rel:::11:•1J.rs 
220 PRINT AT xL ::i11 ; INK 2; "..J " 
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221 LET ~1=~1-1 : IF ~1=5 THEN GO TO 1000 
223 IF v=l THEN LET x=x-1: PRIHT AT x, :::i; INK 4; PAPER 0; "I" .i AT :x:+1 .· ::! .i " " 

224 IF x=xl AND ~=~1+1 THEH LET sc=sc+l• LET cP=cP+l , FOR f=l TO 20: PRINT AT x 
, :::1.i PAPER 0 ; IHK 6; 11 K11

; AT x.• :::1; PAF'ER 0; 11 "_;AT x .. ~ .i It~I< 6 .i PAPER 0 .i "L" : BEEF' . 03 .. 
. -10 : NEXT f: RESTORE : GO TO 45: REM exPlosion 

225 FOR f=20 TO se STEP -1 
226 IF v=0 THEN IF INKE'r'S="0 11 THEH LET v=l: t~EXT f 
227 IF $czl0 THEN CLS : PRINT AT 10, 6; "BRAVO! r'iissio·n ~. cceir,1P l i.:·11

: FÇlR f=l TO 41?.1 
: BEEP .l1f : NEXT f: PAUSE 20: PAUSE 0 = RUN 
::::00 GO TO 220 

1000 FOR f=6 TO 8: PRHH AT :><:1, fi INK 5; 11
•

11
: NE>::T f 

1005 REM touche! 
1010 FOR f=xl TO 20: PRINT AT f,9J INK 5; 11

•
11

: NE:~T f 
1020 FOR fm20 TO 5 STEP -1 1 PRINT AT f, 8; INK 5; 

11
----------•" • PAU::; 

E 3= BEEP .01,f • NEXT f 
1030 PRINT AT 161 14; 11 D0f1MAGE ! 11

: PAUSE 0 : RESTORE LET cP=cP+l: GO TO 45 
5000 REM decor d~sert j:@1f1 ERPE~ 1 lHE~~Sf : FOR f=17 TO 20• PRitH AT f,0; INK 6; .. _________ _ 

5500 PRHH AT 2, 6; INK 7; PAPER 1J 11 CO tt:>11
; AT 5, 10; PAPER 1; HW ? .• "Cü" 

5510 PRINT AT 16d0; PAPER l; INK. 2; 11 EF11 ;AT 17.0 10; PAPER 6 .• HW 2 .:" •~" 
6000 REM P~ra~ide 
6005 INK 6 : LET ax=l60: LET a~=40• LET dx=50 = LET d~=0 
6007 FOR f=l TO 26 
6010 PLOT ax,a~ : DRAW dx .. d~ 
6020 LET ax=ax+l : LET a~=a~+l• LET dx=dx-1 • LET d~=d~-1 
6030 .HEXT f 
6100 LET wS= 11 a l'o~bre des P~ramides un terribl~ dan9er ~enace la vallee du 
nil:un dan9ereux 9rouPe de terrorist~s t~nte de detruire l~ barra9e d'assouan111 
.. il faut donc intercePter le missile destructeur 9race a votre exocet( rn~de in fr 
.3.nce ) ! ! ! : bonrie chance ! ! ! " 
6105 LET l·.•!fi=1.oJ$+ 11 vou.s disPoserez de 10 e:x:ocet.s .• 

Il 

6150 BEEP .510: FOR f=l TO LEN wS-31 : PRINT AT 21,0; INK 7; PAPER 1; w$(f TO f+3 l 
) ; BEEP .2 , -10 • NEXT f : BEEP 1,10 : RETURN 

7000 DATA 0,3, 15,63,63,311610 7030 DATA 01l6,l6,l61l61l6156140 
7035 DATA 0,0,3,254,3,0,0,0 7005 DATA 2481254,255,255,2541248,96,0 

7010 DATA 0,0 .. 0,0101416,6 
7015 DATA 0101010,0,681198,206 
7020 DATA 15,31,171761121414,6 
7025 DATA 255,2241224196132,32164196 

7040 DATA 129,16,2,14418134101137 
7045 DATA 0,0,0,20,64,8,18,0 
7500 REM erick.c 

SPECTRUM 

MINEB6 
Vous devez traverser un champ de mines. Mission extrêmement 

délicate dans la mesure où vous ne savez pas 
où vous mettez les pieds. Muni d'un super scanner qui détecte 

et signale les mines, vous sortirez vainqueur 
du premier niveau. Mais qu'en sera-t-il du deuxième et des 

autres? Chaque étape augmente en difficulté. 

1 REM erick caberia 86/7 
2 BORDER 0 ; PAPER 0: INK 4= CLS 

"'--:-~:---~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~.....J· 
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3 REM initialisations 
4: GO SUB 9000 : GO SUB 5000 
8 GO SUB · 1000 
9 RESTORE 6000= FOR t=1 TO 3= READ A 

10 LET ITEM=0 = CLS : GO SUB 2000 : POKE 23609,10: DIM q(800 ): DIM w( 800 ): BORDE 
R 0: PAPER 0: INK 4 = CLS : LET v=21 : LET h=15 = LET Pointeur=0 : LET 0=8 = REM o=ob 
.jets 

11 REM decor 
12 FOR f=0 TO 21 : PRINT AT f, 0i PAPER 0; It~K 2; "R"; AT f, :31; PAPEF-: ~1; HW 2.; "R" 

: NEXT f : FOR f=0 TO 31: PRINT AT 1 J f) PAPER 0; un~: 2 .; "R" .; AT 21 .. f ,; F'AF'EF.: t1 _; HW: 
2 ; 11 FI" : tiE:X:T f 

14 PRitH AT 1, 15 .• 11 
" 

15 LET corr1=0 

16 REM ************** 
17 REM disPosition ~ines 
18 REM ************ 
20 FOR f=l TO ~. 
30 LET x=INT <RND*30>+1 
40 LET ~=2+1NT CRND*17)+1 
50 PRHH AT ~, x; INK 0; F'APER ·1J 11

•" 

60 NEXT f 
61 REM Presentation si9naleur 
62 IF t=2 THEN FOR f=l TO 7: PRIHT AT 13, 5; ltik: 6 ; "G": BEEP • 2, 0 = PFHMT RT 1:;:_. 

5.• IHK 6; "H" 1 BEEP • 2, 0 1 PRINT AT 13, 5; INK 6; "F": BEEF' • 2 .. 0 : HE><T f 
64 IF t=3 THEN GO SUB 7000 
70 GO SIJB 600 
75 REM ************** 
76 REM test crash 
77 REM ************* 90 IF ATTR ( v, h )=o THEN FOR f=l TO 7: PRINT AT v J h ; I t~K: 6.i 11

[ :. " : PAU:3E 10 = F'P I HT 
AT v , h; IHK 6; 11 C11 : BEEP • 02, -20: PRINT AT v, h; 11 11 : PAUSE 10 : ME:=<T f: FOR f=l TO 
20= OUT 254,f : BEEP .02,-20• NEXT f: GO SUB 700 : GO SUB 500 = GO TO 850 

92 REM ******************* 
93 REM test si9naleur 
94 REM *************** 
95 IF ATTR (v,h)=6 THEN FOR f=l TO 15: BEEP -05,f: OUT 254,f: NEXT f: LET item 

=itero+l 
97 BEEP • 01, v 1 PRitH AT v, hJ IHK 6J 11 8 11 

101 LET Pointeur=0 
109 REM ************ 
110 REM test scanner 
111 REM ************* 
115 IF ATTR (v+1Jh)•o THEN LET Pointeur=Pointe•J.r+l 
120 IF ATTR Cv-1,h)=o THEN LET Pointeur=Pointeur+l 
125 IF ATTR (v,h+l)=o THEN LET Pointeur=Pointeur+l 
130 IF ATTR Cv,h-l)=o THEN LET P~inteur=Point~ur+l 
138 IF Pointeur<>0 THEN BEEP .01,-40: BEEP .0110 
139 IF v=2 At~D h=15 THEN PRit~T AT 0, 7; INK 1; PAPER 7; FLA:::H L '' BRAVO! ! 

•• : PAUSE 200: FOR f=l TO 15 : OUT 254 , f • BEEP .02_.f: NEXT f= GO SUB 700 : GO SUB 5 
00: GO TO 850 

140 PR 1 NT AT ~3 J 11 _; PAPER 4 .• I NK 0 .< 
11 11 

.i Po i rrt.e1.1.r"; " : M H~E::; " 
142 GO SUB 900 
145 GO SUB 640 
150 GO TO 65 
499 REM ***************** 500 REM ralenti de l'action 
501 REM **************** 510 FOR f=l TO com • REM il faut un~ vari~ble terminal~ 
520 PRINT AT q(f),1,..1(f); IHK 2; PAPER 6; 11 6 11 : BEEP .03 J Rt~D*30 : F'F.'. HH AT ·:i(f)_,1_..1( f > 

; PAPER 7 ; " " : HEXT f: PRINT AT Q( F-1 ), W( F-1 ); INK 2 j PAPER 6 j FLASH 1 .i "E;" = F.'AU::; 
E 0 

530 HEXT f 
540 RETURt~ 
570 REM ******************* 
572 REM test clavier 
573 REM **************** 
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600 LET v;;:v+( I t~KEY$= 11 6 11 AMCi v< 20 )-( 1NKEY$="7" AND v >2 GO ':;UE: :=:.ot1 
610 LET h=h+( I NKE'ï'$= 11 8" At~D h< 30 )-( I NKEY$= 11 5 11 At·m h > 1 GO ::;UB 9ü(1 
615 RETURN 
640 : F'R I tH AT ·.,· .. h ,; PAPER 1 ; I NK 2 ,; 11 11 

645 RETURt·~ 
699 REM **************** 
700 REM reaP mine 
701 REM ************* 
703 LET h=2 
704 PRitH AT 0·, 8 ; It~K 1; PAPER 7; FLASH 1; "ACT 1 ot~ REPLAY ! " 
705 FOR f =2 TO 29 
707 BEEP .01,f-20 
710 IF ATTR <h,f )=ci THEN PRHff AT h,f; HW :3; 11 E" 
720 NE:i<T f 
725 LET h=h+l 
730 IF h=20 THEN RETURN 
735 GO TO 705 
800 REM next data 
801 NE:.<:T t 
848 REM ************** 
849 REM raPPort :rii ve~u> >> 
850 REM ************** 
851 CLS : FOR F=l TO 10: BEEP .01,F: NEXT F: PRINT AT 0 .. 10; INK 2; PAPER 7; FLA 

:3H 1; 11 RAPPORT 11
: PRitH : PRINT 

852 IF T=l AND V=2 AND H=20 THEN PRINT 11 BRAVO! VOUS PASSEZ AU NIVEAU SU-PERIEUR 
Il: BEEP • 5, 10: PAUSE 0: GO TO 800 
854 IF t=2 AND iteM=l AND v=2 AND h~20 THEN PRINT 11 BRAVO! VOUS AVEZ LE SIGNALEU 

R VOUS PASSEZ AU NIVEAU SUPERIEUR.'1
1 PAUSE 0: BEEP .2 , 10: GO TO 800 

855 IF t=2 AND ite~=1 THEN PRINT "IL NE SUFFIT PAS D,AVOIR LE SIG-NALEUR,IL FAU 
T TRAVERSER LE CHA-P DE MINES 11

: PAUSE 0 1 BEEP .2,10: GO TO 10 
857 IF T=2 THEN PRINT 11 DOMMAGE,IL VOUS MANQUE LE SIGNA-LEUR= IL VOUS FAUT RECOMM 

Et~CER 11 : PAUSE 0: BEEP . 5, 0: GO TO 10 
865 IF T=3 AND ITEM=2 AHD V=2 AND H=20 THEN PRINT 11 BRAVO! LE CHALLENGE EST FINI 

'
11

: PRINT AT 2L 7; INK 2; 11 PRESSEZ IJNE TOUCHE": PAUSE 0: RUN 
:370 IF T=3 AND ITEM= 1 THEN PR I NT 11 IL VOUS MANQUE Ut~ SI GNALEUP ' '' 
885 PRINT ··vous AVEZ EU DE LA CHANCE vous NE PERDEZ Q'UN BRAS=RECOMMENCEZ C'ES 

T UN ORDRE ••• 11
: BEEP .5,-20= PAUSE 0: GO TO 10 

890 STOP 
900 IF 1 NKE'r'S< > 11 11 THEN LET corr1=corn+ 1 : LET q < cc1rt1 )==v : LET 1.o,1( ·=or,·1 )=!·-· = F::ETUP~~ 
905 RETURN 
999 REM ************* 

1000 REM Presentation 
1001 REM *********** 
100!3 LET i=1 
1008 CLS 1 LET i=i+t: INK i 
1009 IF i>7 THEN LET i=1 
1010 FOR f=72 TO 79 
1020 POtŒ 2:3681>f: LPRINT " M i n e· ::. 8 6" 
1040 NEXT f: 
1~345 1 F INKEY$= 1111 THEN BEEP • 05, 10: GO TO 1008 
1050 RETURN 
1999 REM ************ 
2000 REM Pres~ntation nivea 
2001 REM *********,** 
2010 BORDER 0: PAPER 0= INK 7 1 CLS 
2012 PRHH AT 101 10; INK 6; 11 tH ve.au: 11

; t 
2020 PRINT AT 10,5; 11 F 11 ;AT 10,24; 11 (311 

2025 BEEP .2,-15 
2030 PRINT AT 10, 5; 11 H 11 

.i AT 10, 24; 11 H" 
20:35 BEEP .2,0 
2040 PRHH AT 10, 5; "G11

; AT 101 24; 11 F 11 

2045 BEEP .2,-15 
2046 IF I NKEV!fi< > 11 11 THEN GO SUB 4205 : RETURt·~ 
2050 GO TO 2020 
4200 REM r11t.lS i Cl u.e 
4205 RESTORE 4210: FOR f=l TO 14: READ m,n: BEEP ~~n: NEXT f: RETURN 
'--~~~~~~~~~~~~~~~~~~~~~~~~--~~~~~~~~~~~~ 

199 



4210 DATA .15,0,.5,5,.15,7,.5,9,.15,0,.25,5,.15,7, .25 , 9 , ,15 .. 12. 1,11,.03 .. 10 .. . 03,8 
) • 03 ·' 7 ) • 03 J 5 
5000 REM ************* 
5001 REM redef CHR$ 
5005 REM ************ 
5010 RESTORE 5020 : FOR f=USR 11

.;,
11 TO USR "h"+7 

5015 READ ~: POKE f,a : NEXT f: RETURN 
5020 DATA 36,36,10 , 255,36,255,18,36 
5025 DATA 0,16,16 , 40,214,40116116 
5030 DATA 128117,128,8,33,0,73,32 
5035 DATA 0,0,16 , 0 , 40,0,16 , 0 
5040 DATA 0,0,0,0,0,24,126 , 255 
5045 DATA 0,0,6,6,8,16 , 84 , 108 
5050 DATA 0,0,192,192132116,84,108 
5055 DATA 0,16,56, 56,16,16,84,108 
5999 REM ********* 
6000 REM data noMbr~ ~ines 
6001 REM ********* 
6010 DATA 45,60 , 75 
7000 REM si9naleur 3 
7005 FOR f=l TO 7 
7010 PRINT AT 1:3, 5 ; INK 6 ; 11 F 11

; AT 13, 24; 11 G11
: E:EEF' . 1 .. f1 

7015 PRINT AT 1:3, 5 ; INK 6; 11 H11
; AT 13 , 24 ; 11 H11

: BEEP • 1 , 0 
7020 PRINT AT 13, 5; INK 6; 11 G11

; AT 13, 24; 11 F 11
: BEEP . L 0 

7030 t~EXT f : RETURN 
9000 REM texte Presentation 
9010 LET ~$c:: 11 SOLDAL VOUS DEVREZ TRAVERSER TR-OIS CHAMPS C•E MIME::; ::;UC:E::SI F'.:: · U~ 
VOUS AIDANT D'UN SCANNER DE PROXIMITE.AU NIVEAU 2&3 VOUS AU-REZ AUSS I UN 'S IGNA 
LEUR' ~ RECU-PERER :BONNE CHANCE" 
9100 LET W=LEN AS 
9200 FOR .J= 1 TO ~J : PR I NT 1 NK 1 HT ( Rt~D*5+2 ) ; AS< .J TO .J); I t·W: 7 _; "1 " ,; ' F'F'. I tH CHR$ ::: .: 
, BEEP .01 , CODE AS(J )-80 : NEXT J : PAUSE 0 : RETURN 

SPECTRUM 

CAISM 
Contrairement à beaucoup de ses confrères, ce carnet 

d'adresses souple et complet ne vous laissera pas tomber. 
Vous pouvez effectuer des tris par ordre alphabétique, 

par index, code postal ou ville, faire une recherche 
à partir des deux premières lettres d'une chaîne et 

lister tout ce qui vous est utile sur imprimante. 

C.A INDEXES SEQUENTIELS MULTICLES 

1 GO SUB VAL 11 2000 11 

2 1 NK 4 : PŒŒ \IAL 11 2 :~:65:3" .. ~1 : F"Ol<E 
VAL Il 2361 7 Il ' 238 : LET Y=< :X:/2 1 s ) : POKE VAL 11 23609 11 

.. 100 : 80F'.C•ER 0 : PAPEF'. ~:::1 : eu:: : 
GO SUB VAL 11 :350 11

: PRitH AT 2111; IN~( 3 .;"FFA=ff111 .:AT 1 ) 12 .: IMK 7 .: "MEt·R.l" .: AT 5 .. 1 .: IH 
K 1 ; " 1-L 1ST1 NG< AUSCULTAT I Ot~)"; AT 8, 1 ; 1 NI< 2 ; 11 2-ENfi'.EG I STF.'.EMEt-ff" .: AT 11 .. 1 .: I Ml< :::: .: " :~: 
-SAVE-LOAD";AT 14.•l .i INK 4 i "4-LISTIHG REVERSE" .• AT 17 .·1 .: HH< 5 .: ''5-RECHERCHEO:: MOC1 IF 
.SELECT >" ; AT 20 ,,1 ; It~K 7;"6-SUPPRESSION 11 ; AT 1,12; "MEtfü" = PF.'.ItH #1 .: It·W 6 .; "PEMF'LI 
E A ";ItH Y;" %11 

200 

3 LET LS=INKEY$ : LET A=SGN PI 
4 IF L$="4 11 THEt-1 GO TO VAL 11 590 11 

5 IF L$=" l" THEt~ GO TO VAL 11 280 11 

6 IF LS="2" THEN GO TO VAL 11 11 11 

7 IF L!Si= 11 3 11 THEN GO TO VAL 11 400 11 



8 IF L$= 11 5 11 THEt~ GO TO VAL 11 9510 11 

9 IF L$= 11 6 11 THEN GO .TO VAL 11 1200 11 

10 GO TO VAL 11 3 11 

11 CLS: BEEP .1,-20= PRINT 1 PRINT TAE: 10.ï INK A+A.;"COMPTEUF.:=":::-::-1: PF.'.ItH AT 
2 _. 10 .i 1 NK 3; 11 FFFA-f"ff111 1 GO SUB VAL 11 345" 

12 IF Cx-1)=1 THEN GO TO 2 
13 BEEP • 1 _. -20 : I ~~PUT I NK 6; 11 NOMBRE D ·' Et·U~:EG 1 STREME~H~; ? 11 

_; LI t~E r-·$ = GO :;UB 2]9::_:: 
LET GISTREMENTS ? 1

'; LINE rS: GO SUB 2398= LET S=VAL r$• BEEP .1,-25 
14 IF S> l THH~ GO TO VAL 11 211 

15 BEEP .2,10 
17 LET Z=<X+S)-1= LET T=0 
20 FOR F=X TO Z= LET T=T+l 
25 CLS 1 INK 7: BORDER 4: PRINT AT 0, 8.;; IHK A+A.i PAF'ER 7 .: FLASH 1.: 11 E~HREE " 

; T; 11 
" : INPUT _; INK 7 .ï PAPER 0J 11 NOt1 8c PRENOM ? 11 

_; L IHE r$: GO SUB VAL "75(1": GO 
:::UB VAL 11 2050 11

: PRINT AT 3,0; PAPER 0; 11 NOM•";A$(F'): H4PUT H~t< 7.: Pf-tPER 1)_:"It-K>E>=: 
?".; Llt~E r$: GO SIJB VAL "2080": PRINT AT 5,0; PAF'ER 0; "INDE><=" .:D!fi<F>: IMPUT ItW: 
7 .i PAPER 0; "ADRESSE ? 11 

; LI NE r!li 1 GO SIJB VAL "2100 11 
: PR I t-ff AT 7 _. (1 _: F'APER 0 .: "AL•RE::; 

:3E : 11 
; X$( F ) 

26 It·~PUT INK 7; PAPER 0; 11 TELEPHONE ?"; LINE r$: GO SUB VAL "213~1" : PR I tH AT :~ .. 
~3 .ï PAPER 0; 11 TELEPHONE : 11 

; î!fi( F ) : INPUT I NK 7 ,; PAPER 0; "1,11 LLE ? 11 
_: LI r~E r$ = GO :3UB \·' 

AL 11 2160 11
= PRitH AT 11,0; PAPER 0; 11 VILLE:";V$<F)= INPUT IN~~ 7.; F'APER 0.;"CODE F·o::; 

TAL ? 11
; LINE r$: GO SUB 2398: BORDER 4 1 LET C(F)=VAL rs~ PRINT AT 13,0.i INK 7; p 

APER 0; "CODE POSTAL: 11
; C< F) 

27 BEEP • 1 , -10 = INPUT I t~K VAL 11 6 11 
; PAPER 0 .i "COt-~F I F.:MAT I Ot·~ ? 11 

.: LI t·~E t·~$ • IF t·Ni= 11 ri 

" OR N!li= 11 H11 THEN GO TO VAL 11 25 11 

30 NEXT F 
50 PRINT 10J FLASH AJ IHK 1J PAPER 7J" FIN D'ENREGISTREMENT '': BEEP. 

1,-25• PAUSE VAL 11 60 111 GO TO A 
280 BEEP • 1 , -25 : I NPIJT 1 NK 6; 11 DEBUT DU LI ST 1 NG ? 11 

.ï LI t~E r!S : GO ::;UB 2:398 : LET E:~ 
VAL rS: s INPUT INK 6; 11 FIN DU LISTING ? 11

; LINE r!fi: GO SUE: 2:398= LET ri·1=VAL r$ 
281 IF rt1>L OR f'•< 1 THEN GO TO VAL 11 280 11 

282 IF B>L OR B<A THEH GO TO VAL 11 280 11 

285 INPUT H~K 6; "IMPRIMANTE ? 11 J LINE 8$ 
290 IF CODE 8$=VAL 11 79 11 OR CODE 8$=VAL 11 111 11 THEt~ GO TO VAL 11 5~10" 
300 CLS : BORDER 0 
310 PRINT: FOR F=B TO fl'I: PAUSE VAL 11 20 11

= POKE VAL 11 23692" .. 255: PRHH: PRHH I 
t~K A+A .i 11 No 11

; F .: TAB 7 J INK 4; AS< F) 1 8EEP • 01 .• 15: IF It·H<EY$= 11 P 11 THH~ PAUSE 4E4 
:313 IF INKE'1'!fi= 11 0 11 THEN GO TO 2 
:314 NEXT F 
318 PRINT #NOT PI; INK A; PAPER 7; FLASH A.ï" FIN C•E LI:3TE=PRESSEZ U~Œ TOUCHE''= 

FOR G=A TO VAL 11 100 11
: NEXT G= PAUSE 4E4 

340 GO TO A+A 
343 PLOT 0,0: DRAW 0,175= PLOT 0,0: DRAW 255,0: PLOT 0,175: DRAW 255,0: PLOT 2~ 

5,175= DRAW 0J-175: PLOT 0,155 1 DRAW 255 .. 0= PLOT 0.1140= DRAW 255,0= RETURN 
345 PLOT 0,0: DRAW 01175= PLOT 0,0: DRAW 255,0: PLOT 0.175: DRAW 255 .. 0: PLOT 25 

5.175: DRAW 0,-175: .RETURN 
350 PLOT 0,0• DRAW 01175: PLOT 010 1 DRAW 255,0= PLOT 0 .. 175: DRAW 255 .. 0: PLOT 25 

5.175= DRAW 01-175: PLOT 01150 1 DRAW 255,0: RETURN 
381 INK 3: PLOT 0)120: DRAW 0123: PLOT 0.143: ORRW 255,0= PLOT 255,143= DRAW 0, 

-23: PLOT 0,120= DRAW 255,0: RETURN 
400 REM S-L 
405 CLS : PR I NT PAPER 1 ; I NK 7 J FLASH 1 ; 11 MAGt~ETOPHOt~E " = P~'. I 

~H : BEEP • L-25: PRINT INK A+AJ 11 1-SAVE FICHIER": PRHff : PRitH HU< 3.: "2·-LOF1D FI 
CHIER 11

: PRINT #0; INK VAL 11 6 11 J "0=MENU" 
415 IF INKE''J"!li= 11 l 11 THEN GO TO VAL 11 43511 

416 IF INKE'r'!li= 11 011 THEH GO TO A+A 
418 IF INKEY$= 11 2" THEN GO TO VAL "420 11 

419 GO TO VAL 11 410 11 

420 CLS : GO SUB VAL 11 470 11
1 GO SUB VAL 11 490 11 

421 CLS : 1 NK 0: BEEP • l 1 -25 • PR I NT AT 12, 10; I t~K 1 ,; F'APEF.'. 7 _; FLA~:::H 1 .i "LOAC) " : F 
$: LOAD FS DATA D$( ): LOAD Fe DATA XSC ): LOAD F$ DATA VS(): LOAD F$ DATA T$( ): L 
OAD FS DATA CC): LOAD FS DATA A$C) 

425 GO TO ~-
435 CLS 1 GO SUB VAL 11 470 11

r GO SUB VAL "495" 
436 CLS : PR I NT AT 12 .• 10; PAPER 1 ; I NK 7; FLA::;H 1 .i ":;AVE " _; F$ : ~:;AVE F!fi [:•ATA D$( > 

: POKE VAL 11 237:36 11 
_. 181: SAVE F• DATA X!liC ) : POKE VAL "2:37:36" _. 181' :;AVE F$ DATA '·/$ 
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( ) : POKE VAL 11 23736 11 
J 181 1 SAVE FS DATA T$( ) : POKE VAL "2::::7:36" .. HH : SAVE F$ DRTR 

C( ): POKE VAL "23736 11 )181 1 SAVE FS DATA AS<) 
440 CLS : BORDER .;. : I NK 0 : PR ItH AT 9 .• 0 .i PAPEP 2 .i H~I< 6 .: FL A~::H .:i .. i "-:3.3. u. "it:"9-~.f·dE· t 

erminee rero•:intez ": PRINT • PRIHT INK 6.: PAPEF.: 2.: FLASn .:i .. ; "-1 .:i. b.:i.nd.:· p,:,,,, .... · . 1~ri 
f ii:.;.tion ••••• " 

441 PRit~T AT 14 .•9i PAPER 1; INK 7 j FLASH 1 ; "v!E'rifie "-:F$: VERIF'/ F$ OATA C•$( ·:· · 
VERIFY F$ DATA XSC ) : VERIFY F$ DATA VSC ): VERIFY F$ DATA î$( ): VERIFY F$ DATA C( 
): VERIFY F$ DATA A$<): BORDER 0: PAPER 0: CLS : PRINT AT 10 .. 0; INK 7; PAPEP ~ ; 
FLASH a.; 11 SAUVEGARDE CORRECTE " ' E:EEF' 1 .• -10 : GO TO .:i. 

448 PRIHT : INPIJT LIHE f$ 1 GO TO VAL 11 452" 
450 PRINT AT 5,0; IHK 6; PAPER A+AJF$ : PRitH ' PRINT IHK 7; PRPER A+A .• "-COHFIF:M 

ATiot~ ? 11 
• It~PUT LINE HS 1 IF CODE H$•VAL "111" THE~~ RETUPM 

451 ~O TO VAL 11 400 11 

452 IF LEN fS>VAL "10" THEH GO TO VAL "448" 
453 GO TO VAL 11 450 11 

455 RETIJRN 
460 t:LS : PRINT INK 2; FLASH 1J" PROCEr,JJ~'.E Et~ COURS 

462 PAUSE 0: GO TO VAL "400" 
" 

470 PRHff AT 0 .. 10; It~K 6; "MAGNETOPHONE": PRnn AT .1) 9 .; HW :3 ,; "i:-0-.-.-.--.-.-.-,-.-,-.-.-··1" : 
RETURN • 

490 BEEP • L-25 : PRINT INK 7; PAPER A+A; FLASH 1; 11 -t·mM DU FICHIER A CHARGEP ·ë· 

": GO SIJB VAL 11 448 11
: RETIJRN 

495 BEEP • 1.· -25: PRINT INK 7.i PAPER A+A.i FLASH 1.• 11 -NOM [•U FICHIEF.: A ~:AIJ'./EGARC:if:F.: 
?" : GO ·sus VAL 11 448 11 

496 IF f !li=" " THEt~ GO TO VAL 11 435 11 

497 RETURN 
499 RETURN 
500 LPRitH 11N0 11

.:
11 ";"TITRES'';" "; It~K A+A.:"F'.8.S ": L..F'F.:IMT FOR F:::::F: T1 ·1 r•1 ' 

LPRINT F ; TAB 4;A$(F): NEXT F 1 GO TO A+A 
550 REM kiki 18/3/84 
590 BEEP • L-25 : INPUT #0i INK 6; "DEBUT LISTING REVERSE " .i LH~E r$: GO SUB \.'AL. 

"2398": LET O=VAL rS: LET rt1=0 1 IF O>L OR O<A THEM GO TO 590 
594 BORDER 0: PAPER 0= CLS : INK 5• PLOT 01103: DRAW 255)0 ' PLOT 0,63 : DRAW 255 

,0: PLOT 0163: DRAW 0140• PLOT 255,63= DRAW 0,40: BEEP .1,-25= PRINT AT 7,0; INK 
3;" ·rio TITRES" 
595 PRINT AT VAL 11 20 11 

•• 0 ; INK VAL 11 6 11
; ''6=1-

605 LET P$=1NKEY$ 
610 PRINT AT 11 .• 1; INK 3; fl'li INK 4 .: 11 11

; A!li( rr1 ) 
615 IF PS= 11 6 11 THEN LET rr1=rr1+A: BEEP • 0L 15 
620 IF PS=" 7 11 THEt~ LET rf1=rr1-A : BEEP • 01 ) 40 
625 IF PS="0 11 THEN GO TO VAL "2 11 

627 IF P5="r" THEN GO TO VAL 11 700 11 

630 IF ~<A THEN LET fl'l=A 
635 IF m>L THEN LET fl'l=L 
640 GO TO VAL 11 605 11 

7=- 0=MEHU F.:=R. A" 

700 PAPER 3: BORDER 3: CLS : BEEP • l 1 15: PRI~ff AT 1) 0; PAF'ER ~:t; It·W 7 .; "t·~OM'" ; F' 
APER 0; INK 7; ASC ri'1): PRUH AT 3, 0; PAPER 0; HW 7; "HmE:=<: " .i HW 7 .: PAPER 0 _; [:0$ i:: r1·1) 

: PRINT AT 6 .•0 .: INK 7; PAPER 0; 11 ADRES : 11
; INK 7 .: PAPER 0;>=:$(rî1): PRI~n AT 1~3 .. 0 .i F'A 

PER 0; I NK 7 ,; 11 TELEPHONE : " ; I NK 7; PAPER 0; T!li( r<r ;. : PR I NT AT 1 :3 .• 0; F'iiPER ü ,; I t·n::: 7' _; " 
Y ILLE: 11 

.: INK 7; PAPER 0; V$( rt1): PRINT AT 16) 0; PAF'ER 0 .i It·W 7 .• "CODE PO~:HAl.. · 11 
_; IH~::' 

7 .: PAPER 0; C< rt1 ) 
704 PR I NT * 1 .1 I NK 2; PAPER 7; FLASH 1 ; 11 0=MENU Z=COPY M=MOD 1 F. ::;ELEC" 
705 IF INKEY$="0 11 THEN CLS : GO TO VAL 11 594 11 

706 IF It~KEYS= 11 z 11 OR INKEYS= 11 Z 11 THEN COP~( 
707 IF It~KEY$= 11 

,,, .. THEN GO TO VAL 11 7000 11 

710 GO TO VAL 11 705 11 

750 IF r$= 1111 THEN GO TO VAL 11 25 11 

751 IF CODE rS=VAL "32" THEN GO TO VAL 11 25 11 

752 RETIJRN 
989 REM l""echerche 
990 BEEP • 11-20 : INK 2: CLS : GO SUB VAL 11 350 11

: PRINT AT 1, 10; INK VAL "4" _; "F:EC 
HERCHE" : LET c=0 

991 PRINT AT 2) 10; INK 3; 11 Fffff1Tff111 

994 PRIHT #A; INK VAL 11 6 11
; "0=MENIJ" 

995 PRIHT INK 1 .: AT 5 .. 1,; 11 1-P~.r titres"; AT 7, 1 .; INK 2; "2-P-3.r vil li::·",; AT ~:,. . 1; H!V :?. 
.: "3-~ ~.r •:ode Posta. l 11 ; AT 11 ) 1 .; I NK 4 j 11 4-P ar i nd!E'>~ 11 ,;-AT 1:::: .• 1 ,; I t·U< 5 ,; "5-P .;1.r ordre .:i l 
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p h.~.bet Î q IJ.IS' 11 

999 IF INKEY$= 11 l 11 THEN GO TO VAL 101:3 11 

1000 IF 1Ml<E'r'$= 11 2 11 THEN GO TO VAL 5500 11 

1003 1 F 1t4KEY$= 11 4" THEN GO TO VAL 6000" 
1005 1 F I NKEV$= 11 :3" THEH GO TO VAL 5800" 
1007 IF It~KE~($= 11 0" THEt4 GO TO VAL 2 11 

t 008 IF I NKEY$:o:: 11 5 11 THEN GC1 TO VAL 1800" 
1010 GO TO VAL "999" 
1011 REM RE t~ 
1013 BEEP • L-20 
1020 INPUT INK 6; "t~OM ? "; LINE RS: CLS GO :;1.m VAL "860ü" 
1021 LET 1=0: LET Q=l 
1030 FOR E=l TO L 
1032 IF E=X+ 1 THE~~ GO TO VAL " 1050" 
1037 IF 1 NKE'f!Si= "P " THEN PAUSE 4e4 
1038 IF INKEY!li="r" THEN GO TO VAL 11 1055" 
1040 PR I NT AT 21 .• 0 : IF Rfti( TO LEN R• )=A!li( E .• TO LEt~ R!fi ) THEt~ POl<E VAi.. "23692" .. :?~55 
: PRINT TAB 1.ï H~K Q;E; 11

-
11 jTAB 5;A!fi(E): LÈT I=I+l: LET Q=0+1 = BEEP .1 .. :?0: F'RHIT 

: GO SUS VAL '11 8600" : LET c:=e • IF LEN rS >2 THEN GO TO './AL " 1ü5ê: 11 

1042 IF Q=VAL "7" THEN LET Q=A -
1048 NEXT E 
1050 IF I =0 THEt~ CLS : PR I NT I NK 2; · PAPER 7; FLASH "1 ,; 11 I t-Œ:~:: I ::::TAtH 

11
: BEEP 1.5,-30= GO TO VAL 11 990 11 

1052 GO SUB VAL 11 8700 11
: GO SUB VAL 11 3500" ! IF i >1 THH~ GO TO VAL 11 1055" 

1053 LET M=c• GO TO VAL 11 700 11 

105~ GO SUS VAL 11 8700 11 
: PLOT 0, 1 ?3 • DRA~~ 255 .• 0 : 1 NF'UT #0 ,; I t·W 6 .ï "EtHREZ t·HJMEF:O " 

; LI NE RS • GO SUB 2398 1 LET u=VAL RS: IF 1.1.< 1 OR u. > l THEt·~ GO TO VAL 11 H:155 '1 

1056 LET m=u. : GO TO VAL 11 700 11 

1200 REM SUP 
1205 CLS : I NK 3: GO SUB VAL 11 350 11

: PRHn AT 1, 9.i nw: Ft+R .i Il COMPTEUR: ",; ':.;'.··· j : LET f• 
=0= PRINT AT 5 .. L INK 6;"-QUI DESIREZ VOUS :::UPPPIMER '?"= E:EEF' .L-10: IHPUT LTHE. 

R$= PRINT AT 7,2; INK 2;R• 
1209 PRINT AT 9.• l .i INK 6; 11 -COHFIRMATIO~~ ? ( 0-~~ >11 

' IMF'UT LI ~E U$: IF 1_1$==" H" OF: U$ 
= 11 ·n11 THEN GO TO A+A 
1210 CLS : GO SLIB VAL 11 8600 11 

1211 LET v=LEN rS' LET b=dr-v 
1212 FOR ·n=a TO b ! LET r·$=rS+ 11 11

: t~EXT n 
1220 LET Q=A= LET I=NOT Pl 
1225 FOR E=1 TO L: LET Q=Q+A 
1226 IF E=X+A THEN GO TO VAL "1500" 
1240 IF RS=Fl$(E) THEN GO TO VAL "1513 11

: LET I=I+A: LET Q==G!+A 
1242 1 F Q=VAL 11 7 11 THEN LET Q=A 
1245 t~EXT E 
1500 IF I=t40T Pl THEt~ GO TO VAL 11 1050 11 

1513 LET AS<E>="": LET T$(E)= 11111 LET X$(E)= 11
"' LET V$(E)="": L..ET [•!~(E·:i=""' LET C: 

=0 
1514 LET KO=E+A= IF AS(E+l ><> 1111 THEN GO SUB VAL 11 4500" 
1516 CLS , PRHff AT 0J 0; INK ? ; PAPER L 11 :3UF'RESSI ot·~ EFFECTUEE "= F:ETP 
.5,-30: PAUSE VAL 11 40 111 GO TO A 

1800 REM a lPh~. 
1805 BEEP .L-30: INPUT INK 6J 11 IMPRIMAtHE 7 ".; LH~E R$ 
1809 CLS : GO SIJB VAL 11 8600 11 

1810 FOR f=l TO x: FOR P=2 TO x 
1815 LET ~S=a$(P-1) 
1820 IF ~$(P)(=aSCP-1) THEN GO TO 1840 
1830 GO TO 1860 
1840 LET a$(P-l)=a$(p): 
1850 LET l$(P)=M!li 
1851 LET cS=vS<P-1): LET v$CP-1)=v$(p): LET v$(P)=c$ 
1852 LET cS=xS(P-1): LET xS<P-l)=xS(p): LET x$(P)=c$ 
1853 LET c$=dSCP-l): LET d$(P-l)=d$(p): LET d$(P)=c$ 
1854 LET cP=c<P-1): LET c(P-l)=c(P) 1 LET c(P)=cP 
1855 LET cS=t$(P-1): LET tSCP-1>=t$(p): LET t$(P)=c$ 
1860 NEXT P: NEXT f 
1862 CLS : BORDER 5 
1863 LET K0=2 : GO SUB VAL Il 4500 Il 
--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~-----1~ 
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1870 FOR P=A TO x-1 
1875 IF R$= 11 0 11 THEN LPRINT P;TAB 4;.a$(p ): NEXT p: GO TO 2 
1876 PALISE VAL "20 11 

1980 PRINT: POKE VAL 11 23692 11 ) 255: PRINT INt~: 3 .•P.:TAB ·::::.; It-W: 2.; .;i_$.:' p ) : E:EEP . 01 .. 1'5 
1881 IF INKE'r'$= 11 P 11 THEN PAUSE 4e4 
1882 IF INKEY$= 11 0 11 THEN GO TO a 
1890 NEXT P 
1895 PRitH #1 ; INK 1; PAPER 7; FLASH 1.i" Fit~ DE LISTE : F'RES::;EZ Ut·~E TOUCHE" : PAU::;E 
4E4= GO TO a 

2000 FOR E=A TO L 
2010 IF AS<E,1)= 11 11 THEH LET ><==E• GO TO VAL 11 2021 11 

2020 ~~EXT E 
2021 FOR E=NOT PI TO 7 • POKE USR 11 A11 +E) 0 : t~EXT E 
2022 POKE USR 11 A11 

.• 255 
2030 RETURN 
2049 REM 
2050 IF LEN r$< =DR THEN LET A$C F >=r$ • GO. SIJB VAL "4000 11 

: RETIJRt·~ 
2060 BEEP . 5, -25 : PRINT AT 0, 0; INK A+A; PAPER 7 .; FLASH A.; BRIGHT A.i" p .:i.:::. P li.1 
:s de 11 .i DR; 11 caractere-:s 11 

: INPUT 1 NK 7 .i PAPER 2 .i 11 REFAITE":; L ·· EtHl<:EE" .i LI NE r$ : i::; 

0 SUB VAL 11 2050 11 

2062 IF LEN r$/DR THEN GO TO 2050 
2063 RETURN 
2080 IF LEN rS<=GT THEN LET D$(F)s:r!fi 1 GO SUE: VAL "4ü00" : RETURH 
2085 BEEP .5,-25 = PRINT AT 0,0; INK A+A; PAPER 7; FLASH A; BRIGHT 1; '' Pas Plu 
s de " .i GT .i 11 cara.ct1?res " : I HPIJT I NK 7 ; PAPER A+A .• "REFA I TP:'.; L ·· ENTREE" .: L. I HE r··$ 

: GO SUB VAL 11 2080 11 

2090 GO TO VAL 11 208011 

2100 IF LEN rS<=DR THEN LET XS<F>=r$ 1 GO SUB 
2110 BEEP .5,-251 PRINT AT 0,0J INK 2; PAPER 
de 11 ,i ()R; 11 ca.ract:.eres 11 

: I t~PUT I NK 7; PAPER 
SUB VAL "2100 11 

VAL 11 4000 11
: RETURt·4 

7; FLA~:H A.: BRIGHT A•" P.:i.::: F'l1_1 ::. 
2; 11 REFAITES L .. EtHF.'EE" .: LI ~·~E r!fi : CO 

2115 GO TO VAL "2100 11 

2130 IF LEN rS(=QW THEN 
2135 BEEP .5 , -25 = PRINT 
s de 11 JQW; 11 caractere-s 

LET T$~ F >=rS: GO SUB VAL "4000" : RETURN 

GO SUB VAL 11 2130 11 

2150 GO TO VAL 11 2130 11 

AT 0,0j INK A+A ; PAPER 7 ; FLASH A.; BPIGHT l .i" P -1 :=- ~l u. 
11 

: INPUT I ~~K 7 ; PAPER A+A .i 11 REFAITE~:; L, EMTREE 11 
.: LI ME r ·$ : 

2160 IF LEN rS<=QE THEN LET VS< F >=rS 1 GO SUB VAL "4000": RETUF.'.H 
2165 BEEP .1 , -25= PRINT AT 0,0; INK A+A; PAPER 7; FLASH 1; BRIGHT 1;'' Pas Plu 
s de 11

; QE; " c:.a.racteres 11 
: It~PIJT I NK 7 ; PAF'ER 2 ,; .; "REFA 1 TES L .. Hff PEE" .; L.. H~E r $ : 

IF LEt~ rS<=QE THEN LET VS( F )=rS: GO SIJB VAL "400~3" : RETUF.:N 
2170 GO TO VAL 11 2165 11 

2398 LET l 9=LEH rS = IF rS= 11 11 THEH LET rS=" 0" = RETIJRN 
2399 BEEP .1,-30= FOR k=l TO 19 .. 
2401 IF CODE rS<k TO 19))57 OR CODE r$(k TO 19)(48 THEN GO TO 2410 : REJURN 
2402 NEXT k 
2403 RETIJRN 
2410 PAPER 0 = BORDER 0: CLS : INK 7: GO SUB './AL 11 :350 11

: BOF.'.C•ER '3: F'APER l3 : E:EEF' .. 
11-25= PRINT AT 5,1; INK 2; FLASH 1;r$= LET W$='' JE N'ACC~PTE Q' UNE ENTREE NU 
MERIQUE ! REFAITEs L'ENTREE!... '' : 8EEP .6.-~~ : GO SUB VAL 

11 3700 11 : PAUSE 50 : FOR F= 1 TO LEN W$-VAL Il 20 11 
; Pt': nn AT L 5 .ô • HU< 6 .: PA PEP 2 d·J$( F 

TIJ F+20): BEEP . 08 .. -20: NEXT F: GO SUB VAL 11 371Z10" : INPUT nw: 2; "REFAITE'.:; L .. EtHF'. 
EE 11

; LINE RS : CLS : GO TO 2398 
3~00 INK 4 1 GO SUB VAL 11 345" 1 PRINT #1; I~H( 6; "R=R . A 
3510 IF IHKEY$= 11 r" THEN RETURN 
3515 IF INKEY$= 11 0 11 THEN GO TO a+.a 
3520 GO TO VAL 11 3510 11 

3700 PRINT AT 1, 1; INK 2; PAPER 7; FLASH 1.: " ENTREE INCORRECTE 
URN 
4000 REM ecran 
4010 PRitH AT 0, 0; 11 

O=MEt·HJ" 

" : PET 

7 .i FLASH 1 ; 11 Et~TREE 11 
; T .i 11 11 1 RETURN 

4500 FOR P=KO TO x: LET a$(P-l)~as(p): LET xS(P-1)=x$(p): LET d$(P-1)=d$( p): LET 
v$( P-1 )=VS( p) : LET c( P-1 )=c< p): LET tS( P-1 )=1:.$( p ): t~EXT p : LET .;:i$( ::-:: >=1111

: LET >::$ 
( x )= 1111 : LET d$(x)=" 11 : LET vS<x>= 1111

: LET •:<x)=0= LET f:.$(::<:)="" 

4501 RETURt~ 
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5500 BEEP • 11 -20: INPUT #0J IHK 6 .111 ENTREZ VILLE " ,; L It~E K$ 
5510 LET v=LEN k$: LET b•QW-v 
5515 FOR -n=A TO b : LET KS=K$+ 11 

": NEXT n 
~516 CLS 
5518 LET Qm:A: LET I:sNOT PI : GO SUB VAL 11 8600" 
5550 FOR EQA TO L 
5555 IF E•X+A THEH GO TO VAL 11 105011 

~558 IF q•? THEN LET qaa 
5S60 PR I NT AT 21 , NOT PI : POKE VAL 11 23692 11 

, 255 : IF K$=VS< E > THEH PR I t-ff TAE~ 1 .; I t·W: 
GIJEJ 11

-
11 Jf .• (E): PRIHT 1 GO sua VAL 118600": BEEP .L20 : LET i=i+l : LET ·:i=·:i+.:i.: LFT 

cme 
5!565 IF IHKEYS1111 "P 11 THEN PAUSE 4E4 
5566 IF IHKEYS="r" THEN GO TO VAL 11 1055 11 

5!570 HEXT E 
5810 LET Q•A: LET i=-HOT PI 1 BEEP • 11 -25: INPUT #~1 _; INK 6.; "EtffF:Ez CODE F'O::;TAL '' · 
LI NE r"S: GO SIJB VAL 11 2398 11 1 LET J•VAL r·S: CLS : GO SUB VAL "8601;,1" 
5820 FOR E•A TO L 
5825 IF EsX+A THEN GO TO VAL 11 105011 

5832 IF IHKEY$= 11 P 11 THEN PAUSE 4E4 
5833 IF INKEYS= 11 r 11 THEN GO TO VAL: 11 1055" 
5840 POKE VAL· 11 23692 11

) 255 1 PRINT AT 21J0: IF ._l=C( E) . THEN PF.'.ItH TAB 1; nw: O.; E.; "-· 
11 .iASCE) 1 PRINT : GO SUB VAL "8600 11 

: • BEEP • 1.· 20: LET i = i +.1 : L.ET q =·1 + .:i.: LET •::::.:;· 
~842 IF Q•? THEN LET Q•A 
5845 HEXT E 
6000 BEEP .1,-15: RET1 IND 
6010 LET Q=A: LET 1=0 
6015 INPUT #0.• IHK 6; "ENTREZ INDEX Il J LIHE R$ : eu:; GO ~:;r_1E: VAL. "::'.:600" 
6020 FOR E•A TO L 
6025 IF E=:i<+A THEN GO TO VAL 11 105011 

6045 POKE VAL 11 23692 11 12~5 
6055 POKE VAL 11 23692 11

, 255 : PRINT AT 21, 0: IF R$( TO LEt·~ R$ )=[J$( E .. TO LEH F'.$ > THE 
N POKE VAL 11 23692" , 25~ : PR I NT TAB 1 ; 1 NK G! .i E; " - " ; A!fi( E > : PR I MT = GO '.:;:;1_18 VliL ·,, :::6üü 
" : BEEP .1 )20 : LET I•I+A• LET qcq+a• LET i::==e 
6056 IF INKEYS= 11 P11 THEH PAUSE 4E4 
605? IF INKEYS= 11 r 11 JHEN GO TO VAL 11 1055 11 

6060 IF Qs7 THEN LET Q=R 
6065 NEXT E 
7000 BORDER 0 : PAPER 0: CLS : IHK t: BEEP .1 .. -15 = REM MS 
7010 PRINT AT 115; INK 2; 11 MOOIFICATION POUR :".ï AT 3 .. 0 .: IHK 7 .: PAPEF~ 0;"- 1' .:A$<r··1);A 
T 5)1; FLASH 0.; PAPER 0J INK lJ 11 1-TITRES 11 .ïAT ?d.i INK 2.;"2-IMDE::·::"-dH 9..1 .i nw: 3; 
11 3-ADRESSE 11 ;AT 11d; INK 4;"4-VILLE"JAT 13d; IHK 5;'15-C:ODE POSTAL".:AT 1'5 .. L H~!< 
6; 11 6-TELEPHONE 11

: PRINT 10; INK 6J 11 0=-MODE RECH" 
7011 GO sue VAL "343'' 
?020 IF INKEY•• 11 l 11 THEN GO TO VAL 11 7500 11 

7025 IF INKEYS= 11 2 11 THEN GO TO VAL 11 7~50 11 

7030 IF INKEYS= 11 3 11 THEN GO TO VAL 11 ?600" 
7035 IF I NKE'r'$= 11 4 11 THEN GO TO VAL 11 7650 11 

7037 IF INKEY$= 115" THEN GO TO VAL "7700" 
7040 IF INKEYS= 11 0 11 THEN GO TO VAL 11 990 11 

7045 IF INKEYS= 11 6 11 THEN GO TO VAL 11 8000" 
7050 GO TO VAL 11 7020 11 

7510 CLS : BEEP .1 , -5: PRINT INK 2; PAPER 7; FLASH 1;'' MODIFICATION TITRFS 
Il 

7515 INPUT INK 5; "ENTREZ TITRE 11 J LINE R!li : GO SIJB VAL ":35f.HJ" ' LET F=M : GO '.::UE: '..1t=1 

L 11 2050 11
: LET M•F 

7S20 LET AS(M)=R$ 
7525 CLS : PRINT IHK 7; PAPER 1> 11 MOC1 IFICATIOt~ EFFECTUEE ": F'Al.Y:=.:E: '.,lfiL " :3 
0" : BEEP .5,-5: GO TO VAL "?00" 
7~50 CLS : BEEP • 1, -5 : PR ItH FLASH 1 ; I NK A+A; PAPER 7 .i 11 MOC• IF 1CAT1 Ot·~ Hff:iF>< 

11
1 PRIHT AT 5,0; INK 2J 11 -POUR 111 .; It~I< 7 .; A!li(f'1) : GO '.;:UB VAL ":::::31" 

7!555 INPLIT INK 5; ''ENTREZ INDEX 11 J LINE R!Ji: LET F=M: GO ~::UE: VAL "~:~3:.::0" : L.ET M=F 
7560 LET D•<m>aR• 
7~70 GO TO VAL 11 7~25 11 

760!5 CLS : BEEP • 1 J -~ : PR nn I NK 2 J PAPER 7; FLASH 1.:. Il MOC.IF I CRT I OM ADRE:::'.SE 
11 1 PRINT AT S, 0J INK 2J 11 -POUR • 11

; INK 7; A$( r'1): GO SUB VAL "381." 
7610 INPUT I NK 5; 11 ENTREZ ADRESSE 11 

; LI NE R$ : LET F=M : GO ~;UB 'v'HL "21 üü" = L.ET M=F 
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7630 LET X$< r•·1 )=R$ : GO TO VAL 11 7525 11 

7655 CLS : BEEP .1,-5: PRINT INK 2; PAPER 7 ; FLASH 1; 1
' MODIFI CATION VJL.LF 

Il ; PR I tH AT 5) 0; I t~K 2; 11 -POUR: Il ; I t·~K 7 .; A!fï< 1(1): GO ~:: uE: 1
•.•

1f-1L " J :?. l " 
7670 It4PUT INK 5; "ENTREZ VILLE 11

; LINE R$ : LET F=M : GO ~:tlB VAL "216(1" = LET M:==F 
7675 LET './$( rf1 )=R$ : GO TO VFtL 11 7525 11 

7700 REM R CP 
7710 CLS : BEEP .1,-5• PRINT INK 2; PAPER 7 ; FLASH 1 ; '' MODIFICATION cnrE POST 
AL ": PRit~T At 5 , 0; INK 2; 11 -POUR 111 ; INI< 7 .;A$(rt1): GO ~:; uE: '·/AL "3t:1" 
7715 INPUT INK 5; "Et4TFi:EZ CODE POSTAL " ; LINE r$ = GO SUB VAL "239:~:" : l.ET P::.:'./AL r ··$ 
7720 LET C< m )=R : GO TO VAL "7525 11 

8000 REM TE 
8010 CLS : BEEP .1,-5: PRINT INK 2J PAPER 7 .; FLASH 1 ; 11 ~lO[HFICATIOH Tl::LFPHOt·i 
E 11

: PRINT AT 5,0; 
5 .i 11 ENTREZ TELEPHONE 11 

_; 

!fi : GO TO VAL 11 7525 11 

INK 2i"-POUR:"; It~K 7.;A$(rt1): GO 8U8 './AL "3:31" : IMF'UT aw· 
L 1 NE RS : LET F=M : GO SUE: VAL "21 :30 11 : LET M:::F : l_E T î'fii:" r,.1 ·:·==P 

8500 IF CODE r!fi=32 OR r!fi= 1111 THEN GO TO VAL "7515" 
8510 RETURN 
8600 PRINT AT 0, 0; INK 2; PAPER 7; FLASH .~. ;" 

UFi:t4 
PROCEDURE EN COURS 

8700 PRINT AT 0 .• 0.; 11 " = RETURM 

" 

9000 LET A=SGN PI : DIM î!li(LJQW): DIM C(L ): DIM V!fi(L.·G!E) : DHl A$0::L. .. DR >= D.îl"1 :O<$o:t .. . 
DR) : DIM D!fi(L.·Gî): BORDER 0 = PAPER·0: INK 4 : POKE VAL 11 ::':'.:36:ï'9 1'.·2' GO TO VAL "1" 
9010 LET L=VAL 11 250 11

: LET QW=VAL 11 15 11
: LET QE=VAL "15" = LET DF.'.=VAL 11 25" : LET .-;r::: 

VAL 11 8 11
= GO TO VAL 11 9000 11 

9999 REM erick caberia 3/84 

SPECTRUM 

RADS 
Un inquiétant nuage plane au-dessus de vos plantations. 

Attention aux radiations qui s'en dégagent 
et tombent de façon aléatoire sur vos champs de salades! 

Arrêtez-les grâce à votre base mobile ... 

RADS 

1 BORDER O= PAPER O= INK 4: CLS : GO SUB 5000 
2 GO SUB 2000 : LET hs=0 = REM red~f CHRS 
8 REM ******************** 9 REM initia1isaion 

10 REM ******************* 11 LET v=10 : DIM aCll) = DIM b$(4) : LET sc=0 : LET vie=3 
15 LET b$( 1 )="C": LET b$(2)="D": LET b$(3)="E": LET b$ i:: 4 ::0 ="F" 
22 FOR f=10 TO 20: PRitH AT 15,f; IMK 4 .• " H" : F'RHH AT 4 .. f.• Jl·W: 2:.• " t=1" : HE >< T f 
24 REM dePart ~nne~ie 
25 FOR f~1 TO 11: LET a(f)=4= NEXT f 
26 FOR f=0 TO 31 = PRINT AT 0,f; INK 1;"•" : ~~E>ff f : LET z=Hfr O::PtW:t:4 )+1 
27 F'RINT AT 0 .. 0; PAPEFi: 1; IHK 7;"score- : " .;:=,1:;AT 0}25 j F'AF'E~'. 1 .; It·U< ? .• . " v ie :~. :·' .• v1 

e ; AT 0d3j PAPER 1; INK 7; "hi9sc: "i hs 
29 REM hasa~d enneMie ~ t~st collisions 
30 LET b=INT (RND*ll)+l: LET ~(b)=a(b)+l : IF a(b)=14 THEN LET vie=vie-1 : FOR f 

=1 TO 10: BEEP .01,-10: OUT 254,f • NEXT f : BORDER 0= GO SUB 1000= GO SUB 4205 = C 
L::; : GO TO 20 
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32 REM ******************* 33 REM Print enne~ies 
34 REM ******************* 35 PRINT AT a(b),9+bi INK 6;b$(z) 
39 REM ******************* 



40 REM test clavier 
41 REM ******************* 50 LET v=v+( INKEY!li= 11 8 11 AND v< 151 )-( INKE'ï'$="5 11 At-m v>9 ) 
59 .REM ****************** 
60 REM Print base 
61 REM ***************** 70 PRINT AT 14,v ; INK 3;" G " 
75 REM ********************** 76 REM tir r.a.~o·n 

77 REM ********************* 82 IF INKEY!li="0" THEH FOR f•13 TO 5 STEP -1 : PRHff AT f.. ..... +1 .i nw: ~i ; "B" : t·~E>::T f 
1 FOR f=13 TO 5 STEP -1: PRitH AT f J v+l; Il Il : BEEP • 01 J f+lü : ME:X:T f: ME>n f ; LET 
3.( v-8 ):s4: LET sc:=:s.c+l 1 PRit"T AT 0, 0; PAPER 1; It~K 7; ":sc:cir·e· : " .i s•: 
200 GO TO 28 
997 REM **************** 
998 REM tests v ie & inc score 
999 REM *************** 1000 1 F v i e=0 TH~t~ PR I NT AT" 21 1 11 > FLASH 1 ; 1 NK 2 i PAF'E~'. 7 .i "GAME OVEF.'. " : GO :::;UE: 4 

300 : GO SUB 3000 : PAUSE 0 1 CLS : GO TO 10 
1010 RETURN 
2000 REM CHR!li 
2010 RESTORE 2100: FOR x=USR 11 a 11 ra.us~ 11 9 11 +7 

2020 READ user : POKE x1user 
2030 NEXT x: RETURN 
2100 DATA 0,0,0,102, 2551181,2551173 
2150 DATA 68172136 , 36J68166136168 
2200 DATA 34120 , 8 , 40150,2811618 
3005 RETURN 
4000 REM musique ~esterd~~ 

2250 DATA 84 , 68,84168,84J68184168 
2300 DATA 80 , 4132 , 8,84 , 0136116 
2350 DATA 161185, 401145156,169116,145 
2400 DATA 01361661901601241241126 
3000 : IF sc )hs THEN LET hs=sc 

4005 RESTORE 4005: FOR f=l TO 29 1 READ m,n : BEEP ~,n : MEXT f : RETURN 
4010 DATA .25,7,.25,5,1.5,5,.25,~1.25 , 11,.25 , 13,.25 , 14 .. . 25 , 16 , .25 , 17, . 25 , 16 .. . l 5 .. 
14,1.5114, .251141.24 , 14,.25112,.25,10, .25 , 9 , ,25,7 
4020 DATA .5,10 , .2519,.75,9,.5,7,.5,51.25,9, .75,7, .5,2, .5, 5 ,.25,9 , 1. 25 , 9 
4200 REM rr11.ls i Cl u.e 
4205 RESTORE 4210 : FOR f=l TO 14 : READ rn,n : BEEP ~ , n : NE XT f : RETURN 
4210 DATA . 15, 0 , • 51 5, • 15, 7 1 • 5, 61 • 1S,0, • 25 , 5 , . 15 .• 7 ... 25 1 8 .. . 15 .. 12 .. 1, 11 , . 0:3 .. 1ü .. . u;:, :::: 
,.03,71.0315 
4300 .REM musique requiem 
4305 RESTORE 4310 1 FOR f=1 TO 10 1 READ rn , n : BEEP m,n : MEXT f : RETURN 
4310 DATA • 9, 0, • 9, 01 • 1, 0, . 9101 • 9, 3, • 4, 2, • 9 , 2 , • 9, 0 .• . 4 , -1 , • 9 .. 0 
5000 REM Present~tion 
5010 LET a$="eric caberia ~tilt vous Presente rads , vous devrez a l ' a ide de va t 
re ba:se mobil~ et de votre ra~on laser,emPecher des radiations mortelles d ' a t t ei 
·ndre 1 a. terre ••. l e-s contro les so·nt 5 , 81 0 ••. 11 

5100 LET w=LEN a$ 
5150 FOR .j=l TO •1J' PRINT INK ItH <RND*5+2) ;.~. $( .. i TO . .i ).; IMK ? _; "1 " .; : PRitH CHE:$ ::: ; 
: BEEP .01,CODE a$( J)-80: NEXT J : GO SUB 4000 : CLS ' FOR f=l TO 20 = BEEP .02,20 : 
t~EXT f : RETIJRN 

SPECTRUM 

SPECTDRAW 
Un logiciel de création graphique qui propose huit couleurs 

et la possibilité de réaliser des dessins, 
de remplir les surfaces et de déplacer les figures. 

Très utile pour les futurs Rembrandt! 

1 GO SUB 8000 1 LET PaPer=0• GO SUB 9000 1 LET border=0 : LET ink;7 : BORDER 0 : P 
'--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~ 
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APER 0: INK 7: CLS 
2 DRAW 255,0: DRAW 01175: DRAW -255,0: DRAW 0)-175 
3 OVER 1 

10 IJIM z( 500) 
15 LET x1=0: LET ~1=0 
20 LET x=100: LET ~=100 
30 LET P=l 
99 REM test clavier 

100 PAPER 1: INK ink: GO SUB 2000 
102 LET ~=~+( It~KEY$= 11 w 11 

)-( INKEY$= 11 x 11
) 

105 LET ~l=~l+(INKE'i$= 11 7 11 )-(INKEYS= 11 6 11 ) 
110 LET x=x+< I NKEYS= 11 d 11 

)-( I NKE~'$= 11 a 11 
) 

111 LET x1=x1+<INKEY$= 11 8 11 )-CINKEY!li= 11 5 11
) 

120 PLOT x,~: DRAW xl,~1 
121 1 F I NKE'r'$=" s 11 THEN SAVE a.!liSCREEN!fi = REM :sa.u.e9arde i 1.-1a. 9e 
122 IF I t~KEYS= 11 f 11 THEN GO SUB 7000 : POKE 59293) P .a.P er : RAt~DOM IZE U:3R 591 :36 
123 IF INKEYS:="b" THEN GO SUB 4000 
124 IF I NKE'r'S= 11 1?" THEN GO SUB 3000 
125 IF INKEY!li= 1111 THEN GO TO 125 
126 IF CODE INKEYS=13 THEN GO SUB 210 
130 PLOT x1~: DRAW xl1~l 
200 GO TO 100 
210 LET z(P)=x: LET z(P+l)=~ 1 LET z(P+2>=xt: LET z(p+3)=~1: LET P=P+4 
220 LET x=x+xl: LET ~=~+~1 
230 LET x1=0 1 LET ~1=0 
240 RETURN 
300 FOR f=l TO 500 STEP 4 
310 PLOT z(f),z(f+l): DRAW z(f+2)1z(f+3) 
320 NEXT f' 

1999 REM tests bord d'ecran 
2000 IF x>=254 THEN LET x=254: RETURH 
2005 IF x+x1>=254 THEN LET x1=x1~1 1 RETURN 
2010 IF x<~l THEN LET ~=1• RETURN 
2011 IF x+x1<=1 THEN LET M1=x1+1 1 RETURH 
2015 IF ~>=174 THEN LET ~=174 1 RETURN 
2016 IF ~+~1>=174 THEN LET ~1·~1-1: RETURN 
2020 IF ~<=1 THEN LET ~=1 1 RETURN 
2021 IF ~+~1<=1 THEN LET ~1·~1+1 1 RETIJRN 
2030 RETURN 
3000 REM eric:re-
3010 LET ink=0 
3014 1 F l NKEY!li= 11 5" THEN LET i nk = 1 nk-1 : BEEP • 5, 10 : IF i nk < 0 THEt~ LET i nk =0 
:3015 IF H~KE'illi= 11 8 11 THEN LET i nk=i nk+l: BEEF • 5, 10: IF i nk >7 THEt~ LET i 'f1k=7 
3020 PRINT AT 211 1 J INK i nk; FLASH 0J "•" 
:3035 IF CODE I NKE't!li= 13 THEN PR I NT AT 21 , 1 ; PAPER P aP er; 11 

" : RETURN 
3040 GO TO 3014 
4000 REM couleur border 
4010 IF INKE'/$= 11 5 11 THEH LET border=border-1: BEEP • 05, 10: IF border<0 THE~~ LET l:.i 
order=0 
4020 IF INKEY$= 1'8" THEN LET border=border+l: BEEP .05}10: IF border>? THEN LET l:.i 
order=7 
4025 BORDER border 
4030 IF CODE INKEY!li=13 THEN RETURN 
4035 GO TO 4010 
6000 REM fi\\ 
6010 DATA 58,1251921951581126192187158,157,231,50)143,92,75,66,66,205,84,231,75, 
4112012541174,210149123111971213 
6020 DATA 205120613412091193,197121312051213145,209,193,60161,254,1,194>17,231,6 
61?512051841231)7515,120,254,1,210 
6030 DATA 83,2311197121312051206134120~1193,197,213,205,213,451209,193,60,61,254 
1l11941501231120117S119?,213,20s1229,3412091193,12,121,254,255,210,120.231,197,2 
13,20512061341209,1931197121312051213 
6040 DATA 45,2091193,6016l12541l1194185,231,751197,213,205,229,34,209,193,13,121 
,25411121811561231 
6050 DATA 1971213120512061341209119311971213,205,213,45,2091193,60,611254,11194, 
121,231,201,58 
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7000 REM PaPier 
7001 IF PaPer<0 THEN LET PaP~r=0 
7010 IF INKEY$= 11 5 11 THEN LET Pa.Peri=PaPer-1: BEEF' • 1) 10' IF P.:i.Per-< O THH~ l .. ET P.~.i:·er 
=0 . 
7015 PRINT AT 21) 1; INK Pa.Per; 11

•
11 

7020 1 F 1NKEY!fi=11 8 11 THEH LET P a.P er=P ~.P er+ 1 , BEEP • L 10 : IF P .:i.P er >? THEt·~ LET F' ::i.P ~-r 
=7 
7030 IF CODE INKE'r'S=l 3 THEN PRINT AT 21) 1.ï PAPER P .:i.P i:-r ,; " 1

': RETURt~ 
7040 GO TO 7001 
8000 INPUT 11 NOM DU DESSIN?";AS• CLS : RETURN 
9000 RESTORE 6000 1 REM rert1P 1 i s:sa9e 
9010 FOR f=59136 TO ~9293 : READ data: POKE f)data: NEXT f: RETURN 
9999 REM e.c 29/6/86 
10000 REM ~erci a vachha & ru~se~ 

SPECTRUM 

PENDU 
Un programme bien réalisé qui permet de jouer 

contre l'ordinateur ou un adversaire humain. 
La variable «MOT» définit en ligne 5 le nombre 

de mots contenus dans le dictionnaire intégré. C'est en 
l'incrémentant qu'il est possible de l'étendre. 

2 GO :31J8 1 ~300 
4 REM t1Et4U 
5 FOR F=l TO 20 : BEEP .1)F• NEXT F: LET MOT=118• POKE 23658,8 = BORDER 8= PAPE 

R ~3 : INI< 4 : CL'.3 
10 P~: UH 11 VO•.t 1 i?Z V C•IJ,S ,i OIJ.ter a deU.)( QIJ. •:oritrE' rqo i , .. " 
20 PRINT AT 16 .. 1.: FLASH 1; INK 2 J F'APER 7.:Il1": F'F.'.I tn FIT 16 .. :::: ,i 11 .:.I. d1:;·1.1.::<" 
22 PRINT AT 18) 1; FLASH 1; INK 2; PAPER 7; "2" : F·~: ItH l'°=IT 1:::, ::.: ,; 11 contri::· r•K• i" 
24 PRitH AT 2ü .. 1.: FLASH 1.; INK 2; PAPER 7 .: "3" : F'~'.ItH flT 20 .. ::.: .• 11 .~.rrE·ti=·r" 
29 REM TEST CLAVIER 
:30 IF INKEY$=" 1" THEH BEEP • 1, 20: GO TO 5~3 
4ü IF I NKE'r'$=" 2" THEN BEEP • 1 , 20 ; GO TCJ 7~3e1 
42 IF It4KEY$= 11 :3 11 THEN t~EW 
43 GO TO :30 
50 CLS : INPUT ''introduis~z un mot s~ns le lais-sE"r vo ir Par votre Par t enaire . 

. . "; d$: IF LEt~ DS>l0 THEt4 BEEP 1, -10 : GO TO l&.::1 

53 LET t=0• LET h=t: LET r=2: LET ~=10 
58 DIM e$CLEN d$) 

100 FOR i=1 TO LEN d$ 
110 PRINT AT ::1 .• ::1+i+i.; INK 1.• FLASH 1;"•" 
120 NE~:T i 
161 LET v=-~ 
162 LET b$=INKEY$ 
165 IF b$= 1111 THEM GO TO 162 

166 PRINT AT t)h;b$ 
170 FOR i=l TO LEN d$ 
180 IF b$<)d$Ci) THEN GO TO 190 
181. LET e-!fi( i )::::d$( i ) 
185 BEEP .07) 10= PRINT AT ~)~+i+i;b$ 
186 LET v=h 
187 IF e$=d$ THEH GO TO 598 
190 NEXT i 

195 IF v <>h THEN FOR F=1 TO 15= BEEP .04,F: NEXT F• GO SUB 300+h 
2~n3 GO TO 161 
300 PRitH AT ~+h..tr) t; INK 2J 1

·---•" 

301 GO TO 500 
302 PRINT AT :::i+h/r)tJ INK 2J "P"JAT ~+h/r .. t+4 .i INK 6j F'AF'EF-: :~: .;"P." 
303 GO TO 500 
308 PRINT AT ~+h/r,t; INK 2J "l "JAT :::i+h/rJt.+3.: H~K 5.: "•·•" 
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309 GO TO 500 
310 PRitH AT ~+h/r,t; INK 2; 11 l 11JAT :::i+h-'r,t.+2; HW 7;" i11 .. ,, 
311 GO TO 500 
316 PF:Hn AT ~+l'Vr .. t.; INK 2; 11 1 11 

:317 GO TO 500 
319 PRINT INK 2; PAPER 7; FLASH l; 11 SOLUTION= 1';d$: FOR F~l TO 60: OUT 254 .. F: NE 

;.:T F : BORDER 0 
:322 PF:ItH AT 21..6.; It~I< 6.; "PRESSEZ U~~E TOUCHE "' FDF.: F=l TO 40: E:EEF' .ü? .. F: ~-~E>:T 
F 
323 PAUSE 0: FOR F~1 TO 50: NEXT F: PAUSE 0 
325 CLS = GO TO 10 
5(10 LET h;h+r 
510. RETURt~ 
599 REM SUCCES 
60ü PRHH AT 21,0; 11 VOUS AVEZ GAGt~E"= FOP F=l TO 2~::.1: OUT :?'::i4 .. f.7· BE:EP .i:::n.F. i·~E::>::r 
F= PAUSE 0• PAUSE 0• GO TO 1 
699 REM DICTIONNAIRE 
?00 RESTORE : FOR F=l TO INT CRND*MOT)+l 
705 READ Z$• NEXT F: LET D••ZS1 CLS : GO TO 53 
710 DATA "MAI t·~". "MI r1E 11

, "MARS'' J 
1!AOUT 11 

J 
11 GFtNT 11 

•• ''PPI r.: 11 
.. "CHAT" .. "OEUF 11 

.• 
11 'ï'EU>::" .. "L. 1 i.,.·r::E" 

) "BAGUE", "POIRE", 11 SINGE 11
1

1'DEVOIR 11
, 

11 TROQUER 11
, 

11 ECF~AH 11 , 11 FELIH" .. "~:;IROF'", "OUATF.:E". ;'HU 
UCLE 11

, "MANGER", "BOUTON", 11 t1C1tHRE 11
, 

11 [HDERU 11
) "LAVABO") 11 0PDHmTEU~:" . 

720 DATA "CHEMISE", 11 R08INET 11
, 

11 SECRETS 11
, "BOUCHON".• "MU:":;IOUE" .. "TOUCHER" .. "MEMOJ.F:F" .. 

"LESSIVE", "OBSTACLE", "CADAVRE", "ENFOt~CER") "BLRtKHI~:" .. '1 EPüTIOUE" .. "C:HIFF~:EF:'' .. "CF.F.:T 
IFIER", 11 ARME 11

, 
1'8LINDE 11

, 
11 MISSILE 11

, 
11 FLEUR 11 

730 DATA "LUMIERE" .. 11 OBSCURITE 11 
, 

11 PYRAMIDE 11 
1 "RABOTER 11 

.• "TABOUPET" .. "Ml=iTEl_Fi3" . "CHF.lit: 
T 11 

.• 
11 APARTHE1D 11 

.. 
11 CLA'./1ER 11

, 
11 ::ïANG 11 

.. 
11 MORT".• "G~:OUPE 11 

.. 
11 ETHt~1 E" .. '' MEH::;UEL" . "C:AMfiL. 11 

• "L:oF.:CJ1 
DEUR 11 ,"ANTENNE 11 

740 DATA 11 IMPRH1RtHE", 11 CIEL 11
) 

11 ESPOIR 11
, 

11 FRERE::;", "RUE" .. "DH1Ait-~", "MEILLEUF'." .. "C:HHt~:::; 
Ot~" .• "AMOUR", 11 PAIX 11

, 
11 PHARAOt~ 11 , "LECTEUR", ".JOUEUR", "MAITRI tiE", '1HUMAtHTE" 

750 DATA 11 LIBERTE 11
, "ECARTELER", 11 AMNISTIE 11

, "TAPI~:;" .. "BIJUTot·~" .. "SClt·H·~EF.'." .. "FOF.'.TU~·~E"." 
RHYTME", "MOUCHER", "SIFFLER") "GUITARE", 11 FREOUENCE" .. "SG!UALE" .• "MO~::;ur::E" .. "'.,,'AMPIF.:E-""." 
FUSIL Il> "PLANCHE Il·' "LIGNE 11

' 
11 SONORITE 11 ·'"SACHET 11 

760 DATA ''COMBAT".• "MATRICE", 11 VITAMINE 11 
.• "BAMC•IT" .• "TO~:CHE" .. "F'LAOl..IEF::" .·''CLEF--". "F·r:1T" 

.. "LAIT" .. "VACHE", 11 BUFFLE", 11 TIGRE 11
, 

11 LIOM" .. "C~:ABE", ''CHATTE"_. "F'AF.'.C:" .. "CHfi:::;:~~iEFi:", "J"·lh.IT 
Alf<'.E" .• "CRETit-~", "TEMPS" 
1000 REM PRESENTATION 
1004 CLS: PRINT AT 0 .. 0; INK 3;"E.C 8.: TILT PF.:E::;EtHE:"_;AT 21..ü.i HW: 6.;"F'PE:=.:;::;G~ Ut~ 
E TOUCHE 11 

1005 FOR F=60 TO 1 STEP -1 : POKE 23606, F : PF.: I tn AT 1 ~1 .• 1 :; ; PAPEF'. 1 .. I t·W 6 _; "F'El·JLdl" 
: BEEP .02,F-25: NEXT F= BORDER 0 
1010 IF INKEY$<> 1111 THEN FOR F=t TO 50: OUT 254}F·: BEEF' .((3 .. F: ~-lE>n- i:·: FOR F:::=l TO 
22: PRINT #1: BEEP .03 .. F= NEXT F: RETURN 

H~120 GO TO 1010 
9999 REM E.C 

THOMSON 

DESCRIPTION 
Testez votre mémoire visuelle: un «suspect» 

apparaît cinq secondes à l'écran. A vous d'établir ensuite un 
portrait-robot, grâce aux «signes 

particuliers» : chapeau, cicatrice, calvitie, nœud pap ... 

10 '*********************************** 60 '* ~ 
20 '* * 70 '*********************************** ::::o 1 l ou::c:H I F'T l IJN * 80 CLEAR5oo;&HUFFF,76:CONSOLE0,24:SCREEN 
40 't t 0,14,4:0LF1NTA-Z:PRINTCHR$(20) 
50 't Fait par Christophe COUASNARD t 90 FORI=OT075:READA,B,C,D,E,F,G,H:DEFGR$ 
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(l)=A,8,C,D,E,F,G,H:NEXT 

100 '********************************** 
110 '* DONNEES GRAPHIQUES * 
120 '********************************** 
130 DATA63,64,159,32,3,12,0,3,240,12,242 
,13,229,21,234,62,2,3,3,3,3,3,3,3,0,0,12 
8,128,192,192,192,192,0,0,0,0,0,1,3,6,28 
,24,48,~6,192,128,0,0,1,7,1,3,3,3,3,1 
140 DATA128,224,192,192,224,224,224,192, 

~~·JO r~~f; C: 4) ==GR$ ( 16) +GR'l, ( 1 7) +DD$+GR$ ( 20) +" 
":A$(S)=GR$(18l+GR$(19)+0D$+GR$(21)+GRS( 
22) 
300 T$(0)=GR$C23)+GR$C24)+GR$C25l+GR$(26 
) +" ": T$( 1) =GH$( 27:> ·t-füi;$ ( 2E.:) +GR$( 29) +GR$ ( 
30)+GR$(31) 
310 T$(2)=GR$C32)+" "+GR$C36l:T$(3)=GR 
$C37J+CHR$C27)+CHR$(65)+GR$(38)+GR$(39)+ 
GR$C40)+CHR$(27)+CHR$(64)+GR$C41J 

2, 21 , 42, ::;:o, 160, f,:,4, 32, 81 , 64, 168, ::;:4, 10, S, 7 :320 T$ ( 4) =" "+GR$( 42) +GR$( 43) +GR$ ( 44) : T$ 
4,180,72,28,28,28,30,15,7,3,3,56,56,56,1 (5)~" "+GR$C45)+CHR$(127)+GR$C46) 
20,240,224,192,192 330 TS(4)=" "+GR$(42J+GR$C43)+GR$C44)+" 
150 DATA33,34,81,32,16,42,21,2,32,212,42 " 
,4,8,84,168,64,3,3,3,3,7 1 6,6 1 3,192,192,1 340 TTiCO)=" "+GR$C45)+CHR$(127)+GR$C46J 
·~i2 , l '32, 224, -:~6, '36 , 1 92 , 0, 0, 0 , 0, 3S, 31 , 1-5, 30 +" ": TT$ ( l ) ==" "+CHF\:$ ( 2·,1) +CHR$ ( 64.) +GF\$ ( f.I. 7 
,o,o,0,0,196,252,192,128,0~0,31,31,31,31 )+GR$(48)+GRSC49)+GR$(50) 

160 OATA0,0,128,192,224,248,128,128,31,2 
8,28,8,0,0,0,0,3,3,3,3,3,3,0,0,1~8,128,1 

28,128,128,128,0,0 
170 DATA0,0,0,0,2,1,5,11,0,0,0,2,15~,85, 
42,175,0,0,0,168,85,218.183,222,0,0,0,16 
0,92,182,170,85,13,2,13,6,5,13,10,5,251, 
106,95,240,192,128,3,127 
180 DATA170,87,223,32,0,0,0,0,187,101,25 
5,12,7,3,193,253,128,192,64,160,192,64,1 
60,192,5,10,7,3,5,6,5,3,0,4,30,126,30,4, 
0,0,2,12.16,32,64,128,130,124 
190 DATA0,32,120,126,120,32,0,0,160,192, 
32,192,96,192,160,192,6,3,2,7,1,1,1,1,0, 
0,0,1,7,1,0,0~0,36,126,255,129,255,126,2 

4,0,0,0,128,224,128,0,0 
200 DATA160,192,224,192,128,128,128,128, 
128,64,96,16,12,7,2,2,0,0,0,32,80,143,0, 
0,1,2,28,16,224,64,64,64 
210 OATA0,0,0,1,1,1,3,3,0,0,0,128,128,12 
8,192,192,7,24,32,64,64,128,l28,128,255, 
o,o,o,o,o,o,4,224,24,4,2,2,1,0,0,o,o,o,o 

1 () J () J 12::: 1 128 
220 DATA3,5,9,9,9,5,7,5,0,28,62,28,0,0,0 
,0,4,8,16,32,64,128,132,124,0,112,248,11 
2,0,0,0,0,128,224,144,144,160,160,192,12 
8,S,14,4,4,4,0,0,0,0,128,128,64,64,32,32 
,16 
230 DATA0,0,0,255,60,0,0,0,1,2,2,4,4,8,8 

~50 TT$C2)=GR$C51)+" "+GR$C55>:TT$C3)= 
GR$C55)+GR$C57)+CHR$C27J+CHRS(65J+GR$(58 
)+CHR$C27)+CHRSC64J+GR$(59)+" " 
360 TT$C4J~" "+GR$(60)+GRSC:61)+GR$C62J+" 

":N$CO)=GR$C34J:N$(1)=GR$(53) 
370 YS(OJ=GRS(33l+" "+GR$(35J:Y$Cll=GRS( 
~.:O+" ".+GF$C-54) 
380 P$~GR$C63l+CHR$(127l+GRSC64)+GR$C65l 
+GR$C66)+CHR$(127)+GR$(67) 
390 P$COJ=GR$C68l+GRSC69)+CHR$(127)+CHR$ 
(127)+GR$(71)+GR$C72)+GR$C73):P$C1J=GR$C 
68)+GR$C69)+CHR$Cl27)+CHR$Cl27)+GR$C74J+ 
'f.:JR$ <: 72) +GR$ C: 7:3 > 
400 P$C2)=GR$C68J+GR$C69)+CHR$C127>+GRSC 
70J+GRSC7l)+GR$C72J+GR$(73l:P$C3)=GR$(68 
)+GR$C69J+CHR$(127J+GR$C70)+GR$C74)+GR$C 
72 >+GR$ ( 7:~:) 
410 PS(4J~GRSC68)+GR$(69)+CHR$C127J+GR$( 
7Sl+CHR$Cl27J+GR$(72)+GR$(73J:P$(5)=GR$C 
68)+GR$(69J+CHR$C127J+GR$C70l+CHR$Cl27)+ 
GR$ C 72) +GR$ ( 7:~:) 
420 Dl$CO)="REGARDEZ BIEN, LA PERSONNE Q 
UI VA":DI$(l)="AF'P{:iR{~lTRE EN HAUT DE L'E 
CRAN, JI 

430 01$(2)="LORSQUE VOUS APPUYEREZ SUR U 
NE " : D 1 '!; ( 3) ==JI TOUCHE. ELLE N' Y. RE!3TEFa~ 
G!UE CINQ" 
440 Dl$C4J="SECONDES. APRES IL FAUDRA, F 
AIRE ":Ol$(5)="SON PORTRAIT ROBOT, LE PL 

,16,16,8,4,3,2,2,2,2,0,0,33,222,0,0,0,0, us 
32,64,192,64,64,64,64,64,0,1,7,15,31,31, 450 

JI 

0}$(6)="FIDELEMENT POSSIBLE. 
63,63,15,2SS,2SS,265,265,255,255,255 " 
240 DATA1,131,131,131,199,199,199,239,22 460 '********************************** 
4,255,255,255,255,255,255,255,0,0,128,22 470 '* AFFICHAGE DE L'ECRAN 1 * 
4,240,240,248,248,63,63,63,63,63,127 480 '********************************** 
250 DATA127,127,255,255,255,239,239,239, 490 CLS:BOXFC11,0)-(28,9)"?h,0,7:80XC88, 
231,231,255,239,215,239,255,239,215,239, 0)~(231,79),0:ATTRB0,1 

255,255,189,222,1,235,255,255 500 FORI=OT04:LOCATE0,1+I*2:COLORI:PRINT 
260 DATA255,255,255,251,2S1,251,243,243, "DESCRIPTION":LOCATE29,l+It2:PRINT"DESCR 
248,252,252,252,252,254,254,254,231,129, IPTIONuJ:NEXT 
153,48,48,153,129,231,231,227,229,233,23 510 ATTRBO,O:COLOR0,7:FORI=1T07:COCl)=7: 
9,239,239,239 NEXT 
270 DDS=CHRSC8)+CHRSCB>+CHR$(8)+CHR$(8)+ 520 FORJ=OT06:LOCATE3,11+1*2:PRINTDl$(1) 
CHR$(10):A$(0)=GR$COl+GR$Cl)+DD$+GR$C4)+ ·;:NEXT:A$=INKEY$ 
GR$(5):A$(1)=GRSC2)+GR$(3)+00$+GR$(6)+6R 530 A$=INKEY$:A=RND:IFA$=""THEN530ELSECO 
$(7) LOR0,14 
280 ASC2l=GR$C8J+GR$(9)+0D$+GR$(12)+GR$C 540 T=CINTCRNO):CT=CINTC3*RND>:N=CINTCRN 
13J:A$(3)=GR$C10l+GR$C11)+0D$+GR$C14J+GR D>:Y=CINTCRNDJ:CY=2*CCINT~RND*3l>:P=CINT 
$(15) CRND*5):CP=CINTCRND*5) 
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-5.50 A=C I NT ( Rl\ll):t.S) : CA=C I NT ( RND:t6) : H=C 1 NT<: ":;: 11 

nNDt12):J~CINT(RNO):YY=Y:NN=N:AA=A:PP~P: 930 LOCATE30,15:PRINT"4":ATTRBO,O 
HH=H:JJ=J:Q=15:QQ=3:CAA=CA:CTT=CT:CYY=CY 940 A$=INPUT$(l):IFA$="1"0RA$="2"0RA$=''3 
: CPP=CP: ::;c=o Il DRA$=" 4" THENCYY= (VAL (A$) -1) *2EL::;E940 
560 80XF(12,1)-(27,8)u ",7,7:COLOR,7:IFT 
=OTHENGOSU8600ELSEGOSU8620 
570 GOSU8640:GOSU8660:GOSU8700:GOSU8680~ 
l.:i0Sl)8720 
580 FDRI=OT05000:NEXT:GOTD790 
590 ,*****AFFICHAGE DE LA TETE O******* 
600 COLOR0,C0(1):FORI=OT04!LOCATEQ,I+QQ­
l:PRINTT$(l):NEXT:RETURN 
610 '*****AFFICHAGE DE LA TETE l******* 
620 COLORCTT,C0(1>:FORI=OT04:LOCATEQ,I+Q 
Q~1:F'RINTTT$(!):NEXT:RETURN 

630 '*******AFFICHAGE DES YEUX********* 
640 COLORCYY,C0(2):LOCATEQ+l,QQ+1:PRINTY 
$(YY):RETURN 
650 ,*******AFFICHAGE DU NEZ*********** 
660 COLORO,C0(3):LOCATEQ+2,QQ+l:PRINTN$( 
l\IN) : RETURl\f 
6 70 ' :t::rt:l:t:*AFF r CH AGE DE L • ARME***:f::t:*rn:: 
680 COLORCAA,C0(4):ATTR81,1:LOCATEQ+7,QQ 
+3:PRINTA$C:AA):ATTRBO,O:RETURN 
690 1 *******AFFICHAGE DU PULL********** 
700 COLORCPP,C0(5):LOCATEQ-l,QQ+4:PRINTP 
$:LOCATEQ-l,QQ+5:PRINTP$CPP>;:RETURN 
710 '*****AFFICHAGE DE L'HEURE********* 
720 COLORO,C0(6):LOCATEQ+6,QQ-l:PRINTHH; 
:COLOR,C0(7):1FJJ=OTHENPRINTuAM "ELSEPRI 
NT 1'PM " 
T30 RETURN 
I 40 ' :n:*:n:EFn~CEl'1ENT DE LA FENETRE**:n::t: 
7-SO BOXF(O, 10)-(39,24)" ",0,6:RETURN 
760 /**************~******************* 
770 't· CREATION DU PORTRAIT ROBOT t 
780 '********************************** 
790 GOSUB750:BOXF(11,0)-(28,9)"?",0,7:BO 
X(88,0J-(231,79l,O 
800 COLOR3,4:ATTRB1,l:LOCATE10,15:PRINT" 
l":LOCATE27,15:PRINT"2":COLOR0,7:ATTR80, 
O:CTT-=O 
810 Q=8:QQ=18:GOSU8600:Q=26:GOSU8620 
820 A$=INPUT$(l):IFA$="1"THENTT=O:CTT=O: 
GOTOt:70ELSE I FA$=" 2"' THENTT= 1 ELSE820 
830 GOSU8750:Q=5:FORCTT=OT03:GOSU8620:Q= 
!~+:::: NEXT 
840 ATTR81,l:COLOR3,4:LOCATE6,15:PRINT"l 
11

: LOCATE 14, 1-5: F'R I NT" 2": LOCATE22, 15: PHI NT 

950 Q=15:QQ=3:COLOR,7:GOSU8640 
960 GOSU8750:Q=8:QQ=l7:NN=O:COLOR,7:GOSU 
8660:Q=26:NN=l:GOSU8660:ATTRB1,1 
970 COLOR3,4:LOCATE10,15:PRINT"l":LOCATE 
21, :t -~:.: F·R I ~~T" 2": cc:_oRCJ, -;': ATTRB'J, o 
980 A$=INPUT$Cl):IFA$="1"THENNN=OELSEIFA 
$="2"THENNN=1ELSE9€:0 
990 Q~15:QQ=3:COLOR,7:GOSUB660 
1000 GDSU8750:COLOR,7:Q=7:QQ=12:CPP=O:FO 
RPP=OTU2:GOSUB700:Q=Q+lO:NEXT 
1010 QQ=18:Q=7:FORPP=3T05:GOSU8700:Q=Q+l 
O: l\IEXT 
1020 ATTR81,l:COLOR3,4:LOCATE8,14:PRINT" 
l":LOCATE18,14:PRINTu2":LOCATE28,14:PRIN 

1030.LDCATE8,20:PRINT"4":LOCATE18,20:PRI 
NT" S": LOCATE:28, 20: PFUNT" 6": ATTRBO, 0 
1040 A$=lNPUT$(l):IFA$=u1"0RA$="2"0RA$=" 
3"0RA$="4"0RA$=11 5"0RA$= 11 6"THENPP=(VAL(A$ 
) --1 ) ELSE 1040 
1050 GOSU8750:COLOR,7:Q=7:QQ=12:FDRCPP=O 
T02:GOSU8700:Q=Q+10:NEXT 
1060 QQ=18:Q=7:FORCPP=3T05:GOSU8700:Q=Q+ 
lO:NEXT 
1070 ATTR81,l:COLOR3,4:LOCATE8,14:PRINT" 
l":LOCATEt:::, 14:PRINT"2":LOCATE28, 14:F'RlN 
T":3" 
1080 LOCATE8,20:PRINT"4":LOCATE18,20:PRI 
NT"5":LOCATE28,20:PRINT"6":ATTR80,0 
·1090 A$=1NPUT$Cl>:IFA$="1"0RA$="2"0RA$=" 
3" DRA$=" 4 11 OF.~A$='1 -5"0RA$="6"THENCPP= (VAL (A 
$)-1)ELSE1040 
1100 Q=1S:QQ=3:COLOR,7:GOSU8700 
1110 GOSU87.SO:H$="":LOCATE5,16:PRINT"A Q 
UELLE HEURE: ";:COLOR7,i:PRINTSPC(2l 
1120 A$~INPUTSC:il:L=LEN(H$):W=ASCCA$)~IF 
W=13THEN1150ELSEIFW=8ANDL>OTHENH$=LEFTSC: 
H$, L-1): A$='"': GOTOl 140 
1130 IFW<480RW>570RL=2THEN1120 
1140 COLOR7,4:H$=H$+A$:LOCATE22,16:PRINT 
SPCC2:>:LOCATE22,16:PRINTH$:GOT01120 
1150 HH=VALCH$:>:IFHH>12THEN1120ELSEGDSU8 
'750 
1160 COLOR0,6:LOCATE10,16:P~INT"AM":LOCA 
TE28,16:PRINT"PM":COLOR3,4:ATTR81,1 
1170 LOCATE10,14:PRINT"1":LOCATE28,14:PR 

:::f.O LOCATE::::o, 1-5: PR I NT" 4" : ATTRBO , 0 1NT'1 2 11 
: ATTRE:O, 0 

:::,:-.o A$=INF'UT$C: 1): IFA$=" 1 "0RA$="2"0RA$="3 1180 A$= INPUT$( 1:>:IFA$="1 "0RA$="2"THEN.J.J 
11 0RA$= 11 4"THENCTT=VALCA$)-1ELSE860 / =(VALCA$l-llELSE1180 
870 80XF<12,1)-(27,8l" ",7,7:Q=15:QQ=3:I 
FTT=OTHENGOSU8600ELSEGOSU8620 
880 GOSU8750:Q=8:QQ=17:YY=O:CYY=O:COLOR, 
7:GOSU8640:Q=26:YY=1:GOSU8640:ATTRB1,1 
890 COLOR3,4:LOCATE10,15:PRINT"l":LOCATE 
27,15:PRINT"2":COLOR0,7:ATTRB0,0 
900 A$=1NPUT$Cl):IFA$="l"THENYY=OELSEIFA 
$="2"THENYY=1ELSE900 
910 GOSU87.SO:Q=.S:COLOR,7:FORCYY=OT06STEP 

1190 Q=15:QQ=3:GOSU8720 
1200 GOSUB750:QQ=16:Q=-2:CAA=O:FORAA~OTO 
5:GOSU8680:Q=Q+5:NEXT 
1210 ATTRB1,1:COLOR3,4:LOCATE6,15:PRINT" 
1 '': LOCATE 11, 15: PR! NT"2": LOCATEl 6, 15: F'RIN 
1-" ··.:1 JJ 

··-' 
1220 LOCATE21,15:PRINT"4":LOCATE26,15:PR 
INT"S":LOCATE31,1S:PRINT"6":ATTRB0,0 
1230 A$=INPUT$(1):1FA$="1"0RA$="2"0RA$=" 

2:GOSU8640:Q=Q+8:NEXT 3"0RA$="4"0RA$="5"0RA$="6"THENAA=CVAL<A$ 
920 ATTF~:B 1 , 1: COLOR:3, 4: LOCATE6, l.S: PR I NT" 1 ) -1) EL~;E 1230 
":LOCATE14,15:PRINT"2":LOCATE22,15:PRINT 1240 GUSU8750:QQ=16:Q=-2:FORCAA=OTOS:GOS 
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UB680:Q=Q+S:NEXT C0(4)=10ELSEC0(4)=8 
1250 ATTR81,l:COLUR3,4:LOCATE6,15:PRINT 11 1360 IFP=PP THENSC=SC+1ELSEC0(5)=8 
1'':LOCATEll,15:PRINT"2":LOCATE16,15:PRIN 1370 IFCP=CPP THENSC=SC+1ELSEIFCOC5)=81H 
T 11 :~:" ENCO ( .5) := 1 OEU:;ECO ( S) =8 
1260 LUCATE21,15:PRINT"4":LOCATE26,15;PR 1380 IFH=HH THENSC=SC+1ELSECOC6)=8 
11\JTJI -5": LUCA TE:~: 1 , :L 5: PR 1NT"6": ATTFŒ:O, 0 1 :~:90 IF.J=.J.J THEN~;C=~;c+ 1 ELSECO ( 7) =8 
1270 AS=INPUT$C1J:IFA$="1"0RA$="2"0RA$=" 1400 SC=20*CSC/11l:ATTRB0,1:LOCATE5,1S:P 
:3" ORA$=" 4 JI Ofü-~$= Ils Il DRA$= IJ 6" THENCAA= ( V~1L ( n f'.i: I NT Il VOTl;:E :;crn;:E : JI ; SC; JI / 20 Il : ATTHE:o ' (! 
$)-1JELSE1230 1410 CDLOR5,6:LOCATE0,22:PRINT"APPUYEZ 8 
1280 Q=15:QQ=3:COLOR,7:GOSU8680 UR UNE TOUCHE POUR LA SOLUTION°; 
1290 GOSUB750:IFCY=CYY THENSC=1ELSEC0(2) 1420 AS=INPUT$Cl):AA=A:CAA=CA:CTT=CT:NN~ 
=8 N:YY=Y:CYY~CY:PP=P:CPP=CP:HH=H:JJ=J:Q=lS 

1300 IFCA=CAA THENSC=SC+1ELSECOC4l=8 :QQ=3 
1310 IFT=TT THENSC=SC+1ELSEC0(1)=8 1430 LOCATE0,22:PRINTSPCC:40);:COLUR.7:1F 
1320 IFT=OTHENSC=SC+lELSEIFCT=CTT THENSC T=OTHENGOSUB600ELSEGOSU8620 
=SC+l 1440 GOSUB640~GOSU8660:GOSU8700:GOSUB720 
1330 IFY=YY THENSC=SC+1ELSEIFCOC2J~BTHEN ·:GOSUG680:COLLlR0,6 
CO ( 2) = 1 OEL:3ECO C 2) =E: 14.50 LÔCATE2, 22: PR I NT" APPUYEZ t,;lJR UNE ·1 LI 
1340 IFN=NN THENSC=SC+1ELSEC0(3)=8 UCHE POUR REJOUERJl:A$=1NPUT$(1):GOT0490 
1350 IFA=AA THENSC=SC+1ELSEIFCO(j)=8THEN 

THOMSON 

LE METALLURGISTE 
Vous devez d'abord traverser une usine sur 

des poutres roulantes. Un seul pied dans le vide est permis. 
Ensuite, il faut aller quérir divers 

objets, le plus vite possible, en évitant les écraseurs. 

10 '*********************************** 
20 '* * 
::::o J :t: 

40 'l 
LE METALLURG I :3TE 

SO '* Fait pa~ Christophe COUASNARD * 
60 '* * 
70 '*********************************** 
80 CLEAR500,&HDFFF,70:CONSOLE0,24,0,0 
90 FORI=OT069:READA,8,C,0,E,F,G,H:DEFGR$ 
(l)=A,8,C,0,E,F,G,H:NEXT:C=lO 

100 '********************************** 
110 '* DONNEES GRAPHIQUE t 

120 '********************************** 
130 DAîA1,3,15,2SS,15,15,7,7,128,192,240 
,255,192,64,224,192,255,231,195,129,129, 
195,231,255,255,195,165,153,153,165,195, 
255,0,120,125,127,63,127,125,120 
140 DATA0,0,84,2S4,2S5,254,84,0,24,60,10 
2,219,219,102,G0,24,24,52,100,200,128,0, 
o,o,o,o,o,o,o.o,0,0,1,1,3,63,51,39,47,11 
1,0,0,128,192,192,224,240,240 
ISO DATA0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,3, 
1,1,3,7,15,63,255,255,189,90,60,2.55,255, 

55,255,255,255,255 
170 DATA224,240,248,252,254,254,255,255, 
248,248,31,15,15,31,248,248,0,7,255,248, 
248,255,7,0,0,0,0,0,0,24,36,36,24,60,102 
,195,19S,102,60,24,0,0,0,255,255,127,45, 
41 
180 DATA36,126,255,255,247,247,126,60,16 
,0,8,32,16,74,32,36,1,0,9,34,10,170,54,8 
5,144,1,68,18,72,210,69,36,129,36,128,68 
,193,8,97,146,4,34,1,9,66,14,17,8,4,210, 
0,42,f64,16,163,74 
190 DATA17,34,33,73,38,36,66,193,132,69, 
50,10,132,20,34,137,1,200,0,162,32,201,4 
8,16'3,37,1,80,18,4,16,2,84,6'3,34,36,148, 
72,18,36,32,16,73,42,20,8,100,2,130 
200 DATA162,68,36,66,66,36,24,16,193,33, 
33;154,4,168,4,66,75,134,36,68,8,68,22,1 
,144,50,64,128,161,192,144,164,145,0,72, 
62,127,255,255,255,34,144,9,75,7,135,1/5 
} 25.5 
210 DATA0,178,187,178,88,125,252,2.53,lSO 
,101,42,170,83,36,191,255,165,0,75,26,69 
,84,203,2SS,147,79,1S9,95,63,127,127,2SS 

G0,90,189,128,128,192,224,240,252,255,25 ,1S4,22S,249,250,252,264,255,255,12,45 
s,o,o,o.o,o,o,0,192,0,o,o.o,o,o,o,o 220 DATA78,192,235,56,230,21 
160 DATA 7,6,14,12,28.24,62,63,224,96,48 230 DATA28,62,127,127,126,60,56,24,57,12 
,48,24,24,62,63,7,lS,31,63,127,127,255,2 
55,255,255,25S,2SS,255,225,225,225,22S,2 
55,2S5,255,2SS,255,255,255,25S,25S,255,2 

5,252,124,56,24,8,0,239,239,206,68,0,0,0 
,0,56,124,254,124,56,48,32,0,56,124,254, 
:254 1 126 j 60 J 60 1 56 

.__~~~~~~~~~~~~~~~~~~~---'-~~~~~~~~~~~~~~~~~~~~~ 
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240 DATA24,8,0,0,0,2,2,6,255,195 , 129 , 128 
,128,129,195,255,1,l,1,1,1,S7,41,57,2S4, 
134,2,0,0,2,134,254,24,48,32,0,0,128,192 
,192 . 
250 DATA14,30,63,127,127,126,62,28,0,0,3 
2,112,249,251,251,112,0,0,0,136,140,222, 
222,140,1,1,19,59,127,251,249;112,224,22 
4,240,248,248,248,240,224 
260 DATA16 , 15,14,13,13,12,11,10,10,9,8 ,8 
,7, 7 ,6 ,6,5 ,5,4,4,4,3,3,3,2,2,2,1,1,1,0,0 
270 A$=" u+CHRt(17)+CHR$(64)+GR$(0)+GRtC 
1)+" ":8$=CHR$(10)+CHR$(8)+CHR$(8)+CHR$C 
8l+CHR$C:8l:C$=" "+CHR$C27)+CHR$(68)+6R$C: 
9>+G!=\:$(10)+" ":D$=" "+GR$(18)+GR$C19)+" 
Il 

2E:O E$=GR$ ( 4) +GR$ ( 5) : F$=GR$·( 6) +GR$ ( 6 ) +GR 
$(7):G$=GR$C25 J +GR$C26>:H$=GR$(27)+CHR$C ' 
10)+CHR$C8 ) +GRSC30):I$=GR$(28l+GR$(29) 
290 J$=GR$C12)+GR$Cl3)+GR$(14>+GR$C1SJ+G 
R$(16 l :K$=GR$ (20>+6R$C23)+GR$C2~)+GR$ C23 
) +GR$(24) :L$.=GR$( 2) +GR$(:3) . 
300 FORI=OT010:M$=M$+L$:NEXT:O$=M$+M$:M$ 
~M$+" ":N$=SPACE$(15)+M$ 
310 AA$=CHR$(27 ) +CHR$C64)+GR$C0)+GRSC1>: 
BB$=CHR$ C10)+CHR$C8)+CHR$C8>:CC$=CHR$C27 
J+CHR5C68)+6R$(9)+GR$(10):00$=GR$(18)+GR 
$( E=i ) 

320 CC$(1)~GR$(55)+GR$C56)+GR$(57)+GR$C5 
:;;:) · 1· GF\'.t• ( S9) 
330 CC$(2)=GRSC60J +GRSC61)+GR$C62J+GR$C6 
3 ) +Gf~'.$ ( 64) 
3 40 CC$C3)=GRS (65)+GR$(66)+GR$(67)+GR$ C6 

ATE33,20:COLOR1:PRINTCC$C2>:LOCATE33,21: 
COLOR7:PRINTCC$ C3) :COLOR8 
490 BOXF C0, .144 J-(1 04,1 46):80XFC144,144)­
C192,146):80XFC:232,144)-(320,146) 
500 GOSUB71 0 :GOSU8940:GOT0770 

510 '********************************** 
520 '* AFFICHAGE DE L'OUVRIER t · 

530 '********************************** 
640 LOCATEX,Y :PRINTAS ;8$;C$;8$;D$:RETURN 

550 '********************************** 
560 '* CHUTE DE L'OUVRIER t 

570 '********************************** 
580 IFX<14THENCOLORO:LOCATE0,5:PRINTRIGH 
î$(M$,X):X=X+1:GOSU8540:GOT0580ELSEY=Y-1 
.S90 FORS=OTO 1 7: LO CA TE X+ 1 , Y +t;-1: PR 11\IT 11 11 

:LOCATEX+1 ~Y+S:PRINTAA$;88$;CC$;8B$;DDS: 

NEXT:GOSU8710:RETURN 
600 ':*:.t :t:**:t.:~**;:jq:;.;******:~:t.:t::t~:**:f:f* :~:t;.;.t:f::t; 
610 '* ~FFICHAGE DE L'ECRASSEUR * 
620 '********************~************* 
6 30 COLORO:IF0=1THENLIJCATEP,C+3:PRINT" 

" 
640 LOCATEF', C: PRINT" " ; C.3R$(2:3);" ":LOC 
ATEP,C+l:PRINTJ$:LOCATEP,C+2:PRINTK$ 
650 IFC<15ANDD=OTHENC=C+1ELSED=l 
660 IFC>9ANDD=1THENC=C-1ELSED=O 
670 RETURN 
680 '********************************** 
690 '* AFFICHAGE DU FEU r 
700 '********************************** 
710 COL0Rl,7:FORE=OT011STEP11:LOCATE1S+E 
,17:PRINTGR$(31 ): LOCATE14+E,18:PRINTGR$ C 

8)+GR$(69) 32);GR$(33>;GR$(34) 

350 '********************************** 720 LOCATE13+E,19:PRINTGR$C~5);GRSC36J ~G 
360 '* ECRAN PRINCIPAL * RSC37);GR$(38J;GR$(39 J :LOtATE12+E,20:PRI 
370 '********************************** NTGR$(40J;GR$(41 >; GR$C42l;GR$C43J;GR$C44 
380 CLS:SCREEN9,7,0:A=48:B=144:CONSOLE22 );GR$C45);GR$(46) 
,24: SCREEN,1:CONSOLE0,24:COLOR,7:RESTORE 730 LOCATE12+E,21:PRINTGR$C47>;GR$(48>;G 
260:SC~O:TA=O:PA=O:PRINTCHR$(20) R$ C49);GR$CSOJ;GR$C51);GR$C52J;GR$CS3l:N 
390 BOXFC0,49J-(88,81):BOXFC0,145)-(88,1 EXT:RETURN 
77J:BOXFC160,49)-(176,81l:BOXFC160,145J- 740 '********************************** 
(176,177:> . 750 't BOUCLE PRINCIPAL :t: 

400 BOXFC:248,49)-C:320,81):BOXFC248,145)- 760 '********************************** 
(320 , 177) 770 I=3:Y=2:X=O:GOSU8540:COLORO:LOCATE20 
410 FDRI=1T032:READX:LINEC88,I+Al-CX+88, ,5:PRINTL$:LOCATE0,5:PRINTL$ 
I+A>:LINEC176,I+A)-CX+176,I+A):LINE<88,I 780 LOCATE18,23:COLOR1,7:PRINT"ACTION":L 
+8)-(X+88,I+8):LINEC176,I+8l-CX+l~6,I+8) OCATE18,23:A=RND:COLOR7,1:PRINT"ACTION": 
:LINE(248,l+A) -(248-X,l+A) IFSTRIGCOJ=OTHEN780ELSELOCATE18,23:PRINT 
420 LI NE ( 160, I +f-D - ( 160-X , I +A) : LI NE ( 160, l " ": COLOR, 7 
+Bl - C160-X,I+8J:LINEC248,I+B)-(248-X,I+8 790 IFSTICKC0)=3THENX=X+l:SC=SC+CX*CINT( 
J:NEXT RNDll:GOSU8540ELSEIFST ICKC 0)=7ANDX>OTHEN 
430 BOXFC248 , 49)-C320,81):80XF C248,145)- X=X-1:GOSUB540 
(320 , 177) 800 IFX >I-3ANDX <12THENLOCATEX,Y:PRINT" 
440 COLOR8:80XFC0,48)-(104,50):80XFC144 , ":Y=Y+l:GOSU8540:GOSU8580:GOT0890 
48) -(192, SO>:BOXFC232,48>-C320,50) 810 IFX> I-3ANDX >11ANDX <16THENGOSUB590:GO 
450 LOCATE4, 7:COLOR7,0:PRINTCC$(l):LOCAl. T0890 
E4, 8: COLOR1:PRINTCC$C2):LOCATE4,9;COLOR7 820 IFX>I-3ANDX >15ANDX <18THENLOCATEX,Y:P 
:PRINTCC$(3) RINT" ":Y=Y+l:GIJ9.J8540:GOTQ:390 
460 LOCATE33,7:COLOR7,0:PRINTCC$(1):LDCA 830 IFX<J+13ANDX >20ANDX <23THENLOCATEX,Y: 
TE33,8:COLOR1:PRINTCC$(2l:LOCATE33,9:COL PRINT" ":Y=Y+l:GOSU8540:GOT0890 
OR7:PRINTCC$(3 ) 840 IFX<J+13ANDX >22ANDX <27THENGOSUB590:G 
470 LOCATE4,19:COLOR7,0:PRINTCC$(l):LDCA OT0890 
TE4 , 20:COLOR1:PRINTCC$C2>:LOCATE4,21:COL 850 IFX>28THENSC=SC+1000:GOSU8940:GOT098 
OR7: PRINTCC$ (:3 ) 0 
480 LOCATE33, 19:COLOR7,0:PRINTCC$(1):LOC 860 I=I+CINTC1 . 5%RNO J-CI NTC1*RND>:IFI <3T 
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HENI=3ELSEIFI>20THENI=20 
870 J=J+CINTC1.5*RNDJ-CINT(l.5*RNDJ:IFJ< 
3THENJ=3ELSElFJ>19THENJ=19 
880 COLORO:LOCATE0,5:PRINTRIGHT$(M$,l):L 
OCATE22,5:PRlNTMl0$(N$,23-J,18l:GOT0790 
890 GOSUB940:IFSC~RE THENRE=SC:GOSU8940 
·::ioo 'LOCATE18, 23: COLORl '7: PRINT"ACTION": L 
OCATE18,23:COLOR7,l:PRINT"ACTION":IFSTRI 
G ( 0) =OTHEN890EL!3E:~::::.O 
910 '********************************** 
920 '* AFFICHAGE DU SCORE * 
930 '********************************** 
940 COLOR4,7:LOCATE0,23:PRINT"SCDRE : "; 
:PRINTUSING"#####";SC:LOCATE27,23:PRINT" 
FŒCIJRD : ";: F'RINTU!3ING"tHHf;#"; RE: RETURN 

950 '********************************** 
960 '* ECRAN SECONDAIRE * 
970 '********************************** 
980 CONSOLE0,15:CLS:CONSOLE0,24:ZZ=17 
990 80XFC1,1)-(38,8lL$,O:GOSUB1380 
1000 ATTRB1,l:LOCATE4,5:PRINTuLE METALLU 
RGISTE":ATTR80,0:Y=14:X=19:GOSU8540~GOSU 
813::::0 

1010 '********************************** 
1020 ' :f BOUCLE SE GONDA IfŒ :f: 

1030 '********************************** 
1040 C=9:P=13:LOCATE13,13:PRINTu ":F 
ORI=OT03:GOSU8630:GOSU8630:GOSU8630:SC=S 
C-l:IFSC=OTHENGOSUB1320 
1050 IFSTICK(0)=3ANDX<31THENX=X+l:GOSU85 
40ELSEIFSTICK(0)=7ANDX>OTHENX=X-l~GOSUB5 
,j.C) 

1060 IFX>lOANDX<17ANDC>11THEN1320 
1070 NEXT:GDSUB1380 
1080 IFX=2ANDTA=OTHENSC=SC+100:TA=l:PLAY 
"LlOSISIRERE": LOCATE2, 16: PRINT" ": G0:3UE: 
540:PA=O:GOSU8940 
1090 IFX=30ANDTA=1THENSC=SC+200:TA=2:PLA 
Y"L 1OS1 ~:: I RERE": LOCATE30, 16: PRI NT" ":GO 
SU8540:PA=O:GDSU8940 
1100 IFX<3ANDTA=2THENSC=SC+300:TA=3:PLAY 
"L10SISIRERE":LOCATE2,16:PRINT" ":GOSUB 
S40:PA=O:GOSU8940 
1110 IFX>29ANDTA=3THENSC=SC+400:TA=4:PLA 
Y"LlOSI~:IRERE": F'A=O: GOSU8940 
1120 IFX<3ANDTA=4THENSC=SC+SOO:TA=5:PLAY 
"Ll0!3lSIRERE":LOCATE2, 16:PR1NT" ":GOSUE: 
540:PA=O:GOSUB940 
1130 C=9:LOCATE24,13:PRINT" ":FORI=O 
T03:P=24:GOSU8630:GOSU8630:GOSU8630 

1140 IFSTICK(0)=3ANDX<31THENX=X+1:GOSUBS 
40ELSEIFSTICK(0)=7ANDX>OTHENX=X-l:GOSUB5 
40 
1150 IFX>21ANOX<28ANOC>11THEN1320 
1160 NEXT:GUSU81380 
1170 IFTA=OANDPA=OTHENLOCATE2,16:COLORO: 
PR l NTE$: PA= 1: F'LAY"LSl'.ï:ERES IS I" 
1180 IFX<3ANDTA=OTHENSC=SC+100:TA=l:PLAY 
"LlO!::r:::IRERE": LOC:ATE2, 16: PRINT" ": GO!:::UB 
540:PA=O:GOSU8940 
1190 IFTA=1ANDPA=OTHENLOCATE30,16:COLOR2 
:PRINTFS:PA=l:PLAY"L5RERESISI" 
1200 IFX>29ANDTA=1THENSC=SC+200:T~=2:PLA 
Y"L10::nsIREFŒ":LOCATEJO, 16:PRINT" ":GO 
SU8540:PA=O:GOSU8940 
1210 IFTA=2ANÙPA=OTHENLOCATË:2,16:COLORO: 
-PRINTG$:PA~l:PLAY"L5RERESISI" 

1220 IFX<3ANDTA=2THENSC=SC+300:TA=3:PLAY 
"L10SISIRERE":LOCATE2,16:PRINT• ":GOSUB 
640:PA=O:GOSU8940 
1230 IFTA=3ANDPA=OTHENLOCATE30,15:COLOR8 
:PRINTH$:PA=l:PLAY"L5RERESISI" 
1240 IFX>29ANDTA=3THENSC=SC+400:TA=4:PLA 
Y"L10SISIRERE":PA=O:GOSU8940 
1250 IFTA=4ANDPA=OTHENLOCATE2,16:COLOR8: 
F'I;: INTI$: 1=·A= 1: F'LAY" LSRERES I ~; I" 
1260 IFX<3ANDTA=4THENSC=SC+SOO:TA=5:PLAY 
Il L 1 O!:::I ::=: I RERE Il : LOCATE2 • 16: PR I NT Il " : Grn::uE: 
540:PA=O:GOSU8940 
1270 IFTA=5THENATTR81,1:COLOR4,15:LOCATE 
16, 11 : F'R I NT" BRAVO" : ATTRE:O, 0: GO:::l.JEi940: GUî 
013:30 
1280 GOSU8940:GUTD1040 

1290 '********************************* 
1300 '* FIN DE PARTIE * 
1310 '********************************* 
1320 FORZZ=OT021:GOSU81380:NEXT:GOSUB940 
: GOTO 1 :330 
1330 GOSU8940:1FSC>RE THENRE=SC:GOSUB940 
:LOCATE4,9:ATTR80,l:COLOR1,0:~RINT"VIVE 
LA REVOLUTION PROLETARIENNE":ATTRBO,O:PL 
AY Il L.S!:::oLA!::; I oo:=:OLAS l DODOPDOPPDOPF'PDO" 
t 340 LOCATEl 8, 2:3: COLORl, 7: PR I NT" ACTION": 
LOCATE18,23:A=RND:CDLOR7,l:PRINT"ACTION" 
:IFSTRIGCOJ~OTHEN1330ELSE380 

1350 '********************************* 
1360 't AFFICHAGE D'UNF BARRE * 
1370 '********************************* 
1380 COLORO:LOCATEO,ZZ:PRINTMID$(0$,l+IN 
T<A8SCCOSCZ))),40):Z=Z+l.5708:RETURN 

THOMSON 

DISKIX 
Ce programme vous permet de percer les secrets d'une 

disquette : inspectez par secteur, modifiez, écrivez, bidouillez. 

10 FOR T=&HD600 TO &HDA9E 30 PmŒ T , 1)ALO:: ".~~:H" +A$) 

20 READ A$ 40 1-.JEXT 
---~~~~~~~~~~~~~~~~~~~----'-~~~~~~~~~~~~~~~~~~~~~~ 
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45 EXEC &HD600 
50 DATAC6,0C,BD,E8,03,8D 1 02 1 20 1 28,C6,0D, 
8D,E8,03,86,28,C6,2D,8D,E8,03 1 4A,26,FA 
60 DATA39,54,~8,45,20,44,49,53,4B,20,45, 
58,50,4Ç,4F,52,45,52,2F,45,44,49,54,4F 
70 DATA52,CC,0A,01 1 17,01,F3,8E,D6,19,E6, 
80 1 8D,E8 1 03 1 8C,D6,31,26,F6,CC 1 00,02,l7 
80 DATA01,E0,8D 1 BD 1 20,07,54,52,41,43,48, 
20,3A,CC,01 1 04,17,01 ,CF,8E,D6,4E,E6 1 80 
90 DATABD,E8,03,BC,D6 1 55 1 26 1 F6 1 C6 1 11,BD, 
E8,03,CC 1 08,04,17 1 01 1 87 1 C6 1 18,BD,E8 1 03 
100 DATA8D 1 02,20,35 1 86,02 1 10,8E,DA 1 9E,BD 
,E8,06,5D,27,FA,C1 1 0C,27,DC,17,01 1 81,C1 
110 DATAFF_, 27, E;.F, E? ,A0, BD, E8, 03, 4A, 26, E7 
,E6,A2,A6,A2,17,01,BC,1E 1 89 1 17 1 01,B7,17 
120 DATA01,AC,8E,00,00,3A,30 1 86,39,8C,00 
,27,22,B2,1F,10,F7,DA,98,20 1 08 1 53 1 45 1 43 
130,DATA54,4F,52,20 1 3A 1 CC,0C 1 04,17,01,5F 
,8E,D6,8D,E6,80,BD,E8,03 1 8C 1 D6 1 C5,26,F6 
140 DATA8D,A2,ec,00,10,22,E6,8C;00,00,27 
,E1 1 1F,10,F7,DA,97,17,03,48,8E,A0,00,C6 
150 DATA14,BD,E8,03,17,01 1 74,CC,06;06,87 
,6ü,1B,F7,60,20,1Ë,89,17,01,25 1 C6,3E,BD 
160 DATAE8,03 1 C6,09,BD,E8,03,BD,E8,03,C6 
,3C,8D,E8,03,C6,08,BD,E8 1 03,BD 1 E8 1 03,BD 
170 DATAE8,03,BD,E8,03 1 BD,E8,06,5D 1 27,FA 
,Cl,03,26,06,C6,0C,8D,E8 1 03,39 1 C1,0D,10 
180 DATA27,FF,2D,C1,08 1 10,27,01,C3,C1,0A 
,10,27,01,E4,C1,09 1 10,27 1 02,06,Cl 1 08,10 
190 DATA27,02,1F,C1,54,26 1 13,8E,A0 1 00,B6 
1 60,18,F6,60,20 1 34 1 06 1 17 1 01,06,35 1 06,16 
200 DATAFF,90,C1,59,26,05,8E,A0,58 1 20,E7 
,C1,55,26,05,8E,A0,C0,20,DE,C1,4D,26,48 
21 0 DATAF 6, DA, 97, C 1 , 10 , 26, 11 , F 6, DA 1 98 1 C1 
1 27,27,97,7C,DA,98,C6,01,F7,DA 1 97,20,03 
220 DATA7C,DA,97,B6,60,1B,F6,60 1 20 1 34 1 06 
,CC,08,04,17,00,81,B6,DA,98,17,02,CE,CC 
230 DATA1~ 1 04,17,00 1 75,B6,DA,97,17,02,C2 
1 1 7 , 0 2, 7 6 , 1 F , 31 , 1 7 , 0 0 , AB, 35, 0 6 , 1 6, FF, 32 
240 DATAC1,4C,26 1 1D,F6 1 DA 1 97,C1,01,26,11 
,F6,DA,98 1 10,27,FF,48,7A,DA,98,C6 1 10,F7 
250 DATADA,97,20,87,7A,DA,97 1 20,B2,C1,57 
,26,06,17,02,75,16,FF,32,86,02,10,8E,DA 
260 DATA9E,17,00,44,C1,FF,10,27,FF,23,34 
,04 1 C6 1 09,BD,E8,03,35,04 1 E7,A0 1 8D 1 E8,03 
270 DATA4A,26 1 08,~7,FE,85,1F 1 10,16,01,97 
,BD,E8,06,5D,27,FA,17,00,1C 1 C1,FF,27,F3 
280 DATA20,El,34,06,C6,1F,BD,EB,03,35,06 
,88 1 40,CB,40,BD,EB,03,1E,89 1 BD,E8,03,39 
290 DATAC1,30,25,0F,C1 ,39,22,02,20,08,Cl 
,41,25,05,C1 1 46,22,01,39,C6,FF,39,1C,FE 
300 DATA56,56,56,56,56,39,C1,3A,25 1 06,C4 
,0F 1 C8 1 09,20,02 1 C4,0F,39,CC 1 01 1 06,1F,13 
310 DATA17,FF 1 87,86,08,B7,DA,9C,B7,DA,9D 
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,86,02,87,DA,98,86,08,B7,DA,9C,1F 1 10,1E 
320 DATA89,F7,DA 1 9A,8D,02,20,13 1 59,59 1 59 
, 5 9 , 5 9 , C 4 1 0 F , C B , 3 0 , C l 1 3A 1 2 5 , 0 2 , CB , 0 7 , BD 
330 DATAE8,03,39,F6,DA,9A,8D,ED,1F,10 1 F7 
,DA 1 9A,7A,DA,98,26,DA,C6,3A,BD 1 E8,03,C6 
340 DATA20,BD,E8,03,E6,84,8D,D0,E6,80,8D 
,D1,7A,DA,9C,26,EE,86,08,C6,20,BD,E8,03 
350 DATABD,E8,03,30,18,E6,80,C1,20 1 25,09 
,C1,7F,22,05,BD,E8,03 1 20,05 1 C6 1 2E 1 8D,E8 
360 DATA03 1 4A,26,E9,C6,0D,BD,EB,03 1 C6 1 0A 
,BD,E8,03,BD,E8,03,7A,DA 1 9D,10 1 26,FF,78 
370 DATA17,FD,06,39,17,00 1 BA,86 1 60,1B,F6 
, 60 , 20, 81 , 0 6, 26, 14, 11 , 83, A0, 0 0, 27, 10 , 33 
380 DATA58,1F,31,34,06,17,FF,4B,35 1 06,16 
1 FD,D5,80 1 02,16,FD,D0,39,17,00 1 63,B6 1 60 
390 DATA1B~F6,60,20,81,14,26 1 16,11,83,A0 
,C0,27,E9,33,48,1F,31 ,34 1 04,17 1 FF,24,35 
400 DATA04,86,14,16,FD 1 AC,88,02 1 16,FD,A7 
,17,00 1 38,86 1 60,18,F6,60,20,C1,18 1 24 1 05 
410 DATACB,03,16,FD,95,C6 1 06 1 8B,02 1 81 ,14 
1 23,02 1 86,14,16,FD,88,17,00,1C,B6,60,18 
420 DATAF6 1 60,20,C1,06,27,05,C0,03,16,FD 
,76,C6,18,80,02,81,06,22,02,86,06 1 16,FD 
430 DATA69,C6,20,BD,E8,03,C6,09 1 8D,E8,03 
,BD,E8,03,C6,20,BD,E8,03 1 C6,08,BD,E8,03 
440 DATABD,E8,03 1 8D,EB,03,BD,E8,03,39,34 
,04,C6,08,BD,E8,03,BD,E8,03,BD,E8 1 03,l7 
450 DATAFF,CF,86,6~,18,F6,60 1 20,B0 1 06 1 48 
,48,1F,31,1E,89,3A,1E,89,C1 1 09 1 27,18,Cl 
460 DATA0C,27,18,C1,0F,27,1B,C1,12,27,18 
,Cl ,15,27,18,Cl ,18 1 27,18,Cl ,1B,27 1 18,4F 
4 7 0 DATA 2 0 , 1 A , 8 6 , 0 1 , 2 0 , 1 6 , 8 6 , 0 2 1 2 0 , 1 2 , 8 6 
,03,20,0E,86,04,20,0A,86,05,20,06,86 1 06 
480 DATA20,02,86,07 1 30,86,35,04,E7,84,B6 
,60,1B,F6,60,20,C8,03,C1,1E,26,0A,8B,02 
490 DATA8l 1 16,25 1 02 1 86 1 14,C6,06,34,06,1F 
1 31,17,FE,3C,35 1 06 1 16,FC,C6,BD,39,C6 1 02 
500 DATAF7,60,48,5F,F7 1 60,49,F7,60,4A,8E 
,A0,00,8F,60,4F,F6,DA,97,F7,60 1 4C,F6 1 0A 
510 DATA98,F7,60 1 4B,BD,EB,2A,24,08,C6,07 
,BD,E8,03,8D,EB 1 03,BD,E8 1 03,39,gD,08,C6 
520 DATA08,F7,60,48,7E,DA,38 1 5F,5A,F7,60 
,80,C6,10,F7,60,48,8D 1 E8,2A,39 1 34,02,46 
530 DATA46,46,46,8D,02,35,02,84,0F,8B,30 
,81,39,23,02,88,ù7,1F 1 89 1 8D,E8,03,39,02 
540 DATA13 1 C6,38,00,00,00,30 

Commentaires: 
T Y U positionnent l'écran sur le secteur. 
W écrit le buffer courant à la piste et secteur indiqués. 
M et L changent de secteur ; vous vous déplacez dans le buffer 
courant avec les nèches. 
NB : l'article 4 7, titre V, de la loi 85-600 du 43 juillet 1985, 
autorise une copie unique de sauvegarde ... 



THOMSON 

SNAKE 
Vous êtes un serpent mangeur de petits points qui se 
multiplient dans la pièce où vous évoluez. Vous vous 

orientez avec les flèches, mais attention : si vous cognez 
dans un mur, ou vous mordez la queue, vous êtes mort! Quatre 

niveaux de difficulté. Si vous voulez souffler, tapez «stop». 

10 '*** SNAKE TQ7,M05 
20 ' SOTIROPOULOS C. 

40 CLEAF.:1000 
50 DEFINT A-8,D-Z=DEFSTR C 
60 DIM EC100)=SCREEN0,7,2=PL=24 
70 CLS = PRIHTCHR$( 2t:.:1 ); = PPHff: PRINT = PRlt-ff" 
Nivei.u 1-4 ? ·" ::~!fi=lt~PUT$( 1 ): IFVAL(X$-)<1 
OR YAL( X!li ) >4 TH Et~ RUN 
80 XX=106-CVALCX$)-1)*27=CLS=IF XX<106 A 
ND VALCX$)>2 THEN BOXF<10,10)-(20,98) 
90 BQX(0,0)-(XX,102)=LINE<20,102)-(30 .. 10 
2),-8:LINEC20.102)-(17.108>=LINEC19,102; 
-(16,108)=LOCATE1,15:PRINT"Porte"'LOCATE 
2, 14: PR INT 11

'"" 

100 ALEA=RNDC0>=ATTRB1i0=COLOR3,2:LOCATE 
2,21 ~PRINT"LE SERPEtn MAt~GEUF.:";: ATTF.:80 .. 

(1 

110 C=" 11
: L=24: t1=0: P=24'1)=60: P1=P:01=72 = E: 

=O=A=11:X=24:Y=24=F=-1=K=19=I=A 
120 LOCATE20 .. 2: COL OR? .. 4: PR I tH "Po i rrt::. · " 
LOCATE30,2=PRINT L 
130 LOCATE 20, 6 ' COLOR7, 2: PR I ~H "RECORD · " 
; =LOCATE30,6:PRINT PL:COLOR0,7:LOCATE20, 
9: PRltH"t-h ··le-ë.u. ".•'./AL(><$) 
140 IF F=-1 AND POINT(X,Y)=0 THEN 500 
150 IF POINT(X,Y)=-8THEN 240 
160 IF F=-lTHEN 240 
170 H=O 
1:?.0 FOR G=0 TO F 
190 IF E(G)()X+Y*256 THEN 210 
200 M=M+5:FOR J=G TO F=E(J)=E(J+!):NEXT = 
F:=F-1: PLAY"03T1SI#" 'GOT0240 
210 H=H+l 
220 NEXT 
230 IF H=F+1 THEN500 
240 PSET<X,Y)=!F P<>Pl OR Q()Ql THEN PSE 

T ( P .. G~ ) .• ·-8 
250 Pl=P: Ol=C! 
260 D$=INKEY$:!F D$=CHR$(8) OR D$=CHR$(9 
)OR D$=CHR$(10) OR DS=CHR$C111 THEN A=AS 
C/ D$ )' 
270 IF A<>B THEN C=C+CHRSCX)+CHR$(Y)+CHR 
$(A) 

280 B==A 
290 K=V-( V< >20) 
300 IF K=20 AND F<19 THEN GOSUB430 
:~:10 L=L-(M<>[1)=IF M<>-t1 THEt~ PLA't"03T1:;:;J" 
:LOCATE 30,2=COLOR?,4=PRINT L:COLOR 0,7 
320 IF PL<L THEN PL=L•COLOR7,3=LOCATE 30 
,6:PRINTPL=COLOR0,7 
:?.:30 r1=t1+( M >~1) 
340 IF M>O THEN 400 
350 IF LENCC)=0 THEN380 
360 IF P<>ASC(MIDS<C,1,1)) OR Q<>ASC<MID 
$(C,2,1)) THEN 380 
370 I=ASCCMID$CC . 3,1)):C=MID$CC,4,LENCC) 
<:) 
380 P=P+CI=8)-Cl=9) 
390 Q=Q+CI=11)-(1=10) 
400 X=X+(A=8)-(A=9> 
410 Y=Y+CA=11)-(A=10) 
420 GOT0140 
430 IF F=19 THEN RETURN 
440 O=RNDC1)*XX+t:R=RND(l)t102+1 
450 IF POINTCO,R>=0 THEN 440 
460 F=F+l:E(F)=O+Rt256 
470 P:3EH O .. R) 
480 K=O 
490 RETIJRt·~ 
500 X=X-CA=8)+(A=3):Y=Y-CA=11)+CA=10):FO 
~: I = 1 TO 1 t1 : BEEP : BEEP: BEEF' : PSET( :=<:, Y >: PSET 
( >< _1 ""( )" .. -8 = t·~E>~:T 
510 GOT070 

THOMSON 

LE POULAILLER 
Recueillez dans votre brouette ( ! ) la ponte de vos 

poules. A la douzaine, allez à gauche du poulailler, 
tirez la manette à vous pour emballer. Attention : si vous 

dépassez la douzaine, vous les cassez tous. 
Au-delà de cent œufs cassés, c'est la ruine. 

10 '****************************tttt*tt 2U ·~ t 
._~~--------------------------------L------------------------------------.....J~ 
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30 '* LE POULAILLE t 
40 '* * 
50 '~ Fait par Christophe COUASNARD * 
60 ·~ * 
70 '*********************************** 
::~o U_EARSOO' ~~HOF'F'F' 49: CON::mLEO '24' 0' o: CL 
S:SCREEN0,11,8:DEFINTA-Z:C0=7 
90 FURI=Ol'U48:READA,8,C,D,E,F,G,H:DEFGR$ 
CIJ=A,8,C,0,E,F,G,H:NEXT 
100 CUNSOLE0,24:CLS:SCREEN0,11,8:CONSOLE 
0,7:SCREEN,6:CONSULE22,24:SCREEN,10:CONS 
OLE0,24:BOXF(240,0J-(320,175),4:COLOR15, 
1:VE=O:VC:O:VB=O 
110 FURI=8T021:LOCATEO,I,O:PRINTGRSC26)~ 
LOCATE29, I:PRINTGR$(26J:NEXT:FORI=OT0239 
:LlNE(120,0)-(l,64) ,3:NEXT:ATTRB0,1 
120 COLOR4,11:LOCATE9.6:PRINT"LE POULAIL 
LER":ATTRBO,O:COLDR15:FORI=1T028:LOCATEI 
,13~PRINTGR$(27):NEXT 

130 ATTR81,0:COLURO:LOCATE30.0:PRINT" TU 
p 11

: l_UCATE3o, 1: PRIN f"t:;CORE": LOCAT~30, 1 O: 
PRINT"VDTRE":LOCATE30,11:PRINT"SCORE":AT 
n;:E:o, o · 
140 GOSUB770:GOSUB720:COLOR,11 
lSO f.~$"'" "+CHR$(27)+CHR$(67)+GR$(0)+GR$C 
1)+" ":8$~CHR$(8)+CHR$(8)+CHR$(8l+CHR$C8 
) -! .. CHH$ ( J 0) 
150 l$=" "+CHR$(27J+CHR$Cl13)+6R$(2)+CHR 
$(27)+CHRSCG4J+GRSC3l+" ":O$=CHR$(10)+CH 
R$(8J+CHRSC8J+CHRSC8)~CHR$C8)+CHR$(8) 
170 t::$=" "+CHFi'.$(27) >-CHR$C6S:>+GR$C:4)+GR$( 
SJ ·H..~R$ ( 6) +" ": F$=CHR$( 1 OJ +CHR$( 8) +CHR$ ( ::;: 
)+CHR$(8l+CHR$(8)+CHR$C8l+CHR$(8)+CHR$C8 
)+CHR$C8l+CHR$(8) 
180 6$=" "+CHR$C27l+CHRSC119J+GR$C7)+GR$ 
(8)+GR$(9J+GR$(10l+GR$Clll+CHR$C27J+CHR$ 
C68l+Gk$(12J+GR$C13l+" " 
190 H$=" "+CHR$C27J+CHR$C119)+GR$Cl4J+GR 
SC1Sl+GR$(16J+CHR$C27J+CHR$C64)+GR$(17l+ 
GR$C18)+GR$Cl9J+GRSC20J+" " 
200 IS=GR$(22)+CHRSC10J+CHR$C8l+GR$(23)+ 
GR$C24) 
210 CCSC1l=GR$C34l+GR$C35l+GR$C36)+GR$(3 
/) +Gt~'.$ ( :::::;::) 
220 CC$C2)=6RS<39J+GR$C40)+GRS(41)+GR$C4 
:2) +i'X\$( 43) 
230 CC$(3)=GR$(44l+0RS(45)+GR$(46)+GR$(~ 
7 'l +GR$ C 4f: J 
~40 CDLOR7:fORI=3Td26STEP3:LOCATEl,11:PR 
1NTI$~NEXT 

250 I=25*RND:IF1<6THENI=6:GOSUB450ELSEGO 
SUE:4SO 
260 Z=RND:COLOR7,0:LOCATE32,22:PRINTuAC1 
I Ui'J": COLORO, 7: LOCAT[32, 22: PR I NT" ACTION": 
IFSTRIGCOJ=OTHEN260 
2/0 COLOR10,10:LOCATE32,22:PRINTSPC(6l:C 
OLOR.11 

280 '********************************** 
~~o '* BOUCLE PRINCIPALE * 
300 '********************************** 
310 GOSUB540:GOSU8490 
320 IFSTICKC0)=3ANDI<25THENI=I+l:GOSUB42 
OEL8EIFSTICK(Q)=7ANOI>6THENI=l-l:GOSU842 
OELSEIFSTICKC0)=5ANDI=6ANDVE=12THENGOSUB 
!~:10 

330 IFSTICK(0)=3ANDI<25THENl=I+l:GOSUB42 
OELSEIFSTICKC0)=7ANDI>6THENl=I-l:GOSU842 
OELSEIFST1CK(0)=5AND!=6ANDVE=12THENGUSU8 
::::i 0 
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340 IFX>I-4ANDX<I ANDY=19THENVE=VE+l:PLA 
Y"AlllOMIMI":GOSU8720:LOCATEX,Y:PRINî" ., 
:GUT0'.310 
350 IFX>I ANOX<I+3 ANDY=17THEN400 
360 IFX=I ANDY=19THEN400 
370 IFVC~lOOTHEN400 
380 IFY=21THENVC=VC+1:PLAY"A1L10DODO'':GU 
SUBJ20:LOCATEX,Y:PRINT" ":GOT0310 
390 GOSU8490:GOT0320 
400 GOSUB870:IFVB>RB îHENRB=VB:PLAY"A2Ll 
ODOREMIFASOLASILASOFAMIREDO":GOSUB770EL8 
EPLAY"DOPDOPDOPOOPDOPP" 
410 COLOR7,0:LOCATE32,22:PRINT"ACTION":C 
OLOR0,7:LOCATE32,22:PRINT"ACTION":IFSTRI 
G(O)~OTHEN410ELSE100 

420 '********************************** 
430 't AFFICHAGE DU PAYSAN t 

440 '********************************** 
450 LUCATEI,17:PRINl'A$;8$;C$;D$;E$;F$;GI 
; F'.f; H$: REHlRN 
4E"O • :t:f::f::t::n:·t:f:t:t:n:ttt:f:*:ttt:t::t:*:t:t**:t::t***** 
470 't AFFICHAGE DE L'OEUF t 

480 '********************************** 
490 COLOR7,11:IFY<>13THENLOCATEX,Y:PRINT 
'' n 

500 V=Y+l:LOCATEX,Y:PRINTGR$C21):RETURN 

510 '************************~f.******** 
S20 't COORDONNEES DE L'OEUF t 

530 '**********************************' 
540 X=l+C1+CRNDî23l~3)*3:LDCATEX,14:PRIN 
l'Gf~$(21 J: Y=13: PLAY"U2A1SISI": RETURN 

SGO '********************************** 
660 't DONNEES GRAPHIQUES * 
SJO '********************************** 
580 DATA0,0,0,0,0,3,7,63,0,0,0,0,0,192,2 
24,252,lS,7,13,31,7,11,15,1,240,240,240, 
~:.40' 22.tl. 1 224. 192' 12:::' 0 J 0' 0' 0' (l, 0. :;: • 7' :~:' j 1 

15,31,63,247,207,15 
sgo DATA192,192,224,224,224,224.224,224, 
o,o,o,o.o.o,3,15,255,127,63,31,31,63,243 
.225,255,265,255,255,255,255,252 
GOO OATA224,255,255,255,2S5,255,195,1,0, 
25S,255,129,0,0,0,0,128,31,31,31,31,15,3 
1 ':31; 56 
610 DATA224,224,240,248,248,240,224,112, 
31,31,63,63,31,31,15,3,240,240,248,248,2 
40,240,224,128,0,0,0,0,0,0,0,0,0,0 
620 DATA0,0,0,0,0,0,0,0,0,0,4,7,7,7,56,1 
12,112,112,224,248,248,248,112,56,56,28, 
1-56, :25.S' 2.S5, 2-55 
630 DATA24,60,60,126,12G,126,126,60,0,16 
,48,216,56,24,28,28,29,63,63,63,63,31,15 
,7,224,250,255,254,252,248,240,224 
640 DAT~0,104,206,231,207,220,104,0,237, 
23?,237,255,219.187,187,187,255,255,255, 
0,0,0,0,0,0,0,0,0,3,7,15,31,0,0,0,0,0,12 
9.195,231,0,0,0,0,192,224,240,248 
G50 DATA127,63,63,31,31,15,7,3,255,255,2 
SG,~55,255,231,195,12~;254,252,252,24B,~ 
4::;:' ~:40' 224. 1 :;)2 
660 DATA28,62,127,127,126,60,56,24,57,12 
5,262,124,56,24,8,0,239,239,206,68,0,Q,O 
,0,56,124,2S4.124,56,48,·32,o,s6,l24,254, 
254,126,60,60,S6 
670 DATA24,8,0,0,0,2,2,6,255,195,129.118 
,128, 129,195,255,1,1,1,1,1,57,41,57,254, 
134,2,0,0.2,134,254,24,48,32,0,0,128,192 
'132 . 
680 OATA14,30,63,127,127,126,62,28,0,0,3 



~. 112,249,251,251,112,0,0,0,136,140,222, 
222,140,1,1,19,59,127,251.249,112,224,2~ 

4,240,248,248,248,240,224 
G90 )*************ttttlttttttttttttrttt 
!OO 't AFFICHAGE DU SCORE t 

110 '********************************** 
720 IFVE=13THENVE=O:VC=VC+12 
! 20 LOCATE31,14,0:COLOR7,1:PRINTGR$(21J; 
" :••;:PRINTUSING"~##tttt";VE:LOCATE31,17: C 

OLLlR3,1:PRlNTGRSC2b);" :n;:PRINTUS!NG"## 
~!H""; \_)(_'.: CIJL.rn::;;. 11: fl[ ruHN 

;40 '********************************** 
7 50 't AFFICHAGE DU TOP-SCORE r 
~CO '**********************lttttttttlt* 
110 COLOR,4:XX=31:YY=4:GOSU8820:XX~-4:YY 
"<::'.:2: (:0LOFU i j_: AT n~E:o 1 1 : PR I NTlY::: 1 NG" tttHl:#tl"'; 
RS:ATTRBO,O:RETURN 

/80 '*********************************~ 
790 '* AFFICHAGE D'UNE BOITE ~ 

8UV '******************ttttttttt%tttî%* 
810 XX=XX+4:VB~V8+1:VE=O:IF(V8/10)=CVB0! 
U) ·rHENXX=O:VC=O:CU=C0-1 
820 LOCATEXX,YY:COLUR3,10:PRINTGR$(28l;G 
R$(29J;GRSl30):LOCATEXX,YY+1:COLORCO:PHI 
NrGR$(31);6RSl32);GR$(331~:RETURN 

830 GOSUB810:A$=INPUT$Cll:GDTD830 

840 '********************************** 
850 '* ECRAN FINAL t 

SGO '********************************** 
~70 FORJ=OTU7:FORI=OTOS:LOCATEI%5,Jt3:CO 
LOR7,0:PRINTCC$(l):LOCATEit5,Jt3+1:COLOR 
l:PRINTCCSC2J:COLOR7:LOCATEitS,Jt3+2:PR1 
NfCC$(3):NEXT:NEXl. 
::Y.::C> F~ETt.H:;:N 

~THOMSON 

L'HORTICULTEUR 
Arrosez les fleurs de couleur mate avant qu'elles ne 

noircissent et meurent. Pour ce, tirez la 
manette à vous lorsque la pomme d'arrosoir se trouve 

à droite de la fleur. A dix fleurs fanées, 
vous êtes viré! Pour puiser l'eau, suivez les flèches. 

!U '~********************************** 
., ' 1 :t: :j:: 

: ~·~) : ;f L' Hrn:;:-r I CUL-r EUR 
.."}.~> 1 J: 

'.•: t ~ait par Christophe CUUASNARD * 
'.'.".' ,' :t: * 

.. •· • .. :r:f t:t::t::t::P=:::f::t:l:f :t:f::t::f :f :t::f :=i=::r:t::t ::~::t: :ot::f t::jq:t::r:t::t:t: 
: :n cu:::~iR1::.oo, .~+ll)f"~'r"· , si:.;~ o I M(-)·~ ( 16 l , B$ c: 1;;:.) : c 
, _,1-,1::AJL..EO, 21:~, 0, 0: CL:::; : ::: c1:~EEi,!O, ? , 0: DEr· IN H~-Y 
~ 1=·H I NTC:Hf;:$ C :20) 
.•0 ~UHI=OTDS4:REALIA,B,C,U,E,F,G,H:DEFGR$ 
l>=A,B,C,D.~,F.G,H:NEXT 

0V ·~~~******:t:ttt:t:lt*tl:t:tt:t:tlltttltlî* 
110 '* DONNEES GRAPHIQUES l 

120 '********************************** 
1J0 DAl~0.0,0,3,7,1S,31,255,0,0,0,128,19 
2 . 224,240,255,15,31,30,30,30,15,15,7,240 
. !G0,240,252.240,192,240,248 
l~O DATAl,3,15,12,29,29,29,29,192,192,22 
i.~G. 184, 184,188, 188,29,13,13,13,13,13,2 

."·' , .,_ :=~:4, u:::L!., u::L!. , n:::f! .• i ::::::;:. i:::::::, 1 E:::;:, i::M 
~·J UAJ.A7,8,8,53,12/,2S5,255,255,192,32 , 
-~ . ~40,248,249,25S,255,0,0,0,1,119,254,1 

' 0 , ~4.2SS,2SG,255,~SS,127,127,0,0 

· ·.·.:· ·) ur"-11"·r-.~~?b.1.:\ i 2~;4, 2.s2; 2.s2, 2L~~=~, 248, o, (); 1, 2, 
. ' '.: ' lj.; 2 J b; :::: ; ~:::'.24 J 20:::; 1. 04. 2 :L 2. 7 4 J 1 70. 1 71 J 7 

\ / 0 DATA8,28,S3,115,123,127,63,31,56,44, 
~4 , iS8,190,254,252,248,8,29,63,127,127,1 

~7.G3,31,32,112,248,252,252,252,248,240 

180 OATA146,210,90,111,63,83,31,15,77,20 
1. • :. ·' <~· ' 21.1 ;::. ' ~~.1_:,/1.' 2i::;::~:. 211.:::; 240; 4. 141:~:1 J t.::::. 6::.: . 

' . .':':.:: , ·1. !!. :? ; :!. ·': .. ;:~.;; i:•.2 f f.:",i); J.:,:~t.!.; 240 J 31 1 1.4 J l ;_: J 79>l1(• 
,Gv.2~;12,0,112,224,192,0,Q,0,0 

2VO UATA2~,b2,127,127,126,GO,S6,24,S/,12 
5,2b2,124,S6,24,8,0.239,239,206,68,0,0,0 
,O,S6,124,2S4,124,S6,48,32,0,S6,124,254, 
254,12G,60,60,56 
210 DATA24,8,0,0,0,2,2,6,255,195,129,128 
,128, 129,195,255,1.1,1,1,1,57,41,57,254, 
134,2,0,0,2,134,254,24,48,32,0,0,128,192 
J 1 ':)2 
220 DATA14,30,63,127,127,126,62,28,0,0,3 
2,112,249,251,251,112,0,0,0,136,140,222, 
222,140,1,1.19,59,127,251,249,112,224,22 
4,240,248,248,248,240,224 
230 DATA62,6S,66,32,30,65,129,126,0,0,0, 
0.11/,85,85,119,0.0,0,0,119,84,100,87,0, 
o.u.o, 112,80,96.112,Q,0,0,0,0,0,0,255,0, 
0,0,0,0,0,0,255,0,4,6,7,7,7,15,255 
~40 DATA0,0,0;0,128,192,224,240,255,ù,O, 
o.o.o,o.o,2ss.o.o.o,o,o.o.o.2ss.1s,1,1,6 
,4,0,u,224,192,128,0,0,0,0,0.219,191,2S1 
,24'l ,l89,239.219,247 
~so A$=CHR$(27)+CHR$(67)+" "+GR$(0)+GR$( 
1 ) +" " : 1::$:::0Ct-1f~$ ( :;:: ) +CHf~ $ (:;::) +CHR$ ( 8) +CHR$ ( ::: 
)+CHR$(1ùJ:C$=~ "+CHR$(27J+CHRS(64)+GR$( 
2)+CHR$C27)+CHR$C113)+GR$(3)+" H 

260 0$=" "+CHRSC27)+CHR$(68)+GR$C4)+GR$( 
SH" ":E~;=" "+GR$(f..)+GR$(J)+" ":F$=" "+C 
!~R$( 27) +C:HR$C t::.·3) +6R$ C ::n +Gfi$( 9) +GR$ C: 10) +" 

/J 

270 G$=CHR$(8)+n "+GR$Cll)+GR$(12)+" "~H 

$=GR$(13l:l$=GR$(23)+GR$C24J:JS=GRSC25l+ 
Gf~1; ( 26 l 

1 ~0 D0TAJ,3,129;22S,227.243,118,63,227,1 280 FL$CO)=GR$C15J+GR$Cl6J:FL$(ll=GRSC1 7 ~ 
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l+GR$ll3l:FL$(2)=GR$(19)+6R$C20>:FL$(3)= 
GR$(2i)+Gk$(~2J:BBS~CHR$(8)+CHR$(8l+CHR$ 

( 10) 
290 fORI=Ol.016:A$(1)="1":8$Cl)="4":NEXT: 
CLS:SCREEN0,7:SC=O:MO=O:CO=O 

300 '********************************** 
310 '* AFFICHAGE D' ECRAN PRINCIPAL * 
320 '********************************** 
330 CONSüLE10,12:8CREEN15,15:CONSOLE23,2 
4:SCREEN15,15:CONSOLE0,24:COLOR10,7 
340 FüRl=OT016:LOCATEI*2,8:PRINTI$;8B$;J 
F:NEXl:COLUR0,7:FORl=OT01:LOCATE35,8+I:P 
f~INTGR$ ( 54) +" 11 +GR$ ( .54): NEXT: COLOR 10, 7 
350 FORI=OT016:LOCATEit2,21:PRINTI$;88$; 
JS:NEXT:COLORO,?:FORI=OT01:LOCATE~5,21+I 
: F'!::l r-n GF~$ ( 54) ~-" "-H'.iR$ C: .5/.f.): NEXT: COLOR4 
360 BOXFC:280,24)-(320,63):80XFC280,128)-

870 LüCATE36,4:COLOR0,4:PRINTGR$C42l;GR$ 
(4Jl;GR$C44);GR$(45J 
380 LOCATE36, 17:CDLDR0,4:PRINTGR$(42J;GR 
$C43);GR$(44);GR$C4Sl 
39U LOCATE36,S:PRINTGR$(46);GR$C:47);GRSC 
l].::.:: .i ; fi~~$ ( 4'.:I) 
400 LDCATL3~,18:PR!NTGR$(46);GR$C:47J;GR$ 
C 4::_::) ; G~~$ C: 4 ":i .l 

410 LOCATE36,6:PRINTGR$(~0);GR$C:51J;GR$( 
b:2); GR$( 5:~:) 
420 LOCATE36,19:PRINTGR$C50l;GR$C51);GRS 
( -52); (:ii:;:$ ( 53) 
430 LOCATE35,0:COLUR7,U:PRINTGR$C27l;GR$ 
C:28J;GR$C:29J;GR$(30l;GR$C31);:COLOR1 
440 LOCATE35,1:PRINTGR$C32J;GR$(33J;GR$( 
34J;GR$C35);GR$(36l:COLOR7 
450 LOCATE3b,2:PRINTGRSC37J;GR$(38J;GR$C: 
39J;GR$C:40l;GRSC:41) 
460 COLOR1,7:Z=O:FORX=OT016:LOCATEX*2,7: 
PRINTFL$C:ABSC:COSCZ)ll:Z=Z+l.57:NEXT 
~70 COLOR4:Z=O:~ORX=OT016:LOCATEXt2,20:P 

R1NrFL$(2+A8SCCOSC:ZlJJ:Z=Z+l.57:NEXT 
480 60SUB570:l=O:J=l:GOSUB530 
490 A=RND:LOCAfE17,23:COLOR7,0:PRINT"ACT 
1LJN":COLOR0,7~LOCATE17,23:PRINT"ACTIUN" : 

lFSTRIG<Ol=OTHEN490ELSELOCATE17,23:COLOR 
,15:PRINTn ":GOT0790 

500 '********************************** 
510 't AFFICHAGE DE L ' HORTICULTEUR * 
520 '********************************** 
530 LOCATE1,J:COLOR,7:PRINTA$;8$;C$;8S;D 
t;8$~ES;B$;F$;BS;G$:RETURN 

540 '********************************** 
550 't AFFICHAGE DU SCORE * 
GGO '********************************** 
1.:; /0 L.OCATE 1 , 11: COLOR7, 0: PR I NT" CONT. : ";CO 
:LOCATE11,11:PRINT"MORTE:";MD:LOCATE22,1 
l:PRINT"SCORE:"~:PRINTUSING"##~";SC:LDCA 
TE32,ll:PRINT"TOP:";:PRINTUSING"###";TP 
s:::o RETURN 

220 

590 '********************************** 
600 't FIN DE LA PARTIE t 
610 '********************************** 
620 IFSC>TP THENrP=SC:PLAY"A402DOREMIFA8 
DSI":GUSU8570ELSEPLAY"A201SOSODODODOMISO 
U~" 
630 LDCATE17,23:COLOR7,0:PRINT"ACTIONu~c 
OLOR0,7:LOCATE17,23:PRINT"ACTIONu:IFSTRI 
G(0)=0THEN630ELSE290 

640 '********************************** 
660 '* AFFICHAGE DU RANGEE 1 * 
660 '********************************** 
670 CULDR1,7:LOCATEQ*2,7:COLORVALCA$CQJ) 
:PRINTFL$CABSCCOSC2ll>:Z=Z+l.57:RETURN 
1;:.:::o ' t:i::i::t*=~:t~::t:4q::.r;r:q:***~:****;t;t.:;~;f:**:t*:t-: 
690 't AFFICHAGE DU RANGEE 2 * 
700 '********************************** 
710 COLOR4,?:LOCATEQ*2,20:COLORVALC8$CQ) 
):PRINTFLSC2+ABSCCOSC2J)J:2=2+1 57'.t~lUR 
N 

720 '****{***************************** 
730 '* AFFICHAGE DE L'EAU t 

740 '********************************** 
750 COLOR6,7:LOCATEI+3,J+5:PRINTH$:PLAY" 
04A2L1DOL2DOL3DDL4DOu:LDCATEI+3,J+5:PRIN 
T" ": RETURN 

760 '********************************** 
770 '* 80UCLE PRINCIPALE * 
780 '********************************** 
790 FORF'A-=OTO 10: I FST I Cl:: ( 0) =<HHEN I = I + 1 EL_S 
~IFSTICK(0)=7THENI=I-1ELSEIFSTICK<0)=5AN 

DCO>OTHENe90 
800 IFI<OANDJ=1THENJ=14:I=30:BOXFC8,8)-( 
24,54l,7ELSEIFI>30ANDJ=14THENJ=l:I=O:BLJX 
~(240,112)-(264,158),7:C0=5:GOSUB570 

810 IFI<OANOJ=14THENJ=l:I=30:BOXFCB,112l 
·-C24.158l,7ELSEIFI>30ANDJ=1THENJ=14:l=O: 
BOXFC240,8)-(264,54),7:C0=5:GOSU8570 
820 GOSUB530:NEXTPA:IFRND>RNDTHEN860 
830 XX=CRNDt15)+1:IFA$CX~J="9"THENA$CXXl 
="O":MU=MO+l:GOSUB570:Q=XX:GOSUB670:IFMU 
>9THEN6:20 
840 IFA$(XX>="l"THENA$CXX)="9":Q=XX:GU8U 
t'.:E.70 
:3.50 GOT07'30 
860 XX=CRND*15)+1:IF8$CXXl="12"THEN8$CXX 
-J="O":MO=MO+l:GOSUB570:Q=XX:GOSU8710:IFM 

870 IFB$C:XXl="4"THENBSCXXl="l2":Q=XX:GOS 
U8"J10 
:'.!,t;:c) GOT07'.30 
890 IFI/2=1@2THENGOSUB750:X=CI/2)+1ELSE/ 

900 IF8$CX)=u12"ANDJ=14THENSC=SC+1:8$(X) 
="4":Q=X:GOSU8710:GOT0920 
"Jl O lf:J=1ANDA$( X) ="9"THENS;C=S;C'+l: A$ (X)=" 
1": <~=X: GOSUB670 
920 CD=CO-l:GU8U8570:GUT0790 



THOMSON 

MORSE 
Initiez-vous à l'alphabet morse: apprentissage, 

traduction. Une lampe de poche, et vous économiserez du 
téléphone si vous êtes en vue de vos correspondants. 

10 '*********************************** 
20 '* * 
30 't APPRENTISAGE DU MORSE * 
40 '* * 
SO 't Fait par ChrLstophe COUASNARD * 
60 '* * 
70 '*********************************** 
80 CLEAR500,&HOFfF,9:CONSOLE0,24:SfREENO 
,4,4:DEFINTA-Z:PRINTCHR$C20) 
JO FORI=OTbB:READA,8,C,D,E,F,G,H:DEFGRSC 
l)=A,8,C,D,E,F,G,H:NEXT 

100 '********************************** 
110 't DONNEES GRAPHIQUES t 

120 '********************************** 
130 DATA0,0,0,24,24,0,0,0,0,0,0,126,126, 
0,0,0,66, 102,90,66,66,66,66,0,0,0,0,228, 
166,165,244,0.0,0,0.174.170.170,174,8 
140 DATA0,0,8,169,169,169,237,0,0,0,8,20 
5.73,73,229,0,0,0,0,213,213,21,221,0,0,0 
,0,192,64,128,64,0 
150 ASCOJ=n ":AS(l)=GRSCOJ:A$(2)=GR$Cl): 
M$=GR$(2)+GR$(3)+GR$C4)+GR$CSJ+GR$C6J+GR 
$ C 7) +GR$ ( t::) 
160 D2$CO>="ECOUTEZ ATTENTIVEMENT LA LET 
TRE'':ü2$(ll="MORSE, ET TAPEZ CETTE LETTR 
E AU" 
170 D2$C2)="CLAVIER. POUR LA REENTENDRE 

" : D2 $ ( 3) =="APPUYEZ ~:::Uf~ LA TOUCHE ' ENTR 
EE' " 
180 03$COl="REGARDEZ LA LETTRE MORSE ECR 
ITE":D3$(1)="EN NOIRE, ET TAPEZ LA LETTR 
l: 
190 D3$(2)="ALPHA8ETIQUE EQUIVALANTE AU 

":DJ$(3)="CLAVIER. 
Il 

200 D45(0)="ECOUTEZ ATTENTIVEMENT LA LET 
Tl:;:E": 04$ ( 1) ="1'10F~SE, ET REGARDEZ-LA. TAF'E 
2 AU" 
210 D4SC2l="CLAVIER, LA LETTRE ALPHABET! 
QUE":D4$(3)="EQUIVALANTE. POUR LA REENTE 
NORE":D4$(4)=D2$(3) 

220 '********************************** 
230 '* DONNEES DU MORSE * 
240 '********************************** 
250 DATA"A",1,2,0,0,0,n8",2,1,l,1,0,"C", 
2, l, 2, 1, 0, "D", 2, 1, 1, 0, 0, "E", 1, 0, 0, 0, 0, "F 
",1,1,2,1;0,"G",2,2.1,0,0,"H",1,1,1,1,0 
260 DATA" I", 1, 1, 0, 0, 0, ".J", 1, 2, 2, 2, 0, "~<", 
2,1,2,o.o,"L",l,2,l,1,0,"M",2,2,0,0,0,"N 
" , 2, 1, O, 0, 0, "O", 2, 2, 2, 0, 0, "P", 1, 2, 2, 1, O 
270 DATA"Q",2,2,1,2,0,"R",1,2,l,O,O,"S", 
1, 1,1,0,0,"î",2,0,0,0,0,"U",1,1,2,0,0,"V 
";1,1,1,2,0,"Wn,1,2,2,o,o,"X",2,1,1,2,0 
2:3<) DATA" Y", 2, 1, 2, 2, 0, "Z", 2, 2, 1 , 1, 0, "1" , 
1,2,2,2,2,"2",l,l,2,2,2,"3n,1,l,1,2,2,"4 
Il' 1, 1, 1, 1, 2, ".5" J 1, 1, 1, 1, 1, "6" '2, 1, 1, 1, 1 

290 DATA"7",2,2,l,l,l,"8 11 ,2,2,2,1,1,"9", 
2 } 2 J 2 J 2 } 1 J JI (l ,, ' 2 J 2 } 2 > 2 ' 2 ' ,, FIN,. ' () J 0} 0 J <) ' 0 

300 '********************************** 
310 'î MENU t 

~20 '*************************f******** 
~30 CLS:SCREEN0,4:LOCATE12,4:ATTR81,l:PR 
INT"MENU 
340 ATTRBO,O:LDCATE3,10:COLOR3:PRINT"l"; 
:COLOR7:PRINT" APPRENTISSAGE DU MORSE 
350 LOCATE3,1j:COLOR3:PRINT"2";:COLOR7:P 
RINT" TESTS SONORES 
360 LOCATE3,16:COLOR3:PRINT"3";:CDLOR7:P 
R l NT" TE:::;TS V! SUE ... <.:: 

370 LOCATE3,19:COLOR3:PRINT"4";:COLOR7:P 
RINT" TESTS VISUELS ET SONNORE":A$=INKEY 
$ 

380 Z=RND:A$=INKEY$:A=VAL(A$)!1FA<10RA>5 
THEN380ELSEONA GOT0430,6S0,660,770 
:~:90 GOT0380 

400 '********************************** 
410 '* APPRENTISSAGE DU MORSE t 
420 '********************************** 
430 RESTORE2SO:GOSUB860 
440 FORJ=OT02:FORI=OT011:READA$,A,8,C,D, 
E: COL OR 1: l_OCATE.J:t: 10, I l2: F'R I NTA$; : COL ORO: 
PRINT" ";ASCAJ;A$CBJ;A$CC);A$CD);A$CEJ;: 
l\IEXT:NEXT 
450 LOCATE32,0:COL0Rl:PRINT"POINT";LOCAT 
E32,2:COLORO:PR1NTA$Cl);A$(2);A$(l);A$(2 
) ; A$ ( 1 ) ; A$ C: 2) 
460 LOCATE32,5:COL0Rl:PRINT"ERREUR":LOCA 
TE31,7:COLORO:PRINTA$Cl>;A$Cl>;A$Cll;A$C: 
l);A$Cl);A$(1J;A$(ll;A$(1) 
470 LOCATE32,lO:COLORl:PRINT"DEBUT":LOCA 
TE30,12:PRINT"D'EMISSION";:LOCATE~2,14:C 
OLORO:PRINTA$(2);A$Cl);A$(2);A$(l);A$(2) 
480 LOC~TE33,17:COLORl:PRINT"FIN":LDCATE 
30, 19:PRINT"D'EM1:3:;:;IQN"; :LOCATE32,21:COL 
ORO:PRINTASCl>;A$C2l;A$Cll;A$C2);A$Cl) 
490 REt;TORE250: LOCATE2, 24: COLDR.S: PRINT"T 

APEZ AU CLAVIER LA LETTRE VOULU";:BS=IN~ 
Ul$C:l) 
500 IFSS=CHRS<:30) THEN330 
510 READA$,A,8,C,D,E:IFA$="FIN" THEN490E 
LSEIFA$=8$ THENPLAYC$(A)+C$(8)+C$CC>+C$( 
LJ)+C$(E):GOT0490ELSE510 

520 '********************************** 
530 't TESTS SONORES * 
S40 '********************************** 
550 GOSU88SO:ATTR81,l:LOCATE6,2:PRINT"TE 
STS SONNORES":PA=O:RE=O 
560 COLOR0,7:ATTRBO,O,:FORI=OT03:LOCATE4 
,7+It2:PRINT02S(IJ;:NEXT 
570 RESTORE250:LOCATE14,19:COLOR,4:PRINl 
SPCC10):LOCATE12,20:PRINTSPCC20):Z=35tRN 

........ --~~~~~~~~~~~~~~~~~~~ .......... ~~~~~~~~~~~~~~~~~~~~--' 
.221 

• 



D:FORI=OTOZ:READA$,A,8,C,D,E:NEXT:PA=PA+ 
1 
580 PLAYC$(A)+C$C8)+C$(Cl+C$CDl+C$CEl 
S90 8$=INPUT$(1·):1F8$=CHR$C13lTHEN580ELS 
EIF8$=CHRSC30lTHEN320 
600 IFA$=8$ THENLOCATE14,20:COLOR4,3:ATT 
RBl,l:PRINT"BRAVO":ATTRBO,O:RE=RE+lELSEL 
OCATE12,20:COLOR0,4:PRINT"NON, C'ETAIT u 

~ : COL OR 1: F'FU NTA$ 
610 COLOR0,7:LOCATE12,15:PRINT"NOTE :";R 
E; "/";PA 
620 8S~INPUTSC1l : IF8$=CHR$C13)THEN570ELS 

EIF8$=CHR$(30lTHEN330ELSE620 

630 '********************************** 
640 'î TESTS VISUELS * 
650 '********************************** 
660 CLS:ATTRB1,l:LOCATE6,2:PRINT"TESTS V 
I ::;:l)EL~;": PA=O: RE=O 
670 COLOR0,7:ATTR80,0,:FORI=OT03:LOCATE4 
,7+Iî2:PRINT03$(1);:NEXT 
680 RESTORE250: LOCATE14, 21: COLOR ,~4: PRINT 
SPCC10l:LOCATE10,22:PRINTSPC(20):2=35îRN 
O:FORl=OTOZ:READAS,A,B,C,D,E:NEXT 
690 PA=PA+l:ATTR81,1:LOCATE8,18:COLOR1:P 
RINTM$;" ";:COLORO:PRINTA$(A)+A$(8)+A$(C 
>+A$COl+A$(EJ:ATTRBO,O 
700 8$=INPUT$(l):IFB$=CHR$(30)THEN320 
710 IFAS=8$ THENLOCATE14,22:COLDR4,3:ATT 
R81,l:PRINT"BRAVO":ATTR80,0:RE=RE+1ELSEL 
!JU\TE12, 2:27COU::JF~O, !.\.: r'RI!\!T"MOM, C'ETAIT " 
~ : COL OH 1: PFi: I NTA$ 
720 COLOR0,7:LOCATE12,15:PRINT"NOTE :";R 
E;"/";PA 
730 8$=lNPUTSCll:IF8$=CHRGC13lTHEN680ELS 
EIF8$=CHR$(30JTHEN330ELSE730 

740 '********************************** 

~o '**f******************************** 
20 '* * 
30 '* TRADUCTION DU MORSE * 
io '* * 
SO 't Fait par Christophe COUASNARD t 

so '* * 
!O '*********************************** 
:-:c, CLEAR.500, ~1HDFFF, 4: CONSOLEO, 24: SCREENO 
,4,4:DEFINTA-Z:PRlNTCHR$(20) 
90 OEFGR$C0)=0,0,0,24,24,0,0,0:DEFGR$Cll 
=0,0,0,126,126,0,0,0:DEFGRSC2l~16,48,126 

,50.18,2,254,0 
100 DEFGR$(3)=0,0,32,64,255,64,32,0:ASCO 
J=" ":AS(1)=GR$COl:A$C2l=GR$Cl) 

110 '********************************** 
120 't DONNEES DU MORSE t 
130 '********************************** 
l il-0 DATA"A", 1, 2,0, O, 0, 0, "8", 2, 1, 1, 1, 0,0, 
"C" '2 J 1, 2 J 1. 0' 0' "D" '2, 1, 1, 0' 0 1 0 I "E"' 1 ,.Q' 

0 ' 0 • 0 • 0 • Il F' JI J 1 ' 1 ' 2 ' 1 ' 0 ' 0 ' " G" 1 2 ' 2 I 1 ' 0 1 0 , 0 ' 
"H", 1, 1, 1, 1, 0, 0 
150 DATA"I",l,l,O,O,O,O,"J",1,2,2,2,0,0, 
"K",2,1,2,0,0,0."L",1,2,1,1,0,0,"M",2,2, 
o.o,o,o,"N",2,1,o,o,o,o,"0",2,2,2,o,o,o, 
"F'", 1, 2, 2, 1, 0, 0 
160 DATA"Q",2,2,1,2,0,0,"R",1,2,1,0,0,0, 
"S",1,1,1,0,0,0,"T",2,0,0 , 0,0,0,"U",1,1, 
2,0,0,0,"V",1,1,l,2,0.0,"W",l,2,2,0,0,0, 
"X",211,1,2,0JO 
170 DATA"Y",2,1,2,2,0,0,"Z",2,2,1,1,0,0, 
"1",1,2 . 2,2,2,0."2",l,l,2,2,2,0,"3",1,l, 

222 

750 '* TESTS VISUELS ET SONORES t 

760 '********************************** 
770 GOSU8850:ATTR80,l:LOCATE7,2:PRINT"TE 
STS VISUELS ET SONNORES":PA=O:RE=O 
780 COLOR0,7:AT.rRBO,O:FORI=OTD4:LOCATE4, 
5+It2:PRINTD4$CIJ;:NEXT 
790 RESTORE250:LOCATE14,21:COLOR,4:PRINT 
SPCClOJ:LOCATE10,22:PRINTSPCC20l:Z=35tRN 
D:FORI=OTOZ:READA$,A,B,C,D,E:NEXT:PA=PA+ 
1 
800 ATTRB1,1:LOCATE8,18:COLOR1:PRINTMS;" 

";:COLORO:PRINTA$(A)+A$CBl+A$CCl+A$CD)+ 
A$CEJ:ATTRBO,O:PLAYC$CAJ+C$C8J+C$CCJ+C$( 
DJ+C$(E) 
810 8$=!NPUT$(1):IF8$=CHR$Cl3)THEN800ELS 
EIFB$=CHR$C30)THEN320 
820 IFA$=8$ THENLOCATE14,22:CDLOR4,3:ATT 
R81,l:PRINT"BRAVO":ATTR80,0:RE=RE+1ELSEL 
OCATE12,22:COLOR0,4:PRINT"NON, C'ETAIT n 

; : COLORl: P.RINTA$ 
830 COLOR0,7:LOCATE12,15:PRINT"NOTE :"~R 
E; "I"; PA 
840 8$=INPUT$(l):IF8$=CHRSC13lTHEN790ELS 
EIF8$=CHRS(30lTHEN330ELSE840 

860 '********************************** 
860 't VITESSE SONORE t 

870 '********************************** 
880 COLOR5:LOCATES,23:PRINT"VITESSE SONO 
RE Cl a 3)":AS=INPUT$(1):A=VAL(A$) 
890 IFA<lORA>3THEN880 
900 IFA=1THENP$="L5":PP$="L20" 
910 IFA=2THENP$="L10":PP$="L30" 
920 IFA=3THENPS~"L20":PP$="L40~ 
930 CLS:C$COJ="":CS(1)=PS+"SIL5P":C$(2)~ 
PP$+"SIL5P":RETURN 

1 , 2, 2; 0, "4", 1, 1 , 1 , 1 , 2, 0, ".S", 1, 1, 1 , 1, 1 , O, 
" 1::.-· ' 2 • l ' 1 • 1 , 1 , 0 
180 DATA"7",2,2,1,1,1,0,"8",2,2,2,l,1,0, 
"9",2,2,2,2,1,0,"0",2,2,2,2,2,0,".",1,2, 
1,2,1,2,"FIN",O,O,O,O,O,O 
190 '********************************** 
200 '* MENU * 
210 '********************************** 
220 CLS:SCREEN0,4:LOCATE12,4:ATTRB1,1:PR 
INT"MENU":ATTRBO,O 
230 LOCATE3,9:PRINT"TRADUCTION D'UNE PHR 
ASE 
240 LOCATE3,12:COLOR3:PRINT"l";:coLOR7:P 
RINT" MORSE EN ALPHABETIQUE 
250· LOCATE3,1S:CDLOR3:PRINT"2";:coLOR7:P 
RINT" ALPHABETIQUE EN MORSE VISUEL 
260 LOCATE3,18:COLOR3:PRINT"3";:coLOR7:P 
RlNT" ALPHABETIQUE EN MORSE SONORE 
270 AS=INKEYS:A=VALCASl:IFA<lORA>STHEN27 
OELSEONA GOT0320,680,850 
2:::0 GOT0270 

290 '****************i***************** 
300 'tTRADUCTION MORSE -> ALPHABETIQUEr 

310 '********************************** 
320 CLS:GOSUB410:L=O:P=O:FORI=OT09:MM.(I 
J="":NEXT 
330 LOCATE0,4:COLOR,6:PRINT"VALIDATION": 
LOCATE30,4:PRINT" MENU " 
340 LOCATE0,23:COLOR,7:PRINT"POINTE2 LES 

CASES A~EC LE CRAYON OPTIQUE"; 
350 PEN0;(0,0)-(72,24l:PEN1;(72,0J-C152, 



24l:PEN2;(152,0l-(232,24):PEN3;(232,0)-( 
312,24):GOT0470 
360 IFPTRIG=-1THENONPENGOT0420,430,440,4 
50ELSE360 
370 GOT0360 
380 IFLEN(MM$(L)J=30THENL=L+1 
390 !"'!!"!$ ( L.) =MM$ (!....)+A!!;~ !....OCATE-5, 15-i-L*2: COLO 
R0,4:PRINTMM$(L):GOSU8410:GOT0470 
400 ATTR81,l:COLOR0,7:MS=M$+A$:P=P+l:IFP 
=7THEN470ELSELOCATE15,8:PRINTM$:ATTRBO,O 
:GOSU8410:GOT0360 
410 80XFC0,0)-(9,3JA$C0),0,7:80XFC10,0l­
(19,3>A$(1),0,7:80XF(20,0)-(29,3)A$C2),0 
,7:80XFC30,0J-C39,3)GR$(2),0,7:RETURN 
420 BOXFC0,0)-C9,3JA$COJ,O,l:IFP=OTHENA$ 
=" ~:GOT0380ELSE460 

430 80XFC10,0J-C19,3)A$Cl),0,1:ACP)=l:A$ 
=A$C1l:GOT0400 
440 80XFC20,0l-C29,3JA$C2l,O,l:ACPJ=2:A$ 
=t:1$ ( 2 l : GOT0400 
4.50 E:OXF(:30,0)-C::39,:3JGR$C2l ,0, l:GOT0220 
460 READA$,A,8,C,D,E,F:IFA$="FlN"THENA$= 
"":GOT0470ELSEIFA=ACO)ANDB=A<l>ANDC=A(2) 
ANOD=A<3lANDE=AC4lANDF=AC5JTHEN380ELSE46 
0 
470 RESTORE:LDCATE15,8:ATTR81,l:CDLOR0,7 
: F'RINTSPC( 6): ATTRBO > o: IYI$="" 
480 P=O:ACOJ=O:A(1J=O:A(2)=0:A(3)=0:AC4) 
=O:A(5)=0:GOSU8410:GOT0360 

490 '********************************** 
500 '* PRISE DU TEXTE ALPHABETIQUE * 
510 '*i*****~************************** 
520 CLS:ATTR81,l:COLOR0,4:LOCATE9,2:PRIN 
T" lRf.)[)l_lCT ION": ~'TTR80, 0 
.5:30 E:UXF( O, .5)--( :~:·3, 11)" ", , 6: L=O: A$="": FO 
RI=OT02:MM$(J)~""iNEXT 
540 LOCATE4,15:COLOR0,4:PRINT"TAPEZ VOTR 
E TEXTE, ET LOR::::<~U'IL":LDCATE2,17:PRINT" 
SERA TERMINE, APPUYER SUR LA TOUCHE 
550 LOCATE2,19:COLOR4,3:PRINT"ENTREE";:C 
ULOR0,4:PRINT". POUR LE CORRIGER, APPUYE 
.. .., 
.;;. 

560 LOCATE2,21:PRINT"SUR LA TOUCHE ";:CO 
LOR0,7:PRINTGR$(3);:COLOR0,4:PRINT" ET S 
UR ";:COLDR0,7:PRINTGR$C2l; 
570 COLOR0,4:PRINT" POUR":LOCATE2,23:PRI 
NT"REVENNIR AU MENU.":GOT0640 
580 AS=!NPUT$C1J:AA=ASCCA$l:IFAA=8ANOLEN 
CMMSCLJl>OTHENMM$(Ll=LEFT$(MM$(L),LENCMM 
$(L))-1J:GOT0640 
.5'.:'I() ffAA=.8ANDLENC MM$( LJ) =OANDL>OTHENL=L-
1: MM$( Ll =LEFTSC MM$C Ll, LEN( MM$C LJ l-1): GOT 
0640 
600 IFAA=13THENRETURNELSEIFAA=30THEN220 
610 IFAA<460RAA>900RAA=470RCAA>57ANDAA<6 
.5) THEN.580 
620 IFLENCMM$CL))=38ANDL<2THENL=L+l 
630 IFLENCMM$CL))(38THENMM$(Ll=MM$(L)+A$ 
640 COLOR0,7:LOCATE1,6+L*2:PRINTSPCC38): 
LOCATE1,6+l*2:PRINTMM$CLl:GOT0580 

650 '********************************** 
660 'tTRADUCTION ALPHAB.->MORSE VISUELt 

670 '********************************** 
680 GOSU8520:BOXFC0,5)-(39,24)" ", ,3:CON 
SOLE6,24:CLS:CONSOLE0,24:L=O:P=3:Q=7:COL 

IJRO, 5: p~;:;:::(l 
690 LOCATE1,5:PRINTSPC(38l:LOCATE1,5:PRI 
N·rMMSCO>:A=2:~=1:C=2:D=l:E=2:F=O:G=O:COL 

m~o' 6: GOT07 40 
700 P~P+7:IFP=38THENP=3:Q=Q+2 
710 G~G+l:IFG>LENCMMS(LJ)THENIFG<40ANDLE 
NCMM$(L+l))=OTHENLOCATEP,Q:COLOR0,6:PRIN 
TA$(1J;A$(2);A$(1l;AS(2);A$(l);A$COJ:PS= 
l:GOT0750ELSE750 
720 8$=MIDSCMMSCLJ,G,l):RESTORE:COLDR0,7 
730 READAS,A,8,C,D,E,F:IFA$<>8$THEN730 
740 LOCATEP,Q:PRINTASCA>;ASC8);ASCCl;A$C 
D>;A$<E>;ASCFJ:GOT0700 
750 COLOR1,7:LOCATE8,23:PRINT"VOULEZ-VDU 
~3 L'IMPRIMER '? 
760 A$=INPUT.C1>:IFA$="0"THENLOCATE8,23: 
P~INTSPCC24l:SCREENPRINTELSEIFA$="N"THEN 
'770EU:~E760 
770 BOXFC0,5l-C39,24)" ", ,3:CONSOLE6,24: 
CLS:CO~SOLE~,24:L=L+1 
780 IFLEN(MM$CL))=OANDPS=OTHEN710 
790 IFLENC~M$CL))=OANDPS=1'THENCOLOR4,4:G 
OT0220 
800 COLOR0,5:LOCATE1,5:PRlNTSPC(38):LOCA 
TE1,5:PRINTMM$(Ll 
810 G=O:P=-4:Q=7:COLOR0,7:GOT0700 

820 '********************************** 
830 '*TRADUCTION ALPHAB.->MORSE SONOREt 

840 '***************i****************** 
850 GOSU8520:8DXF(0,13)-C39,24)" ", ,4:L= 
O:P=3:Q=7:GOSUB1000:COLOR0,5:PS=O 
860 LDCATE4,15:COLOR0,4:PRINT"TAPEZ SUR 
LA TOUCHE ";:COLOR4,3:PRINT"ENTREE";:coL 
OR0,4 
870 PRINT",":LUCATE4,17:PRINT"SI VOUS VO 
ULEZ REENTENDRE'': LOCATE4, 19: PRINT"VOTRE 
TEXTE. ET TAPEZ LA" 
880 LOCATE4,21:PRINT"TOUCHE ";:COLOR7,0: 
PRINTGR$C2l;:COLDR0,4:PRINT" POUR REVENN 
IR AU":LOCATE4,23:PRINT"MENU. 
890 A=2:8=1:C=2:D=1:E=2:F=O:G=O:L=O:GOTO 
930 
900 G=G+l:IFG>LEN(MM$CL))THEN940 
910 8$=MID$CMM$CL),G,1l:RESTORE 
920 REAOA$,A,B,C,D,E.F:IFA$(}8$THEN920 
q~n PLAY"L10P"+C$(Al+C$(8)+C$CC)+C$CD)+C 
$CE)+C$CF>:GOT0900 
940 A=l:B=2:C=1:D=2:E=1:F=O:IFPS=OTHENPS. 
= 1 : GOT09:30 
950 A$=INPUT$Cl):IFAS=CHR$C13lTHENPS=O:G 
OT0890 
960 IFA$=CHR$(30)THEN220ELSE940 

970 '********************************** 
980 't VITESSE SONORE * 
990 '********************************** 
1000 COLOR5:LOCATE5,23:PRINT"VITESSE SON 
ORE Cl a 3J":A$~INPUT$Cl):A=VALCA$) 
1010 IFA<lORA>3THEN100~ 
1020 IFA=1THENP$="L5":PP$="L20" 
1030 IFA=2THENP$="L10":PP$="L30" 
1040 IF~=3THENPS="L20":PP$="L40" 
1050 C$(0)="":C$(l)=P$+"SIL5P":C$(2)=PPS 
+"SILSP" 
1060 LOCATE5,23:PRINTSPC(25J:RETURN 



THOMSON 

PUISSANCE4 
Vous indiquez votre choix parmi sept colonnes. L'ordinateur 

valide et joue. Deux niveaux de difficulté, et cinq 
manches. Des flèches visualisent les colonnes examinées. 

1 'PUISSANCE IV /M05 - T07 
2 'SOTIROPOULOS C. 
·:· .• ·-· 
4 CLS:CLEAR,,~0=FORI=1 TO PEEK<B241):ALE 
R=RND=NEXT=SCREEN0,7,1:LOCATE0,0,0 
10 DIMA(5,10),N(20) 
20 NC0)=.789:N(1)=.01=N(2)=.1=N(3)=10=N< 
4)=1000;NC6)=t:N<11)=100:N(16>=1E4 
:30 GOSIJB2000 
100 GOSUB1000 
102 LOCATE0,2=PRINT 11 0BJECTIF=ALIGNER 4 F' 
Iüt~S 11 ; : LOCATE0, 3: PRHH"NIVEAU ( L 2) '?"; : 
XS=INPUT$(1):NIVEAU=ASCCXS)-48=GOSU81100 
= LOCATE0, 3 = PRINT 11 TIRAGE AU SORT DU 1EP ._I 
OUEUR": LOCATE0, 23: PRINT 11 Nl'v'EAU="; 'IF ~H './ 
EAU< > 1 THEti PR I tH 11 2" ; ELSE PR I ~ff t·~ 1 VER 
l_I,; 

103 I=INTCALEA*2+1) 
105 IFI<>l THEN 300 
200 ' JOUEUR .JOUE 
201 C=C+1:81E%=590 
202 IF C=36 THEN 500 
203 GOSIJB1100 
204 LOCATE0, 1: PRHff"A VOUS DE .JOUER": LOC 
ATE0, 2 : PR 1 tff" NO DE COLONt~E ? " 
205 Z$=INKE'I$: IFZ$="" THEt~ 205 
207 X=ASC(Z$)-48 
208 IF X<t OR X>7 THEN 220 
209 IFK(X)=5 THEN 230 
210 GOSU81100 
211' LOCATE0,2:PRINT"OK EN ";X 
212 Y=5-KOO 
21 3 ACl J >O= 1 
214 K< X )=KOO+l 
215 Z$=HUM$=SIE%=-590*.566 
216 GOSUB1300 
218 IF G<X>=l THEN 600 
219 GOT0300 
220 LOCATE0, 3: PLAY"DODOu: PRINT"EtHRE 1 E 
T 7 SVP 11 

221 GOT0205 
230 LOCATE0J 3: PLAY"DOD0 11

: PRINT"COLOt~NE C 
OMPLETE. RE.JOUEZ" 
231 GOT0205 
300 ·· ORD JOUE 
301 C=C+1 
302 IFC=36 THEN 500 
:303 GOSUB1100 
304 LOCATE0,2:PRINT 11 A MOI DE JOUER''=LOCA 
TE0 .. 3 'PRitH".JE REFLECHIS" 
305 B=0=M=-10=0N ERROR GOT0~000 
306 FORX=1 TO 7=IF NIVEAU=l THEN GOSUB 4 
00=GOT0310 
307 GOSUB400:TT=T=IF ACY,X-l)+A<Y+l,X-2) 
+A<Y+2,X-3)=3 THEN T=-10 
308 IF A(Y,X+1)+A<Y+1,X+2>+ACY+2,X+3)=3 
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THEN T=-10 
:309 GOT06000 
310 IF T<M THEN 312 ELSE M=T 
311 ~<M=X 
312 NEXTX 
313 X=Xl1 
350 GOSUB1100 
351 LOCATE0,2=PRINT 11 JE JOUE EN 11 ;X 
352 Y=5-KC X ) 
353 ACY,X)=5 
354 K( X )=KC X >+ 1 
355 Z$=MOS 
:356 GOSOB1300 
357 e=1 
:358 GOSU8400 
359 GOT0200 
400 1 REFLEXION 
401 LOCATE3*X-2, 4: PRitH 11

'··
11 

402 G(X)=0:T=0 
404 't=5-K( X) 
405 IFY<>0 THEN 430 
406 T=-11 
407 GOT0490 
430 IF Y=5 THEN436 
431 S=0 
~j~ ~~~~A~JT~,~SIE%=0 
434 NEXT 
435 GOSUB1200 
436 IFY=1 THEN 442 
437 S=0 
438 FORJ=2 TO 5 
439 S=S+A( .J, ~< ) 
440 tiEXT 
441 Gosua.1200 
442 IFX>4 THEN 451 
443 FOR0=1 TO X 
444 S=0 
445 FORI=D TO D+3 
446 S=S-+-A( Y .. 1 ) 
447 NEXT 
448 GOSIJB1200 
449 NEXT 
450 GOT0458 
451 FORD=X-3 TO 4 
452 8=0 
453 FORI=D TO 0+3 
454 S=S+A( Y .. I ) 
455 t~EXT 
456 GOSUB1200 
457 NEXT=SIE%=-1 
458 A=X+'t 
459 IFY=5 OR A>8 OR A<5 THEN466 
460 S=0 
461 FORJ=1 TO 4 
462 I=A-J 



463 S=S+A<.Jd) 
464 NEXT 
465 GOSUB1200 
466 IFY=1 OR A<6 OR A>9 THEH 473 
467 S=0 
468 FORJ=2 TO 5 
469 I=A-.J 
470 S=S+A( J .. I) 
471 t~EXT 
472 GOSUB1200 
473 A=X-Y 
474 IFY=5 OR A<0 OR A>3 THEH 481 
475 S=0 
47'6 FOR.J=l TO 4 
477 I=A+J 
478 S=S+A( .J, I) 
479 NEXT 
480 GOSUB1200 
481 IFY=l OR A<-1 OR A>2 THEN490 
482 S=0 
483 FORJ=2 TO 5 
484 I=A+.J 
485 S=S+A(J,I) 
486 NEXT=GOSUB1200 
490 RETURN 
500 'EGALITE 
501 GOSUB1100 
502 LOCATE0, 2: PRIHT 11 EGALITE .. VOUS VOU~; DE 
FENDEZ BIEN 11 

503 FORTP=1 TO 3000:NEXT 
504 GOSIJB1000 
505 GOT0200 
600 'JOUEUR GAGNE 
601 GOSUB1100 
602 LOCATE0,2:PRINT"OK VOUS AVEZ GAGNE": 
FOR TP=1 TO 3:PLAY 11 D0 11 :PLAY 11 REMI 11 :NEXT 
603 R<1>=R<1)+1=1F R(1)s5 THEH CLS:ATTRB 
1, 1: LOCATE5, 10: PRINT 11 GAGNE 11 j R< 1) 11 -"R<2) 
_; : ATTRB0, 0 : END 
605 gosUB1000=GOT0300 
700 ·· M05 GAGNE 
701 GOSUB1100 
7'02 LOCATE0, 2: PRINT 11 DESOLE, .JE .JOUE Et·~ "; 
X 
703 2$=MO!li 
704 't==5-K< X ) 
705 GOSIJB1300 
706 LOCATE0, 3: P'UNT 11 ET JE GAGNE! 11

: FOR TP 
= 1 TO 3 : PLAY 11 MI LAS I 11 

: NEXT : PLAY 11 DOREM I FA::; 
OLASIPMILASI" 
708 R(2)=R(2)+1=IF R<2)=5 THEH CLS=ATTRB 
L 1: LOCRTE5, 10: PRINT"PERDU 11 J R< 2 )"-"R< 1) 
; : ATTRB0, 0: END 
709 GOSU81000:GOT0200 
1000 'TRACE GRILLE 
1001 FORJ=1 TO 7 
1002 G(J>=0:K(J)=0:C=0 
1005 FORl=l TO ~:A(l,J)s0•NEXTJ,J:LOCATE 
0,0 
1011 COLOR7,0:PRINT11 PUISSANCE IV 

Il. 
I 

1012 COLOR0,?=LOCATE0,~1PRINT 11 l 2 3 

4 5 6 ?": HR$=CHR!ll< 127 )+" "+CHF'.$( 127 ! 
+ 11 "+CHR$( 127 )+" 11 +CHR$( 127 )+" "+CHF:$ 
< 127 )+" "+CHR$< 127 )+ 11 "+CHR$( 127 )+" " 
+CHRS( 127) 
1013 FOR CR=1 TO 22=PRINTCHR$(127); :NEXT 
'~<1=0:y1 =7 
1014 FORI=1 TO 5:LOCATEX1,Y1 
101 '5 PR ItHHR$ 
1016 PRIHTHR!fi 
1017 FORCR=l TO 22:PRINTCHR$C127); =NEXT 
1018 Y1=Y1+3=NEXTI 
1020 LOCATE23,11:PRINT 11 SCORE 11

; :LOCATE23, 
14: PRINT 11 VOIJS 11

, LOCATE30, 14: PRINTR< 1 >=LOC 
ATE23, 17: PR I NT "MOI" : LOCATE30, 17: F'R ItHR( 2 
) 

1021 RETURt~ . 
1100 ·' EFFACEMENT 
1101 FORTP=l TO 2000:NEXT•FORI=l TO 4 
1102 LOCATE0,J:PRIHTCHRSC24>=NEXT:RETURN 
1200 ' At~AL YSE 
1201 IFS=3 THEN G<X>=l 
1202 IFS=l5 AND B=0 THEN 700 
1203 T=T +N( S+ 1 ) 
1204 RETIJRN 
1300 'AFFICHE PION 
1301 LOCATE3*X-2,4+3*Y:PRINTZ$; 
1302 RETURN 
2000 DEFGR$(1)=0,0,?,15,31,63,63,63:DEFG 
RSC2>=0,01224,2401248,252,252,252:DEFGR$ 
C3>=63,63,63 .. 31,15,7,0,0:DEFGR$(4)=252.2 
52,252 .. 248,240,224,0,0 
2100 DEFGR$(5>=0,0,7,8,16,32,32,32:DEFGR 
$(6)=0,0,224 .. 16,8,4,4 .. 4:DEFGR$(7)=32 .. 32, 
32,16,8 .. ?,0,0=DEFGR$(8)=4,4,4,8,16,224,0 
,0 
2200 MO$=GR$(l)+GR$(2)+CHRS(8)+CHR$<8>+C 
HR$(10)+GR!li(3)+GR$(4) 
2300 HUM$=GRSC5)+GR$(6)+CHR$(8)+CHR$(8)+ 
CHRS<10)+GR$(7)+GR$(8) 
2400 RETIJRN 
5000 IF T=-10 THEN RESUME NEXT 
5010 T=TT:RESUME NEXT 
6000 IF A(Y-1,X+1>+A(Y-1,X+2)+R(Y-1,X+3) 
=3 THEt~ T=-10 
6010 IF ACY-1 .. X-1)+A<Y-1,X-2>+ACY-1,X-3) 
=3 THEN T=-10 
6015 IF A<Y,X-1)+A<Y-2,X+1)+A(Y-3,X+2)=3 

THEN T=-10 
6018 IF A(Y,X+1)+ACY-2,X-1)+A<Y-3,X-2)=3 

THEN T=-10 
6020 IF A<Y-1,X-1>+A(Y-1,X-2)+A(Y-1,X+1) 
=3 THEN T=-10 
6025 IF A(Y-1,X-1)+A<Y-1,X+l)+A<Y-1,X+2) 
=3 THEt~ T=-10 
6027 IFACY+1,X-2)+A(Y,X-1)+ACY-2,X+1)=3 
THEN T=-10 
6029 IFA<Y+1,X+2)+A(Y,X+1)+A<Y-2,X-1>=3 
THEN T=-10 
6030 GOTO 310 
6040 FOR I%=1 TO 10 
6050 IF ACY-lX>-10 THEN ACY-1)=A<Y-2) 
6060 NE:=<T 

'--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~--' 

225 

~ 



THOMSON 

PROCESSEUR 
Si vous êtes maniaque, ce «jeu» vous permettra d'étudier 

le mode d'action des opérantes sur les registres. Bon travail! 

10 '***îM05tttt PROCESSEUR **îtM05tttttt 
20 .• 
30 SOTIROPOULOS C. 
4(1 
50 'EXEC &H93F4 avec cra~on oPtique 
60 'EXEC &H93FA clavier (touch€s 0 - 9) 
70 'Faire RUN Pour imPlantation 
80 'Adress~s :&H9300-&H9FE1 
90 
100 CLERR,&H92FF:AD=~H9300 
110 ON ERROR GOTO 160 
120 FOR 1=1 TO 23:READ X$:A$=A$+X$:A=A+V 
RL1~ "~:.,H" +;.::$ ;. : t·~D<T 
130 READX$:Nl=INT(A/256):N2=A-N1*256=IF 
'·lAL ( "~~:H" +;:<:$ )< >H2 THEt~ F'F.~ I NP' C:3 EPPOF: It-·I 
11 

_; : A=PEEV< r::.:H2130 ):t.256+PEEK< &H2131): A=A+:::: 
:PRINT(PEEK<A>t256+PEEKCA+1)-10):END 
140 B=LEN<A$)/2-1:FQR 1=0 TO 8 
150 POKE AC•+ 1 .. VALC 11 8.:H" +MIC•$( A$, 2tI +1, 2)) 
: t·~E::<T: IF E=4 THEt·l Et-fü ELSE A$="": A=0: AD:::: 
R[H·8+ 1 : GOTO 120 
160 E=4•RESUM~ 140 
170 DATA4C,53,4C,00,4C,53,52,00,52,4F,4C 
,00,52,4f,52100.4E.45,4?,00,43,4F,4D,75 
180 DATA00,41,4E,44,00,4F,52,00,45,4F,52 
.00,4c,44,00,03,04,04,00,00,00,00,00,F5 
190 DATR00,00,09,00,00,00,00,00,00,FF,00 
,52,45,47,00,42,49,4E,00,48,45,58,41,E5 
200 DATA00,44,45,43,00,49,4E,53,00,50,43 
.00.43.43.00,44.50,00,53,00.55.00,58,63 
210 DATA00,59,00,41,00,42,00,44,00,44,65 
,63,61,6C,61,67,65,20,67,61,?5,63,68,4E 
220 DATA65,00,44,65,63,61,6C,61,67,65,20 
,64,72,6F,69,74,00,52,6F,74,61,74,69,20 
230 DATA6F,6E,20167,61,75,63,68,65,00,52 
,6F,74,61,74,69,6F,6E,20,64,72,6F,69,88 
240 DATA74, 65, 00, 49 .. 6F .. 60, 70, 6C, 65, 6D, 65 
,6E,74,20,61,20,32,00,43,6F,6D170,6C,BB 
250 DATA65,60,65,6E,?4,20,6t,20,31,00.45 
,54,20,6C.6F,67,69,71,75,65,00,4F,55,3E 
260 DATA20,6C,6F,67,69,71,75,65,00,58,4F 
,52,20,6C,6F,67,69,71,75,€5,00,43,68,D0 
270 DATA61.72,67,65,20,72,65,67,69,73,74 
.72,65,00,7F,9F,E0,7E,95,06,7F,9F,E0,39 
280 DATA73,9F,E0,7E.95,09.C6,18,3F~02,C6 
,20,3F,02,F6,93,26,CA,40,3F,02,C6,1B,32 
290 DATA3F,02,C6,20,3F,02,F6,93,27,CA,50 
,3F,02,C6,18,3f,02,F6,93,28,CA,60,3F,AF 
300 DATA82,C6,18,3F,02,F6,93,26,CA,40,3F 
.02,C6,18,3F,02,F6,93,27,CA,50,3F,82,48 
310 DATAB6,93,26,f6,93,27,4C,8A,40,CA,40 
,34,04,C6,1F.3F,02,E6,E0,3F,02,1F,89,4C 
320 DATA3F,82,C6,14,3F,02,3F,16,24,FC,7E 
,E8,DF,0F,42,8E,9D,AE,9F,5E,5F,9E,4E,08 
330 DATA7E.D9,C1,F6,93,26,8D,E6,86,F6,93 
,27,7E,E6,89,E6,80.2?,04,3F,02.20,F8.77 
340 DATA39,10,8E,93,2A,3F,0A,5D,27,F8,C1 
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.03,27,18,C1,30,25,F3,C1,39,23,08,C1,4E 
350 DATA41,25,E8,C1,46,22,E7,E7,A0,3F,02 
,4A,26,E0,39,32,62,16,02,67,7F,93,26,FD 
360 DATAC6,18,F7,93,27,8D,94,73,C6,0C.3F 
,02,C6,03,F7,93,26,5C,F7,93,27,F7,93,76 
370 DATA28,8D,94,03,10,DE,19,6F,E2,10,DF 
,72,7E,C3,7D,34,76,C6,17,F7,93,26,5C,86 
380 DRTRF7~93,27,17,FF,8A,C6,07,F7,93,26 
.c6.01,F7,93.27,C6,04,F?,93,28,17,FF,D8 
390 DRTA08,35,F6,7C,93,27,7C,93,27,16,FF 
,3C,BD,E9,00,C6,14,3F,02,7F,931261C6,AF 
400 DATA18,F7,93,27,17,FF,5B,C6,0C,3F,02 
.8E,93,26,6F,80,8C,93,39,26,F9,C6.03,C3 
410 DATAF7,93,26,5C,F7.93,27,f7,93,28,17 
,FE,CE,16,00,30,1?,00,6E,C6,27,F7,93,94 
420 DATA26,C6,03.F7,93,27,C6,30,34,04,17 
.. FE,F6,35,04,3F,02,7C,93,27,7C,93,27,8F 
430 DATA5C,C1.3A,26,EC,C6,03,F7,93,26,5C 
,F7,93,27,17,FE,C5,39,7F,93,26,7F,93,4C 
440 DATA27,8D,94,42,8E,93,39,t7,FF,08,BD 
,94.D8,7F,93,27,C6,08,F7,93,26,17,FE,2D 
450 DATABD,8D,02,20,0B.C6,07,F7,93,27,7F 
,93,26.16,FE,98,8E,93.3D.17,FE,E5,C6,F7 
460 DATA17,F7,93,26.7F,93,27,17,FE,9D,8D 
,02,20,04,C6,01,20,0E,8E,93,41,17.FE,A1 
470 DATACC1C6,1E.F7,93.26,7F,9),27,17,FE 
-' 84 .. 80 .' 02 ·' 20 .' 05 ·' C6 I 02 I 16 .' FF, C4 I 8E .' 93 .' A::: 
480 DATA46,t7.FE,82,C6,24,F?,93,26,?F,93 
,27,17,FE .. 6A,C6,03,F7,93,26,C6,04,F7,99 
490 DATA93,27,17,FE,47,8E~93,4A,t7,FE,94 
,7F,93,26,C6,03,F7,93,27,t7,FE,4C.8E,C8 
500 DATA93,4E,17,FE,83,17,FE,FE,8E,93,51 
,1?,FE,7A,17,FE,F5,8E,93,54,17,FE171,92 
510 DATA17,FE,EC,8E,93,57,17,FE,68,17.FE 
,E3,8E,93,59,17,FE,5F,17,FE,DA,8E,93,EC 
520. DATA58,171FE,56,17,FE,Dt,8E,93,5D,17 
,FE,4D,17,FE,C8.8E,93,5F,17,FE,44,t7,59 
530 DATAFE,8F,8E.93,61,17,FE,38,17,FE,B6 
,SE,93,63,17,FE,32.C6,24,F7,93,26,C6.85 
540 DATA03,F7,93.27.171FD,E8,8E,93,00,17 
,FE,1F,17,FE,9A,8E,93,04,17,FE,16,17,18 
550 DRTAFE.91,8E.93,08,17,FE,0D,17,FE,88 
,8E193.0C,17,FE,04,17,FE,?F,8E,93110,82 
560 DRTA17,FD,F8,17,FE,76,8E,93,t4,17,FD 
,F2,17,FE,6D.8E,93118,171FD,E9,17,FE,A2 
570 DATA64,8E,93,1C,17,FD,E0,17,FE,58,8E 
,93,1F,17,FD,D7,17,FE,52,8E,93,23,17,F2 
580 DATAFD,CE,80,08,?D,9F,E0,27,03,17,FE 
.7D,16,00,58,17.06,F3,17,07,AA,17,08,83 
590 DRTAsc.17,07,10.17,07,ca,17,0s,70,17 
, 07 ! 15, 17 ·' 07 .' 00, 17 _. ~-ir:~ .' 75 _. 17) 07' 19 J 17} 132 
600 DATA07,[i7,17,08,79,17,07,2D,17.07.EF 
,17,08,7A,17,07,2E,17,07,F0,17,08,7E,5E 
610 DATA17.07.2F,17,07,Ft,17,08,82,17,07 
,31,17,07,F2,17,08,86,17,07,36,17,07,73 
620 DATAF8,17,08,8C,17,07,38.t7,08,04,17 
,08,92,39,7D.9F,E0,10,27,00,4A,3F,0A,D2 



630 DATA5D,27,F8,C1,03,10,27,FD,87,C1,30 
,10,27,00,D2,C1,31,10,27 .. 00,f5,C1,32 .. 09 
640 DATA10 .. 27,01 .. 1A,C1,33,10,27 , 01,3F , C1 
,34,10 .. 27,01.64,c1_.35 , 10,27,01 , e9,c1 .. c6 
r:.50 DFÏTA36, 10, 27, (11, AE.· CL 37 .. 10 .. 27, 01.. C13 
,C1,38,10,27.01,F8,C1,39,10,27,02,1D,98 
660 DRTA16,FF,86,17,FC,EE,34,30,BD,9D,6C 
,35,30,ec.FF,FF .. 27.A0.8C .. 00164,10.23,CF 
670 DATAFD,32.8c .. 01,1s_.25,94,10,8c,00.14 
.25.8E,1018C.00.23,10,23,00J70,10,ac,EE 
680 DATA00,33,10,23,00,91,10,8C,00,43,t0 
.23,00,B4,10 .. 8C,00,53,10 .. 23,00,D7,10,C6 
690 DATA8C,00,63,10,23,00,FA,10,8C,00,73 
.10,23,01.10,10 .. ac.00,a3,10_.23,01,40,0F 
700 DATA10 .. ec .. 00,93,10.23.01.6311018C,00 
,A3,10,23.01,86,10,8C,00 , 83,10,23,01,42 
710 DATAA9,16,FF,38,7F,93,26,C6,17,F7 .. 93 
,27 .. BD,94,42.C6 .. 11,3F,02 .. C6~18,3F,82,09 
720 DATABD,94,DB;7F.93,26,C6,18,f7,93,27 
,80,94,42,C6,18,3F,82,8D .. EC .. BE .. 93,65,24 
730 DATABD.94,7F,8D,D1,8E .. 93,00,BD,94,7F 
.. :::F .. 0A .. 50, 27 .. FB .. Cl, 03 .. 10, 27 .. FE , FB .. C1 .0-5'C 
740 DATA41,10,27,01,A3,C1,42 .. 10,27 .. 01,D7 
,20,E7 .. BD,97,F1,8E,93,75,BD .. 94 , 7F,BD,9D 
750 DATA97,DE,8E,93,04,BD,94,7F,3F,0A,5D 
,27,F8,C1,03,10 .. 27 .. FE,D0,C1,41,10,27,34 
760 DATA01,EC,C1,42,10,27,01,F3,20,E7 .. 8D 
.. 97,F1,8E,93184 .. BD,94,?F,BD,97,DE,8E .. 9C 
770 DATA93,08,8D,94,?F,3F,0A .. 5D .. 27 .. F8,C1 
,03,10,27,FE,A5.C1,41 , 10,27,01,DB,C1,A7 
780 DATA42,10,27,01,E3,20 .. E7,BD,97 , F1,8E 
,93,94,8D,94,?F .. 8D,97,DE,8E,93,0C,BD,4R 
790 DATA94 .. 7F,3F,0A,5D,27,FB,C1,03 , 10,27 
,FE.7R,ct.41.10.27,e1,cc,c1,42 .. 10 .. 21 .. aE 
800 DATA0t,D4,20,E7,BD,97,F1,8E193,A4,BD 
,94,?F,BD,97,DE .. 8E .. 93,10,BD .. 94,7F .. 3F,28 
810 DATA0A,50,27 .. F8,C1,03,10,27,FE,4F,C1 
,41,10,27,01,BD,C1 .. 42,10,27,01,C5120,E8 
820 DATAE7,BD,97,F1,8E,93,B3,BD,94,7F,BD 
,97 .. DE,8E,93,14,BD,94,?F,3F,0A,50,27,D4 
830 DATAFB,C1,03 .. 10,27,FE, 24 , C1,41,10,27 
,01 , AE,C1,42,10 .. 27,01,B6,20,E7,8D,97,4C 
840 DATAF1,BE .. 93,C2,BD,94,7F,BD,97,DE18E 
,93_.1818D194,7F13F,0A,5D .. 27,FB,Ct.03,68 
850 DATA10,27,FD .. F9 .. Cl,41,10 .. 27,01,9F,C1 
,42.10,27,01,BC,20,E7,8D .. 9?,F1,8E193,6A 
860 DATACD .. BD,94,7F,BD,97,DE,8E,93,1C,BD 
,94,7F,3F,0A.5D.27.FB,C1,03,10,2?,FD,9C 
870 DATACE,C1,41,10,27,01 .. 8A,C1,42,10 , 27 
.01,07,20 .. E7,BD,97,F1,8E,93,D8,8D,94,6A 
880 DATA7F,BD.9?,DE,8E,93 .. 1F,BD,94,?F,3F 
,0A,5D .. 27 .. FB,C1,03,10,27,FD .. A3 .. C1,41,26 
890 DATA10,27,01,D5,C1,42,10 , 27,01,F2,20 
,E7,8D,97 .. F1,8E .. 93.E4,BD,94,7F,BD,97,AF 
900 DATADE,8E,93,23,BD,94,7F13F .. 0A,5D,27 
,F8,C1,03 .. 10,27,F0.78,C1,41,10,27,01 .. 64 
910 DRTAF0 .. C1,42,10 .. 27,02,0A,C1,58 .. 10,27 
,02,89,C1,59,10,27,02 .. CE,Cl,55,10,27,7F 
920 DATA03,15,C1,44.10 .. 27,02,12,20,CF,3F 
,02,86,93,37,F6 .. 93,30 .. 1F,9A,48,1F .. A9,9A 
930 DATAB?,93,37,F7,93,30,BD,9D,37,8D,9D 
,58,BD,9D,68,8D,9E,31,BD .. 9D,DA,8D,9E,58 
940 DATAF5,8D,9E,95,BD,9F,8C.BD,9F .. 40,BD 
.9E,4D .. 8D,9F,19,BD .. 9F,AA,16,FD,18,3F,F6 
950 DATA02,F6,93,38.86,93,30,1F,8A .. 58,1F 
,A8,F7 .. 93,38,87,93,30,8D;9D,54.8D,9D,48 
960 DATA58,8D,9D,68,BD,9E,3F,8D,9D,DA,8D 
,9E,4D,8D,9F,0?,8D,9E.95,8D,9F,19 .. BD,15 

970 DATA9F,98,8D,9F,40 .. B0,9F,AA,16 .. FC,DE 
,3F .. 02.86,93,37,F6,93,30,1F,9A,44,20 .. 63 
980 DATA8A,3F,02,F6,93,37,86,93,30,1F,8A 
,54,20,87,3F .. 02,86,93 .. 37 .. F6,93,30,tF,71 
990 DATA9A,49,16,FF .. 6F,3F,02 .. F6,93,38,86 
,93,30,1F.8A .. 59,16,FF,98,3F,02,86,93,1E 
1000 DATA3?,F6,93 , 30,1F,9A,46,16,FF,53,3 
F,02,F6,93 .. 38,86193 .. 30,1F,8A,56 .. 16,FF,E6 
1010 DATA?F,3F,02,86,93,37.F6 .. 93,38,1F,9 
R.40,16,FF,37,3F,02,F6,93,38,86,93,30,C1 
1020 DATA1F,8A.50,16 .. FF .. 63,3F .. 02,B6,93,3 
7,F6,93,30,1F .. 9A,43,16,FF,1813F,021F6,4E 
1030 DRTA93,38 .. 86 .. 93,30 .. 1F .. 8A,53,16,FF,4 
7,3F .. 02,C6,20,3F,02,86,02,8D,94,88,10,75 
!040 DATA8E,93,2A.EC,A4,8D,9D.1F,34,02 .. B 
6,93,37,F6,93,30.1F,9A,A4,E0,16,FE,EA,FE 
.1050 DATA3F,02,C6,20.3F,02 .. 86102.BD,94,8 
8.10,8E,93,2A,EC,A4,8D,9D,1F,34,02,F6 .. 59 
1060 DATA93~38,86,93.30,1F,8A .. E4,E0,16,F 
F .. 01 , :3'F .. 02" C6 .. 20, 3F, 02, 86, 02, BD, 94 .. ::::::, :30 
1070 DATA10,8E,93,2A,EC.A4,80,9D,1F,34,0 
2.86,93,37,F6 .. 93 .. 30,1F,9A,AA,E0,16,FE,2A 
1080 DATAA4,3F~02,C6,20,3F,02,86,02,BD,9 
4,88,10,8E,93,2A,EC,A4,BD,9D,1F,34,02,07 
1090 DRTAF6,93,38,86,93 .. 30,1F .. 8A .. EA .. E0,l 
6 .. FE.BB .. 3F,02,C6 .. 20,3F,02,86 .. 02,80.94,8D 
1100 DATA88.10,8E.93,2A .. EC,A4,8D,9D,1F,3 
4,02,86.93,37,F6,93,30,1F , 9A .. A8,E0,16,B2 
1110 OATAFE,5E,3F,02,C6,20,3F .. 02,86,02,B 
0,94 .. 88.10,8E,93,2A1EC,A4,8D,9D,tF,34,8D 
1120 DATA02,F6,93138,B6 .. 93,30,1F,8A,E8.E 
0,16,FE.75,3F,02,C6,20.3F,02,86,0218D,E3 
1130 DATA94,88,t0,8E,93,2A,EC,A418D,9D .. 1 
F,34,02,F6,93,30,1F,9A,A6,E0,16,FE,18,DD 
1140 DATA3F,02,C6,20,3F,02,86,02,BD,94,8 
8,10,8E.93,2A,EC,A4,BD,9D.1F,34,02,86,19 
1150 DATA93,30,1F,8A,E6,E0,16,FE,35,3F,0 
2.C6,20,3F.02 .. 86,04,8D,94,88,10 .. 8E,93·77 
1160 DATA2A , EC,A1,80,9D,1F,34,02 .. EC,A1,8 
D.90.1F,1F,89,35,02,34,06,F6,93 .. 30,1F,5D 
1170 DRTA9A,EC,E1,1F,01,tF .. A9,F7,93,30,B 
F,93,37,8D,9D,37,BD,9D , 54,8D,9D,58,8D,40 
1180 DATA9D,68,8D,9E,31,BD , 9E,F5 , BD,9F,8 
C,8D,9E.3F.BD,9F,07,8D,9F,98,8D,9E,4D,65 
1190 DATABD,9F , 19 .. 8D .. 9F,AA,BD,9D,OA .. 8D,9 
E,95,8D,9F.40,16,FR,DD,3F,02,C6,20.3F,8E 
1200 DATA02 .. 86,04 .. BD,94.88,10.8E .. 93,2A,E 
C,Al,BD , 9D,1F,34,02.EC,A1,80 , 9D,tF,1F .. 21 
1210 DATA89,35 .. 02.34,06 .. F6,93 .. 3B,1F,9A,A 
E,El,1F,R9,F7,93,30,8F,93,33,8D,90,60,BC 
1220 bATRBD.9D,58.8D,9E.tC .. 8D .. 9E.E1,BD,9 
F,72,8D,9D,DA.8D.9E,95,B0,9F .. 40 .. 16,FR,03 
1230 DATA92,3F,02,C6 .. 20,3F,02,86,04 .. 8D,9 
4.RR,~A.~~.9~,2e.er.AJ·B1·9~.1~.3~.0~.Fa 
t~~~.~~T~0~1~?~~~1~~A~~Ë ~1~~A~?~~~~~~é2 
1250 DATA30 .. 10,8F,93,35 .. BD .. 9D,64,8D,9D,5 
8,~D,9E,26,BD.9E,EB,BD,9F,?F,BD,9D,DA.0D 
1260 DATABD,9E,95,BD,9F,40,16,FA,45,3F,0 
2.C6,20,3F,02186,04,8D .. 94,88,10,8E,93,DD 
1270 DATA2A,EC,A1 .. 8D,9D,1F,34,021EC , A1.8 
D,90,1F,1F,S9,35,02,34,06,F6,93,30,1F,5D 
1280 DATA9A .. EE,Et,1F .. A9,F?,93 .. 30,FF .. 93,3 
1,8D,9D,5C .. BD,90 .. 58 .. BD,9E,t2,BD,9E .. D7,B5 
1290 DATABD,9F,65,8D , 9D,OA,BD,9E,9~,BD,9 
F,40 .. 16 .. F9 .. FA,8D .. 0D,48,48,48 .. 48,34 , 02,7A 
1300 DATA1F,98,8D,03,AA,E0 .. 39,80,30,81,0 
9.23,02,80,07,39,C6,11,F7,93,2? .. C6,03,7A 
1310 DATAF7,93 .. 26,8D,94 .. 42 .. C6 .. 03,F? .. 93,2 



6,5C,F7,93,27,8D,94,2C,C6,3E,3F,82,C6,D1 
1320 DATR13,20,E1,C6,05,20,DD,C6,08,20,D 
9,C6,0D,20.D5,C6.0F,20,D1,C6,15,20,CO,FC 
1330 DATAC6,03,F7,93,26,C6,04,F7,93,27,B 
D,94,2C,C€,03,F7,93,26,C6,05,F7,93,27,66 
1340 DATRBD,94,42,C6,20,3F,02,?C,93,27.7 
(,93,27,86,93,27,81,17,26,EC,39131131108 
1350 DATA31,31,31,31,31,31,30,30,30,30,3 
0,30130,30,00,46,46,30,30,00,36,3~,32,2F 
1360 DATA38,30,00,5F,10,8E,9D,98,t7,00,9 
C,5F,t0,8E,9D,A0,17,00,94,C6,03,F7,93,85 
1370 DRTA27,C6,05,F7,93,26,17,F6,71,17,F 
7,85,8E,90,98,16,F6,A5,F6,93,30,10,8E1AE 
1380 DRTA9D,98,17,00,74,C6105120,0E,1F,8 
9,10,8E,9D,98,!7.n0,67,C6,07,20,D1,1F,8F 
1390 DRTA40,8D,02,20,12,1E,89,10,8E,9D,9 
8,17,00,54.tF,89,10,8E,9D,A0,8D,4C,39,78 
1400 DRTAC6,09,16,FF,84,FC,93,31,8D,E4,C 
6,08,16,FF,AA,FC,93,33,8D,DA1C6,00116,68 
1410 DATAFF,A0,FC,93,35,17,FF,CF~C6,0F,1 
6,FF,95,F6,93,37,10,8E,9D,98,8D,1E,C6,CB 
1420 DATA11,16,FF,87,F6,93,38110,8E,9D,9 
8,8D,10,C6,13,16,FF,79,FC,93,37,17,FF,21 
1430 DATAA8,C6.15,16,FF,6E,34,12.8E,00,0 
8,86,30,A7,A0,58,24,02,6C,3F,30,1F,26,7D 
1440 DATAF5,6F,A4,35,92,5F,8E,9D,A9,17,0 
1,42,ED,81,5F,17,01,3C,ED,81,6F,84,C6,A4 
1450 DATA03,F7,93,27,C6,17,F7,93,2618D,9 
4,42,BD,95,A9,8E,9D,A917E,94,7F,F6,93,8D 
1460 DATA30,8E,9D,A9,17,01,19,E0,81,6F,8 
4,C6,05,20,DB.1F,89,8E,9D,A9,17,01,09,29 
1470 DATAED,81,6F,84,C6,07,20,CB,1F,43,8 
D102,20,16,1F130,1F,89,8E,9D,A9,t7,00,22 
1480 DRTAF1,ED,81,1F,30,17,00,EA,ED,81,6 
F,84,39,C6,09,16,FF,AA,FE,93,31,8D,E0,06 

1490 DATAC6,08,16,FF,A0,FE,93.33,8D,D6,C 
6,00,t6,FF,96,FE,93,35,8D,CC,C6,0F,16,35 
1500 DATAFF,8C,F6,93,37,8E,9D,A9,BD,9F,B 
7,ED,81,6F,84,C6,11.16,FF,?A,F6,93,38.8A 
1510 DATA8E,9D,A9,BD,9F,B7,ED,81,6F,84,C 
6,13,16,FF,68,FE,93,37,8D,9E,C6,15,16,82 
1520 DATAFF,5E,0F,4E,0F,4F,BD,9F,D9,C6,0 
3.F7,93,27,C6,1D,F7,93,26,BD,94,42,BD,RA 
1530 DATA95,C2,8E,9D,AE,7E,94,7F,F6,93,3 
0,0F,4E,D7,4F,BD,9F,D9,C6,05,20,DE,1F,1A 
1540 DATA89,0F,4E,D7,4F,BD,9F,D9,C6,07,2 
0,D1,10,DF,4E,8D,9F,D9,C6,09120,C7,FEJ55 
1550 DATA93.31,DF,4E,8D,9F,D9,C6,08,16,F 
F.BA,FE,93,33,0F,4E,BD,9F,D9,C6,0D,16,D5 
1560 DATAFF,AO,FE,93,35,DF,4E,8D,9F,D9,C 
6,0F,16,FF,R0,F6,93,37,0F,4E,D?,4F,8D,5E 
1570 DATR9F,D9,C6,11,16,FF,91,F6,93,38,0 
F,4E,D7,4F.BD,9F,D9,C6,13,161FF,82,FC,DR 
1580 DATA93,37,DD,4E,BD,9F,D9,C6,15,16,F 
F,75,34,0(,54,54,54,54,90,11,35,02,34,20 
1590 DATA04,1F,89,C4,0F,8D,07,1F,98,35.0 
4,1E,89,39,C1,0A,25,02,CB,07,C8,30,39JD8 
1600 DATR34,?6,17,F4,88,35,F6,00,FF 

Commentaires : 
RUN pour implanter à l'adresse: BH9300: 8H9FE1 
Définissez vos instructions avec le crayon ou les touches. 
Pour les instructions de rotation et pour COM et NEG, tapez A 
ou B pour choisir l'accumulateur. 
Pour les instructions logiques, introduisez A ou B. puis en he)(a la 
valeur di'isirée 00/FF. 
Pour LD, introduire ABD X YU, puis les valeurs hexa 00/FF 
pour A el B. 0000/FFFF pour D X YU. 
Pour quitter, CNT /C ou pointez en haut à gauche. 

ZX81 

INTRODUCTION AU ZX 
Découvrez quelques astuces de programmation 

étonnantes, du plus bel effet lors d'une démonstration. 

1 SAUE "INTRODUCTION AU Zx" 
~ REM l1ntroduction au zx: 
5 LET P-6 

10 LET A$~"JE surs UN MICRO ORDINATEUR" 
20 GOSUB 900 
30 LET A$~"MCN NOM EST .. ZX81C16K.OCTETS)" 
'10 GOSUB 900 
'i2 LET A$-" .. OU ZX81 TOUT COURT" 
'15 GOSUB 800 
'16 CLS 
"1:7 LET A$-" maintenant' Je te regardes" 
'18 GOSUB 900 
50 LET Fl$-"MAIS ... ES-TU BIEN REUEILLE ??" 
60 GOSUB 900 
70 LET !=1$- "ALORS .. REPONDS MOI : OUI OU NON•· 
80 GOSUB 900 
90 INPUT A$ 

100 IF A$•"NON" THEN GDTD 1000 
105 IF A$<>"0Ul" THEN GOTD 90 

228 

106 CLS 
107 LET P·2 
110 LET Fl$•"ok'nous pouvons donc converser" 
120 GOSUB 900 
130 CLS 
135 REM carre d:un nombre 
lLfO LET P-2 
150 LET A$-" Je sais elever au carre 
160 GOSUB 900 
170 GOSUB 1050 
200 PRINT AT 10, lO;A; "•";A; "-";A••2 
210 PAUSE 50 
220 CLS 
222 REM racine carree 
225 LET P-2 
230 LET FI$-" je sais extraire une racine " 
2'i0 GOSUB 900 
250 GOSUB 1050 
280 PRINT AT 10,3;"RFICINE DE ";A;"-";SGlR A 



290 PAUSE 50 
.300 CLS 
305 REM changement de theme 
310 LET P-2 
320 LET A$-"DE PLUS,JE CONNAIS UN TAS DE" 
330 GOSUB 900 
3~0 LET A$-"CHOSES: PLUS MERUEILLEUSES" 
350 GDSUB 900 
360 LET AS-"ENCORE CUE CELA " 
370 GOSUB 900 
380 PAUSE 50 
390 CLS 
395 REM choix diun jeu 
":tOO LET P-2 
'110 LET AS-"PAR EXEMPLE. veuxJtu un jeu ! " 
Lf20 GDSUB 900 
Lf30 LET A$-"REPDNDS-MOI OUI OU NON" 
Lf32 LET P-P-2 
'i35 GOSUB 900 
'iLfO INPUT A$ 

S'iO GOSUB 900 
5'i5 PAUSE 50 
550 LET Z-INT CRND•7)+1 
555 IF 2<>7 THEN GOTO 595 
560 CLS 
565 LET A$•"ZUT .. CASSE,JE RECOMMENCE" 
570 GOSUB 900 
575 LET P•P-6 
580 PAUSE 50 
585 CLS 
590 GOTO 550 
595 LET A$-"LE POINT JOUE EST 
600 GOSUB 900 
605 PRINT AT P-2,18;" .... -";Z 
610 LET A$•"0N CONTINUE??" 
615 GOSUB 900 
620 INPUT A$ 
625 CLS 
630 LET P•P-'i 
635 GOTO 500 · 
636 REM jeu du loto 
637 LET P•2 . 

Lf50 IF A$-"NON" THEN GOTO 510 
'i60 IF A!i<> "OUI" THEN GOTD 'iLfO 
'162 REM jeu de des 
'165 LET P-2 

6Lf0 LET A$•"maintenant'je propose un loto" 
6'i5 GOSUB 900 

~70 LET A$•" jouons aux des'veuxJ~u. 
LfBO GOSUB 900 
LfSO INPUT A$ 
500 IF A$•"0UI" THEN GOTO 550 
505 IF A$<>"NON" THEN GOTO '190 
510 LET A$-"NON,URAIMENT PAS? .. 
515 GOSUB 900 
520 PAUSE 50 
525 CLS 
530 GOTO 637 
535 LET AS-"ATTENTION .... 

658 LET Z'i•INT CRNO•Lf9)+1 

" 

6'i6 LET A$-"ATTENTION" 
6'i7 GOSUB 900 
6'i8 CLS 
650 LET X•l 
651 LET 21-INT CRNO•'i9)+1 
652 LET 22-INT CRND•'i9)+1 
653 IF 21<>22 THEN GOTO 655 
65'i GOTO 652 
655 LET 23-INT CRND•'f9)+1 
656 IF Z3<>22 AND 23<>21 THEN GOTD 658 
657 GOTO 655 

659 IF Z'i<>Z3 AND 2'i<>22 AND 2'1<>21 THEN GDTO 661 
660 GOTO 658 
661 LET ZS•INT CRND•'i9)+1 
662 IF ZS<>Z'i AND 25<>23 AND 25<>22 AND Z'i<> 21 THEN GOTO 66'i 
663 GOTD 661 
66'i LET 26•INT CRND•'i9)+1 
665 IF 26<>25 AND Z6<>2'i AND 26<>23 AND 26<>22 AND 26<>21 THEN GOTD 667 

666 GOTD 66'i 
670 PRINT AT X,O;"NO•"iX/2+.S;")";TAB 6;Zl;TAB 10;22;TAB l'i;Z3;TAE lS;Z'i;TAB 22 
Z5;TF18 26;26; 
673 LET X•X+2 
67Lf IF X<l6 THEN GOTO 651 
675 PAUSE 200 
676 LET P•l7 
677 LET A$-" asJtu bien releve ta grille! 
678 GOSUB 900 
679 LET AS-"SINON,JE T EN REFAIS UNE AUTRE" 
680 GOSUB 900 
681 CLS 
682 LET P-2 
683 LET A$•" veux}tu une autre grillel " 
68":t GOSUB 900 
685 LET AS-"REPONDS-MOI PAR OUI OU NON" 
686 GOSUB 900 
687 INPUT A$ 
688 IF AS•" OU 1 " THEN GOTO 6'i8 
689 IF' A!li<> "NON" THEN GOTO 687 
690 LET A$-"80N .. QUE UAS-T ON FAIRE?" 
691 GOSUB 900 
692 LET A$•"UEUX-TU GIUE JE ME MONTRES??·· 
693 GOSUB 900 
69'i LET A$•"REPONDS-MOI" 
695 GOSUB 900 
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696 INPUT AS 
697 If A$•"NDN" THEN GOTO 800 

·698 IF AS<>"OUI" THEN GOTO 697 
699 CLS 
700 DIM 8$(5,6) 
701 LET 8!iiCU•" 
702 LET 8!iiC2)•" 
703 LET B!liC3J•" 
7011 LET B!iCL.f )•" 
705 LET 8$C5)•" 
706 FOR N•l ID 10 
707 PRINT AT ll,N;8$(l) 
708 PRINT TAB N;8$C2) 
709 PRINT TAB N;8$C5) 
710 PRINT TAB N;BSC'i) 
711 PRINT TAB N;BSCS) 
713 NEXT N 
7l'i PRINT AT 13,N-l;BSC3J;AT 15,N-1;8$(5) 
715 PAUSE 50 
717 LET P•2 
718 LET AS•"alors'suisJje beau! 719 GOSUB 900 
720 PAUSE 50 
721 FOR N•l TO 12 
722 PRINT AT 13-S•COS 
723 PRINT AT 13-7•COS 
725 PRIN! AT 13-8•cos 
728 NEXT N 
729 PAUSE 200 
730 LET P•18 

CN/6•PI), 13+6•SIN CN/6•PI); "•" 
CN/6•Pll,13+7•SIN CN/6•Pil;"•" 
CN/6•PI), 13+8•SIN CN/6•PI); "•" 

731 LET A$•" c etait le bouquet final " 
732 GOSUB 900 
733 PAUSE 50 
73'i CLS 
735 REM il reste Jusqu a ligne 800 pour ajouter un Jeu 
800 REM adieu final 
810 CLS 
815 LET P•lO 
820 LET A$•"0K ... MAINTENANT,ADIEU" 
825 GOSUB 900 
830 LET P•16 
835 LET AS•"JE DECONNECTE MON ECRAN" 
8'i0 GOSUB 900 
8'i5 CLS 
850 FOR K•l TD 21 
855 PRINT ": 
860 NEXT K 

, ,, , 

865 PR I NT '\l!d!dYYYYYYYYYblYYYYYYYYYYYYYYYYYY!d" 
866 FOR N•l TD 30 
867 PRINT AT 10,13;PRIDEAU" 
868 PRINT AT 10,13;"rideau" 
869 NEXT N 
870 PRINT AT 11,'i;"";AT 11,21;"" 
871 PRINT AT 12,'i;8$Cl);AT 12,21;8$(1) 
872 PRINT TAB 'i;B!iiC2J;TA8 21;8$C2J 
873 PRINT TAB ~;8$(3);TAB 21;8$(5) 
871.f PRINT TAB Lt;8$('i);TA8 21;8$C'i) 
875 PRINT TAB Lt;8$(5J;TA8 21;8$CS) 
876 PRINT TAB ~;"";TAB 21;"" 
877 FOR N-11 ra 17 
878 PRINT AT N,~;" ";AT N,21;"" 
879 NEXT N 
897 PAUSE LtE'-t 
898 CLS 
899 GOTO S 
900 REM ecr1ture pas a pas 
910 FOR N•l TD LEN A$ 
920 PRINT AT P,N;A$CNJ;" 
950 NEXT N 
960 PRINT AT P,N;" " 
970 PAUSE 50 
975 LET P•P+2 

230 

Commentaires : 
Testez pour exemple les lignes 550 à 605, 640 à 675, 700 à 720, 721 à 729, 
850 à 868, 900 à 980. 



980 RETURN 
990 REM lponse negative 

1000 CLS 
1005 LET P•S 
1010 LET A$•"ALORS ... SALUT,VAS 

1062 
1070 
1080 
1090 

AU DODO" 1100 

GDSUB 900 
INPUT A 
IF A<•O THEN GOTO 1100 
RETURN 
LET P•'i 

1015 GOSUB 900 
1020 GOTD 780 

1110 
1120 

LET A$•"Je refuges tan nambt"e negatif" 
GOSUB 900 

1050 LET P•'i 
1055 LET A$•"ALORS,ENTRE UN NOMBRE POSITIF" 

1130 
ll'iO 

LET AS•"CHANGES-MOI CELA UITE FAIT ... " 
GOSUB 900 

1050 GDSUB 900 1150 PAUSE 50 
1061 LET A$•" " 1170 GOTO 1050 

REMARCUES: 

Partout ou ce listing est ecrit en minuscules, mettre a l ecran des majuscules ~ 

n video inverseCTOUCHES SHifT/GRAPH) 

Si le signe "]" appat"ait, mettre un "-" en v1dea ;.n~·erse 

Ligne 990 lire:REM 1 repense negati~e 

Lignes 700 a 705, voir ci-dessous pour le graphisme 

Ligne 855, mettre 32 paves noirs:SHIFT/GRAPH et 32 SPACE 
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421 
De plus en plus difficile, et de vexantes « nénettes » 

viennent même stigmatiser vos erreurs. Les 
contrats à remplir sont rappelés en début de jeu. 

10 PRINT "••••••••••JEU DE DES••••••••••••" 
20 PRIN! AT 3,0;"JE LANCE LES DES POUR DEUX",, ,"JOUEURS ET.APRES S TOURS,",,," 

J #=lffICHE LES SCORES." 
30 PAUSE 120 
LfO CLS 
50 PRINT "UOICI LES SCORES POSSIBLES:" 
60 PRINT 
70 PRINT "•Lf21 •+100 POINTS"' 1 '"•2 AS X ... +x•10 POINTS" .. ' "-r·.:Er-Œ"'."::· 

E Y --Y•lO POINTS" 
80 PRINT 
90 PRINT "•3 AS -+200 POINTS",,, "•TIERCE ""+50 POINTS",,, "•TOUS LES 

Z -+100 POINTS" 
100 PAUSE 2Lf0 
110 CLS 
120 LET T-2 
130 LET F•T+T 
llfO LET E-F+F 
150 DIM SC2,5,5) 
160 DIM 2(2) 
170 RAND 
180 CLS 
190 FOR M-1 TO 5 
200 LET A==E 
210 LET B-T+f 
220 FOR N-1 TO 2 
230 LET ZCN)•O 
2'10 PRIN! AT 20,0;"JOUEUR NO:";N;AT 20,lS;"LANCER NO•";M 

.__~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~--' 

231 
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250 IF N-1 THEN GOSUB 1500 
260 IF N-2 THEN GOSU8 1600 
270 LET O•l 
280 LET A•CE•F)-C8+8) 
290 LET B•E+E+E 
300 GDSUB 1000 
310 PRINT AT 21,0;"DE ND-";O;AT 21,lS;"POINTS•";SCN,M,OJ;"/"; 
320 LET 0•2 
330 LET A•E 
3~0 LET B•T+F 
350 GOSUB 1000 
360 PRINT AT 21,6;D;AT 21,2'±;SCN,M,0);"/"; 
370 LET 0•3 
380 LET A-E•F 
390 GDSUB 1000 
'±00 PRIN! AT 21,6;0;AT 21,26;SCN,M,0) 
1-H 0 PAUSE 120 
'±20 POKE 16'±37,255 
'±30 CLS 
LfLf O NEXT N 
Lf 50 NEXT M 
460 CLS 
'i70 FOR N-1 TO 2 
'±80 IF N•l THEN GOSUB 1500 
'±90 IF N•2 THEN GOSUB 1600 
500 LET ZCN)•O 
510 PRINT "joueuro ";N 
520 PRINT 
530 FOR M•l TO 5 
SLtO PRINT M;" " 
550 FOR O•l TO 3 
560 PRINT SCN,M,0);" " 
570 LET W•SCN,M,1) 
580 LET X•SCN,M,2) 
590 LET Y•SCN,M,3) 
600 NEXT 0 

Commentaires : 
Si \lous n'avez pas d'Eprom graphique lnt~ée. n'icrlvez pas les lignes 
250-260-1500 à 1610 (CF• Jeu de dés•), ni 9990 à 9996, destinées à une 
Eprom Toolklt. 

610 IF CW+X+Y•f+T+T/î) AND CW•'± OR X='± OR Y·~) THEN GOSUB 2000 
620 IF CW+X+Y•F-Tlî) AND CW•T/T AND X•T/T AND Y•T/TJ THEN GDSUE 2500 
630 IF CW+X•î) AND CY<>T/î) THEN GDSUB 2100 
6'±0 IF CX+Y•T) AND CW<>T/î) THEN GOSUB 2200 
650 IF CLIJ+Y•î) AND CX<>T/î) THEN GOS.US 2300 
660 IF CW+X•F) AND CW•T) THEN GOSUB 2'±00 
670 IF CX+Y•F) AND CX•T) THEN GOSUB 2600 
680 IF CW+Y•f) AND CY•î) THEN GOSUB 2700 
690 LET u-w+X+Y 
700 IF U/3-LLJ AND U/3•X AND U/3•Y THEN GOSUB 2900 
710 IF cu-w•3 AND CX+2•Y OR Y+2~X)) DR cu-x•3 AND CW+2-Y DR Y+2•W)) DR cu-Y•3 A 

ND CW+2•X OR X+2•W)) THEN GOSUB 2800 
720 PRIN! 
730 NEXT M 
7'".tO PRIN! 
750 NEXT N 
760 PRIN! 
770 FOR G•O TO ~3 STEP 2 
780 PLOT ~O,G 
790 NEXT G 
800 FOR G•O TO 63 STEP 2 
810 PLOT G,29 
820 NEXT G 
830 If 2CU>2(2) THEN PRIN! AT 0,22;"gagnant";AT 2,22;"SCORE ";ZCU;AT 'i,22;"PO 

INTS";AT 8,22;"pe["dant";AT 10,22;"SCORE ";2C2);AT 12,22;"POINTS" 
B'±O IF ZC2)>ZCU THEN PRIN! AT 8,22; "gagnant";i=IT 10,22; "SCORE ";ZC2);AT 12,22: .. 
POINTS";~! 0,22;"perdant";FIT 2,22;"SCORE ";ZClJ;AT 'i,22;"POINTS" 
850 IF 2C2) •2C U !HEN PRIN! AT B, 22; "gagnant''; AT 10, 22; "SCORE ''; ZC 2); AT 12, 22;" 

POINTS";AT 0,22;"gagnant";~T 2,22;"SCORE ";ZCU;AT 'i,22;"POINTS" 

999 STOP 
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1000 LET SCN,M,0)-INT CRND•CT+f))+î/T 
1010 FOR X-A TO A+E+E 
1020 PLOT X,B 
1030 PLOT X,B+E+E 
lOL.f:O NEXT X 
1050 FOR X-B TO B+E+E 
1060 PLOT A,X 
1070 FLOT A+E+E,X 
1080 NEXT X 
1100 If SCN,M,O)<>INT CSCN,M,0)/J)•î 
1110 IF SCN,M~O)<î THEN RETURN 
1120 PLOT A+F,B+E+F 
1130 PLOT A+E+F,B+F 
111.fO IF SCN,M,O·)<f THEN RETURN 
1150 PLOT A+E+f,B+E+F 
1160 PLOT A+F,S+f 
1170 IF SCN,M,O)<î+F THEN RETURN 
1180 PLOT A+f,B+E 
1190 PLOT A+E+F,B+E 
1200 RETURN 
1500 LET L-USR 1192~ 
1510 RETURN 
1600 LET L•USR 11939 
1610 RETURN 
2000 ?RINT TAB.10;"L.f:212005 LET 
2010 RETURN 
2100·PRINT TAS lO;"DEUX AS ";Y, 
2105 LET ZCN)•ZCN)+Y•lO 
2110 RETURN 
2200 PRIN! TAB lO;"DEUX AS ";W, 
2205 LET ZCN)•ZCN)+W•lO 
2210 RETURN 
2300 PR INT TAB 10; ''DEUX AS ";X, 
2305 LET ZCN)•ZCNJ+X•lO 

2310 RETURN 
21.fOO PRINT TAB lO;"NENETTE ";Y, 
2Lf05 LET ZCN)•ZCN)-Y*lO 
21.flO RETURN 
2500 PRINT T!=IB lO;"tr-ois as", 
2505 LET 2CN)-2CN)+200 
2510 RETURN 
2600 PRINT TAS lO;"NENETTE ";W, 
2605 LET ZCN)•ZCN)-W•lO 
2610 RETURN 
2700 PRINT TF!B lO;"NENETTE ";X, 
2705 LET ZCN)•ZCN)-X•lO 
2710 RETURN 

THEN PLOT A+E,E+E 

280o' PRIN! TF!S lO;"TIERCE ";U/3-l;U/3;U/3+1, 
2805 LET ZCN)-ZCN)+SO 
2810 RETURN 
2900 PRIN! TAS lO;"TOUS LES ";W, 
2905 LET ZCN)•ZCN)+lOO 
2910 RETURN 
9980 STOP 
9990 PDKE 16Lfl7,1+128•CPEEK 16~17>127) 
9991 SLOW 
9992 RAND USR 12Lf9~ 

9993 INPUT DATA 
9991.f POKE 16507,DATA-256•INT CDATA/256) 
9995 POKE 16508,INT CDATA/256) 
9996 GOTD 9992 

NE PAS TENIR COMPTE DES LIGNES 9990 A 9996 
Elles ne ser-vent qu avec une epr-om integr-ee de "TOOLKIT"dont J a1 dote mon zx 81 • 
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1 
20 
30 
LfO 
50 
60 
70 
80 
90 

100 
110 
120 
130 
P±O 
150 
160 
170 
180 
190 
200 
210 
220 
230 
2Lf 0 
è50 
2EO 
2'70 
eBO 
290 
300 
310 
320 
330 
3Lf 0 
3Lf 5 
3Lf 6 
3Lf 7 
350 
355 
360 
370 
380 
385 
386 
390 
395 
Lf 00 
Lf 10 
999 
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JEU DE DES 
Vous jouez à deux, mais c'est la machine qui lance les dés 

au hasard. Le programme dessine les dés, 
affiche le nombre de lancers, les gains, et désigne le vainqueur. 

SAVE "JEU DE DEs" 
LET T-2 
LET F-T+T 
LET E-f+f 
DIM 5(2,5,5) 
RAND 
CLS 
FOR M-1 TO S 
LET A-E 
LET. B-T+F 
FOR N-1 TO 2 
PR I NT AT 2 0 , 0 ; "J 0 U EU R N 0 : " ; N ; AT 2 0 , 1 S ; "LANCER ND- " : r1 
IF N-1 THEN GOSUB 1500 
If N•2 THEN GOSUB 1600 
LET O•l 
LET A•CE•f )-(8+8) 
LET B•E+E+E 
GOSUB 1000 
PRINT AT 21,0;"DE NO•";O;AT 21,lS;"POINTS-";SCl\l,1"1,0);"/"; 
LET 0=2 
LET A-E 
LET 8-T+F 
GDSUB 1000 
PR I NT AT 21, 6; 0; FIT 21, 2Lf; 5 C N, M, 0); "I"; 
LET 0=3 
LET A:.ç-;·<tf.: I.!. l 

C:OBUB 1000 
PFINT ~T 21,6;0;AT 21,26;SCN,M,OJ 
PAUSE 120 
POKE 16'137,255 
CLS 
NEXT N 
NEXT M 
CLS 
FOR N•l TO 2 
PRINT "Joueuc-o ";N 
PRINT 
FOR M-1 TD 5 
PRINT M;" " 
FOR 0-1 TD 3 
PRINT SCN,M,D)ï" " 
NEXT 0 

Commentaires : 
Si vous n'avez pas d'Eprom gn1phique intégrée, n'écrivez pas les lignes 
130-140-1500 à 1610 (inversion complète de l'écràn selon le joueur). 

IF SCN,M,l)+SCN,M,2)+5CN,M,3)-f+T+T/T THEN GOSUB 2000 
PRINT 
NEXT M 
PRINT 
NEXT N 
PRINT 
STOP 



1000 LET SCN,M,O)~INT CRND*CT+f))+T/T 
1010 FOR X•A TD A+E+E 
1020 PLOT X,B 
1030 PLOT X,B+E+E 
lOLfO NEXT X 
1050 FOR X-8 ID B+E+E 
1060 PLOT A,X 
1070 PLOT A+E+E,X 
1080 NEXT X 
1100 IF SCN,M,O)<>INT CSCN,M,0)/T)*T 
1110 IF SCN,M,.O)<T THEN RETURN 
1120 PLOT A+F,B+E+F 
1130 PLOT A+E+F,B+F 
lllfO IF SCN,M,O)<f THEN RETURN 
1150 PLOT A+E+F,B+E+F 
1160 PLOT A+f ,B+f 
1170 IF SCN,M,O)<î+F THEN RETURN 
1180 PLOT A+f ,B+E 
1190 PLOT A+E+f ,B+E 
1200 RETURN 
1500 LET L•USR 1192~ 
1510 RETURN 
1600 LET L·USR 11939 
1610 RETURN 
2000 PR I NT TAS .10; "gagnant", 
2010 .RETURN 
9980 STOP 
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CALCULS 

j ' 

Essayez de piéger ( ! ) la machine en lui soumettant des mots 
dont elle doit estimer la longueur, déceler les 

fautes d'orthographe. Et surtout, attendez ses réponses ... 

1 SAUE "CALCULs" 
90 CLS 
95 PRIN! "CALCULS" 

100 PRINT 
102 PRIN! "!)RACINES CARREES" 
101.f PRINT 

·' 

110 PRINT "ENTREZ UN NDMBRE,REPONDEZ PAR OUI=""O"" OU PAR NON=""N""" 

111 INPUT R$ 
112 IF R!li•"O" THEN GOTO 120 
113 IF R5<>"0" AND R!!i<>"N" THEN GOTO 111 
ll'i IF R$-"N" THEN GOTO 195 
115 GOTO 90 
120 CLS 
121 PRIN! "ALLEZ-Y POUR UN NOMBRE ... " 
125 PRINT "CS! UOUS NE UDULEZ PLUS JOUER,ENTREZ NON•""N"")" 
126 INPUT R$ 
127 IF R$"""N" THEN GOTO 190 
128 INPUT A 
130 IF A<O THEN GOTO 170 



1~0 IF A>O THEN GOTO 150 
150 PRINT A,SCR A 
155 PAUSE 150 
160 GOTO 120 
170 PRIN! "ERREUR .. NOMBRE NEGATIF;UERIFIEZ VOS CONNAISSANCES" 
180 GOTO 121 
190 CLS 
195 PRINT 
197 PRINT 
198 PRINT 
200 PRINT "2)MESURE DES LONGUEURS DE MOTS" 
202 PRINT 
210 PRINT "UOULEZ-UOUS ENTRER UN MOT ? REPONDEZ PAR OUI-'"'O"" 

OU PAR NON-""N""" 
211 INPUT R$ 
212 IF R$-"O" THEN GOTO 220 
21Lf If R$-"N" THEN GOTO 90 
215 GOTO 190 
220 CLS 
221 PRINT "ALLEZ-Y POUR UN MOT .... COOUX??)" 
222 PRINT 
223 PRINT 
22Lf PRINT 
225 INPUT A$ 
226 IF A$-"N" THEN GOTO 100 
227 IF LEN A$•l THEN GOTO 250 
228 IF LEN A$>25 THEN GOTO 270 
229 IF A$•"BAISER" THEN GOTO 300 
230 PRINT A$,LEN A$ 
235 PAUSE 150 
2L.f 0 GOTO 220 
250 PRINT "ERREUR .. UN MOT N ESTPAS UNE LETTRE" 
260 GOTO 202 
270 PRINT "ERREUR .. CE N,EST PAS DU FRANCAIS" 
275 GOTD 202 
280 PRINT "ALORS,ON PERD LA TETE?? ALLEZ Y" 
290 GOTO 222 
300 PR INT "QUEL SENS A CE MOT?REPONDEZ PAR", , , "EON=-"" 6"" OU . .r-10 l NS BON=-" "1'1" ,,,, 

310 INPUT D$ 
320 IF 0$-"8" THEN GOT0-230 
330 If 0$-"M" THEN GOTO 335 
335 PRINT 
336 PRINT 
337 PRINT 
3Lf0 PRIN! "ALLEZ UOUS RHABILLER ... ,JE SUIS UN ORDINATEUR SERIEUX" 

3Lf5 PAUSE 250 
350 GOTO 220 

zx zxzxzxzxzxzxzxzxzxzxzxzxzx 
zx zx 
zx zx zxzxzx zx zx zzxzxz 
zx zx zx zx zx zx 
zxzx zx zx zx zx 
zx zx zx zxzxzx zx 
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NUMEROSCOPIE 
Inspiré de la numérologie - science (Jivinatoire - ce programme 

analyse à partir du décodage de vos noms et 
prénoms, vos comportement, hérédité, personnalité, affinités. 

1 GOTO 10 
2 RAND USR 30Lf 60 
3 REM S76NUMEROSCOPIE 
'i REM ••••••••••••••••••••••• 
S REM CREE PAR MICHEL DECDMBLE,EN FEURIER 1983,PARTANT 0 UN ARTICLE PARU DAN 

S" "PARIS-GUIDE"'' 
6 REM ••••••••••••••••••••••• 
7 REM 
8 REM 

95 RÈM etude masculine 
96 REM 
98 LET A$•" entrez son" 

100 LET 8$• " entrez votre" 
110 LET C$•" prenom 
120 LET 0$•" nom " 
130 LET E$• " vous avez' " 
135 LET f$•"CFAITES N/L)" 
lLfD PRINT 8$;C$ 
150 INPUT ?$ 
160 PRINT P$ 
165 LET T$•P$ 
170 GOSUB 'iOOO 
180 IF TO>•lO THEN GOSUB 5000 
190 LET TP-TD 
200 PRINT S$ ; 0$ 
210 INPUT N$ 
220 PRINT NS 
230 LET T$•N$ 
2'±0 GDSUB '±000 
250 If TO>•lO THEN GDSUS 5000 
250 LET TN-TO 
270 PRIN! C$; "•";TP 
280 PRINT 0$;" •";IN 
290 PRINT " " 
300 LET ro-rP+TN 
310 PRINT "TOTAL •";IO 
320 If I0>-10 THEN GOSUB 5000 
330 LET rr-ro 
3'±0 PRINT AT 21,15;F$ 
350 PAUSE 'iE'i 
360 CLS 
365 LET X•O 
370 LET XS-"passons aux resultat•" 
375 GOSUB 5500 
380 PRINT 
390 PRIN! "1) LE NOMBRE DU PRENOM A UNE ". , , " 
OMPORTEMENT CUOIIDIEN" 
'iOO PRIN! 
'ilO PRIN! PS ; " "; NS; ", "; E!i 
'120 PRINT 
'i30 GOSUB 
Lf35 PRINT 
Lflf O PAUSE 
lfSO CLS 

TP•10+2000 
AT 21,15;f$ 
'iP:t 

INFLUENCE ACTIUE SUR LE" . .. " c 

--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~ 
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lf60 PR I NT "2) LE NOMBRE DU NOM EST L", , , " 

'170 PRINT 

INFLUENCE HEREDITAIRE" 

'180 PRINT PS;" ";N!i;",";E$ 
1±90 PRINT 
500 GOSUB -TN•10+2000 
SOS PRIN! AT 21,lS;FS 
510 PAUSE Y:Pt 
520 CLS 
530 PRINT "3) LE NOMBRE TDTAL,PRENOM ET NOM",," 

",," DE DEFINIR LES TRAITS",,," DU CARACTERE" 
SLfO PRIN! 
550 PRIN!?$;" ";N!i;",";E$ 
560 PRIN! 
570 GOSUB rr•10+2000 
575 PRINT AT 21,lS;FS 
580 PAUSE LfELf 
590 CLS 
595 LET X-6 
600 LET X$-"vous pouvez a presarit C"ealiser-" 
605 GDSUB 5500 
610 LET X!i•"le meme test pouc- votC"e amie" 
615 GOSUB 5500 
620 PAUSE 150 
630 CLS 
650 PRINT A$;C$ 
660 INPUT 0$ 
670 PRINT 0$ 
675 LET T$•0$ 
680 GDSUB 'iOOO 
690 IF TO>•lO THEN GOSUB 5000 
700 LET TP•TO 
710 PRINT A$;0$ 
720 INPUT Gl$ 
730 PRIN! C;J$ 
7'i0 LET T$•Gl$ 
750 GOSUB '1000 

760 IF TO>•lO THEN GOSUB 5000 
770 LET îN""ÎÜ 
780 PRINT C$;"~";TP 
790 PRIN'F 0$;" •";TN 
BOO PRINT " 
810 LET TO•TP+TN 
820 PRINT "TDTl=lL •";TD 
830 IF TO>•lO THEN GOSUB 5000 
8Lf0 LET TTF-TO 
850 PRIN! AT 21,15;f$ 
860 PAUSE If Pi 
870 CLS 
875 LET X-0 
880 LET X$•"passons aux c-esultats" 
885 GDSUB 5500 
890 PRINT 

EST LA PERSONNALITE ET PER1·1E~· 

900 PR l NT "I) LE NOMBRE DU PRENOM A UNE", , , " HffLLJa,JCE AC:- I iJE SUR Lf.". , , " C 
DMPDRTEMENT QUOTIDIEN" 

910 PRINT 
920 PR 1 NT O!i; " " ; Q$; " , " ; E!i 
930 PRINT 
91.fO GOSUB TP•10+3000 
9Lf5 PRINT ~T 21,1S;F$ 
950 PAUSE 'iELf 
960 CLS 
970 PRINT "2) LE NOMBRE DU NOM EST L",,," INFLUENCE HERED:TAIRE" 
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980 PRIN! 
990 PR 1 NT 0$; " "; GI$; ", ";ES 

1000 PRIN! 
-1010 GOSUB 
1015 PRIN! 
1020 PAUSE 
1030 CLS 

TN•10+3000 
AT 21,15;F'$ 
L:tEL:t 

1 OL:tO PR I NT "3) LE NOMBRE TOTAL , PRENOM ET Nm1 '' , , " 
, 1 DE DEFINIR LES TRAITS",,," DU CARACTERE" 

1050 PRINT 
1060 PR I NT 0$ ; " " ; GI$; " , " ; E$ 
1070 PRINT 
1080 GOSUB Tîf*l0+3000 
1085 PRIN! AT 21,15;f$ 
1090 PAUSE lfE'-:t 
1100 CLS 
1105 LET X•6 
1110 LET X$•"voulezJvous a present verifier" 
1112 GOSUB 5500 
1115 LET X$•"vos affinites avec votre amie!" 
1117 GOSUB 5500 
1120 PRINT 
1130 PRINT AT.10,15;F$ 
11 'iO PAUSE 'i E'-:t 
1150 CLS 
1160 PRIN! P$;" ";N$ 
1165 PRINT 
1170 PRINT "UOTRE CHIFFRE EST•";TT 
1180 PRIN! 
1190 PR 1 NT 0$; " "; CJ$ 
1195 PRINT 
1200 PRIN! "UOTRE CHIFFRE EST•";TTF 
1205 GOSUB 6000 
1210 PRINT 
1220 LET X$•"la table de concordance dit que" 
1222 GOSUB 5500 
1225 LET X$•" votre entente est " 
1228 GOSUB 5500 
1230 LET S$•R$CTT,Tîf) 
12'i0 IF S$•"E" THEN PRIN! "exellente" 
1250 If 5$•"8" THEN PRIN! "bonne" 
1260 If S$•"M" THEN PRIN! "moyenne" 
1270 IF SS•"D" THEN PRIN! "douteuse" 
1990 STOP 
2000 REM comportement masculin 

EST LA PERSCNNAL!TE ET FE~ME7 

2010 PRIN! "•UNE FORTE PERSONNALITE",,, "•DE LA UOLONTE",,,, "•DE LA LOYAUTE",,,," 
•MFHS ETES UIOLENT",,,, "ET EGOISTE." 
2015 RETURN , 
2020 PRIN! "•DEL EQUILIBRE",,,, "*DE LA DIPLOMATIE",,, "•DE LA SENSIBILITE",., "•~1 
AIS ETES SOUMIS",,, ,"ET PASSIF." 
2025 RETURN 
2030 PRIN! "•DE LA CREATIUITE",,, "•DE L ENERGIE",,,, "•DE L INDEPENDANCE".,, "•nA! 
S ETES ORGUEILLEUX", , , , "ET INSTABLE" 
2035 RETURN 
201.fO PRINT "*DE L ORGANISATION",,, "•DU SENS PRATIQUE",,, "•DE LA PATIENCE",,., "•C 
ELA TENACITE", ,+,"•MAIS ETE5 DE UUE ETROITE'',, ,"•ET MANQUEZ DE TACT" 
20lf5 RETLJRN 
2050 PRIN! "•L AMOUR DE LA UIE",,, "•PLEIN DE CHARME",,, "•DU DYNAMISME",,,, "•MA!S 

ETES AUSSI IMPULSIF",,, "•ET UERSATILE" 
2055 RETURN 
2060 PRINT "•DE L Hl=tRMONIE",,,, "•DE L INTUITION",,,, "•DE LA TENDRESSE" .. , '"+M~IS 
MANCJUE2 DE SENS PRATIQUE" 
2065 RETURN 
~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~· 
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2070 PRINT "•DE LA REFLEXION",,, "•UNE UIE INTERIEURE",,, "•r1AIS ETES PESSIMISTE", 
, ,,"ET TIMIDE" 
2075 lfETURN 
2090 PRINT "•DE L ORIGINALITE",,, "•DE L ENERGIE",,,, "•Du MAGNETISME",,,, "•DE L A 
UTORITE",,, ,"•MAIS ETES DUR",,,,"ET AGRESSIF" 
2085 RETURN . 
2090 PRINT "•DE L IDEALISME",,,, ""'DE LA SENSIBILITE",,, "•UN CARACTERE PASSIONNE" 
, , , "•UN GRAND SENS ARTISTIQUE",,, "•MAIS ETES DESORDONNE",,, "•ET AUEZ L ESPRIT !JE 
DESTRUCTION" 
20~5 RETURN 

3000 REM comportement reminin 
3010 PR I NT "UNE FORTE PERSONNALITE", , , "DE LA UOLONTE", , , , "DE LA LOYAUTE". , , , ''!1:=i I 
5 ETES UIOLENTE", ,, ,"ET EGOISTE." 
3015 RETURN 
3020 PRIN! "DE L EQUILIBRE",,,, "DE LA DIPLOMATIE",,, "DE LA SENSIBILITE",,, "MA.15 
ETES SOUMISE",,,, "ET PASSIUE." 
3025 RETURN 
3030 PR I NT "DE LA CREAT I UI TE", , , "OE L ENERGIE", , , , "DE L ! NDEPENDANCE ., , , , "'MAIS c· 
ES ORGUEILLEUSE",,,, "ET INSTABL;E" 
3035 RETURN 
30110 PRIN! "DE L ORGANISATION",,, '.'DU SENS PRATH.JUE",,, "DE LA PATIENCE",,,, "DE LA 

TENAC 1 TE", , , , "MAIS ETES DE VUE ETROITE", , , "ET MANQUEZ DE TACT" 
301.fS RETURN 
3050 PRIN! "L AMOUR DE LA UIE",,, "PLEIN DE CHARME",,,, "OU DYNAMISME",,,, "MAIS E7 
ES AUSSI IMPULSIUE",, ,"ET UERSATILE" 
3055 RETURN 
3060 PRINT "DEL HARMONIE",,, ,"DEL INTUITION",, ,,"DE LA TENDRESSE",,, ,"MAIS MAN 
GIUEZ DE SENS PRATIQUE" 
3065 RETURN 
3070 PRINT "DE LA REFLEXION",,,, "UNE UIE INTERIEURE",,, "MAIS ETES PESSIMISTE".,, 
,"ET TIMIDE" 
3075 RETURN 
3080 PRIN! "DE L ORIGINALITE",,, "DE L ENERGIE",,,, "DU MAGNETISME",,,, "DE L AUTOR 
IIE",,,, "MAIS ETES DURE",,,, "ET AGRESSIVE" 
3085 RETURN 
3090 PR I NT "DE L IDEALISME", , , , "DE LA SENS I 8 ILI TE", , , "UN CARACTERE PASSIONNE", . , 
"UN GRAND SENS ARTISTIQUE",, ,"MAIS ETES DESORDONNEE",, ,"ET AUEZ L ESPRIT DE DES! 
RUCTION" 
3095 RETURN 
3990 STOP 
'i0('°') LET TO•O 
'iOl~ FOR 2-1 ra LEN T$ 
'i012 IF CODE !$(2)<•37 THEN LET WO•CODE TSC2) 
'i013 IF CODE T$C2)>•3B AND CODE !$(2)<•'i6 THEN LET W0•37 
~Ol'i IF CODE TSC2)>•'i7 AND CODE TSC2)<•55 THEN LET W0•'16 
'i015 IF CODE T$CZ)>•56 AND CODE î5(2)<•63 THEN LET WO•SS 
'iO 16 1 F CODE î$ C Z) > •6'i THEN LET 11.IO•CDDE TS C Z) 
'i025 PRINT CODE TSCZJ-WO; 
'i030 LET TO•TO+CODE TSCZ)-WO 
'10'10 NEXT 2 
'f050 PRIN! " •";IO 
'i060 PRINT 
'±070 RETURN 
5000 LET U$•STR$ TO 
5010 LET ro-o 
5020 FOR Z•l TO 2 
5030 PRINT U$CZ);" ", 
50'-tO lET ro-ro+UAL USCZ) 
5050 NEXT Z 
5055 PRIN! "S/TOTAL•";TO 
5056 IF TO>•lO THEN GOSUB 5000 
5057 PRIN! 
5060 RETURN 
5500 REM ecLiture pas a pas 
5510 FOR W•l IO LEN X$ 
5520 PRINT AT X,W;X$CW); 
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5530 NEXT W 
5550 LET Y•RND••RND 
5560 LET X-X+2 
5570 RETURN 
6000 DIM R$C9,9) 
601~ LET R$Cll•"OEMBDEBDD" 
6020 LET R$C2)•"EMMBBEOEO" 
6030 LET R$C3l•"MMEDBBDBB" 

60~0 LET R$C~)·"BBDEDBEBE" 
6050 LET R$CSJ•"DBBDEBMBO" 
6060 LET R$C6l•"EEBBBEDBM» 
6070 LET R$(7)•"8DDEMDEBE" 
6080 LET R$C8l•hDEBBBBBDB" 
6090 LET R$C9l•"ODBEDMEBE" 
6100 RETURN 
9980 STOP 
9990 POKE 16~17,1+128•CPEEK 16~17>127) 

9991 SLOW 
9992 RAND USR 12~9~ 
9993 INPUT DATA 
999~ POKE 16507,DATA-256•INT CDATA/256) 
9995 POKE 16508,INT CDATA/256) 
9996 GOTO 9992 

NE PAS TENIR COMPTE DES LIGNES 9990 A 9996.elles ne servent qu avec une eprc~ in 
tegree de TOOL-KIT 
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' · .. ,,_;\~ .... , .. ,' 
. c.c.~- · LL\ON N"l Nf 
11-H \ SOLO A Ml 

-~· \.Ï: LEI:. . ) . : _\ ~ l'H POINT {1 cnn1~ 
• ·~·1(,HîLORE 991,40 F 
. ~'\-CH DA Y \fOOll 
. . · . N°1 NF 
lH l'i SOLD A MlLUON CID 

... ,c·u uEAD F 
. ~t.> .ri ri ' 901,45 _ -~1:,C.~ TI{LON 
- ·~ \BRE wuLF 
- \ET sn WILLY 

AMSTRAD CASSETTES 
NOUVEAUTES 1 

· '.::>E 5YDt-;EY1>F ...... 145 F 
· : . :ll.:1.ZER \F . . . . . . . . . 95 F 

· , .. \l. CASTLENF . . . . . 95 F 
'~.i\l.'\\F .......... 95f 

·. :\-\RbF ........... 95 F 
· '\S LAIRsf ........ 89 F 

,c:::R BOERHAAVENF .. 145 F 
............. 89F 

•. '".i1!1E\ PLANET ..... 79 F 
... \\:-:; ............ 85 F 

·:.-\C1Ellsf ... 145F 
· :: .. ·\\DERsf . . . . . . . . . 85 r-
·.' .\ \ TORCHsF ....... 95 F 
: ·!\.\ TORsr . ...... . . 95 F 
" '.·\\~ FROl\TIERESNf . 89 F 

::; RIDERst ....... 85 F 
·. · .. \',J'S < ,QLFsr . . . . . . . 89 F 
. :JUUARD 1C;OLFlsF .. 89 F 

\'. -\\,; . . . ... 89f-
. ·.: \lC:bf ... . .. . ... 85 F 
·. ' :0.11.y FR. . . 175 F 
· · .. :;, l)\f ........... 89 F 

. :1 ·\111\<, CPYst . . . 95 F 
- 'TKl lllbf . . . . . . . . . 95 F 

:'l.:\\El.\f .. 89 f 
: :, l I\ 1\si . . . . . . . . . 89 F 
' ; ,, 119 f 

: \ :-1\IC:\f 119 F 
·.: 'l:R\'!Cbt .... 89 F 
· : H . .\\\.K\f .... 85 F 

, ;;, lii.L . . . . . . . 85 f 
. '.: , 'f TERRORsr . 95 F 

\ l\IES\r . . . . 99 F 
::.::.-\ î ESCAPbr .... 89 F 
:. :l.R\ oî che FISTsr . 95 F 
\U.:\f .......... 1191' 
\ '..·\ 1..\ JCOOsr . 89 F 
~ l. \< r FU ll\f . . . . . . 89 I' 

''SOLDES 35 F" 
: \ ·'"f KNIGHT LORENF 

: Y !lOBsF NICJHT SHADENF 
, :: LE Ev RAIDNF 

HIT PARADE m SPY VS SPY\f .. 90 F "~W2~ · · SPY TREK 15 F L 
lD c,RAI\~ PRIX\F · · · · 8~ F ST ARQUAKE . . . . . 75 F ~· 
BAT MAl\:-;f 81 I· TA''K • )MM "DER 9· F · · • 
Bl( .!'L"S .,. ~ " Cl . A" :-;1 . . . 1 _ ~1.... 

,, ~ \F ~11· TAUCETI ... 89F J--'... "-~ 
llOMll JACK:-;f - 89 F THEATRE lUROPb:F . 110 F .r" ~ a ~.~ , \ 
CAULDRON;.:r ... - .. - .. · ï'lf THE WA Y OF EXPL FlSLr . ~~ ~ \ Î( 1 -u-u-' ., . 
CAULDROI\ 2M . . . 79 F TIT Al\IC\F 9~ Cl 11 

~g~~~A~~~~JONxr ·-1~~~ TLL. .. ·:· ·_190CF R011AHIA J 
CRAFTON ET XUNK~i . . 110 F \ 
DESERT FOXxF .... . .. . .. 89F " 
EDEN BLUESNF . . . . . . . . . 110 F 
GHOST N (jQBBELINSM ... 85 F { T 'l 93.42.5 7 .12 
GREEN BERET:-;f ......... 85 F 40 Châteauneu • e . 
GUNFRIGHTNF .......... 89 F BP 3 . 067 -HIT PARADE 
HYPERSPOR TS;-.;F . . . . . . . . 89 F 
IMPOSSIBLE MISSIONNF .... 89 F AMSTRAD KNIGHT (iAMESNF . . . . . . 115 F 
lNTERl\ATL KARATE ..... 95 F DISQUETTES KUN(; nJ MASTER;-.;F .... IJ5 f 
JACK THE NIPPERN1 ...... 85 F SUPER PROMOTION MOVIE;o.;F ... · · · 139 ~ 
KNIC;HT CiAMESM ....... 85 F J DISQUETTES MUL TIPLANl"F ......... 498 F 
KUNG FU MASTERNF ..... 89 F NEXUSNF ..... . .. .. .... 145 F 
MOVlhF . . ............ 89 F VIERGES 99 F PACIFICNF ....... . ..... 139 F 
NEXUSNF .......... 95 F NOUVEAUTES 1 PING PONCiNF .... . ..... 129 F 
PING PONCiNF ........... 79 F AFFAIRE SYDNEYNF ...... 195 F SCRABBLE FRNF ........ 220 F 
RAMBONF .............. 79 F CRYSTAL CASTLEt.:F ..... 145 F SORCERYNF · · · · · · · · · · · 129 F 
SCRABBLE FRNF ........ 175 F DESERT FOX ........... 139 F STRIKE FORCE HARRIERNF 129 F 
STRlKE FORCE HARRIERNF . 95 F DRAGONS LAIRNF .. .. . .. 139 F THE WA Y OF THE TIGERNF 120 F 
THE DAMBUSTERSNF ..... 9fi F 1942NF ................ 139'F THEATRE EUROPENF ..... 185 F 
THE WAY OF THE TIGERNF . 95F GALVANM ........ • ... 139 F V ~!!NF · · · · · · · · · · · · · · · · 139 F 
TOMAHAWKNF ......... 95 F HARRY ET HARRYNF . . . . 169 F WINTER C;AMESNF ...... 145 F 
V!!NF ... .. ......... 89F HIGHLANDERNf ....... 139F WORLDCUP86FOO!NF .... 145F 
WlNTER GAMESNF ....... 95F HUMAN TORCHNF ...... 139 F YE AR KUNCi FUNF · · · · · · 119 F 
WORLDCUPBôr-:F ........ 95F lNRLTRATORNF ........ 139F ZOMBlNF .............. 165F 
ZORRONF .............. 95 F JEUX SANS FRONTIERESNF 139 F AFFAIRE VERA CRUZNF ... 195 F 

AIRWOLF 99 F KNlGHT RJDERNr- ....... 135 F AIRWOLF ............. 125 F 
.. .. .. .. .. .. . KONAMl'S GOLFNF ...... 135 F ALIEN HIC)HWAYS ...... 129 F 

BACK TO THE FUTURE ... 95 F LEADER BOARDNF 139 F BACK TO THE FUTURE .. 145 F 
BAT AILLE d' AngleterreNF . . 1 10 F . , . . . . . . . COLOSSUS CHE SS 4 . . . . . 169 F 
BATAILLE M'd Nf llOF MAC, MAXNF ........... l39F 6"'F pour 1 way, MIAMI VlCENF .......... 139 F D BASE LINF. . . . . . . . . . . . N 

BOUNDERsF ........... 85 F MONOPOL y' FRNF . . . Z45 F EXPL fi;1 + FJ(jHT WaniorNF 185 F 
COLOSSUSCHESS4 ..... 119F PAPER llOY IJ' F FAIRL!CrHT ............ 145F 
COMPUTER 10 HITS VOLI . 95 F NF . . . . . . . . . ' RGHTER PILOTNF . . 129 F 
EVE SPY ............... 35 F REB,EL Pl.ANETNF · · · · · · · IJS F FRANK BRUNO BOXING;-.;f . 145 F 
FAIRLICiHT ............ 95 F RE\OLUTIONM · · · · · · · 139 F GESTE i)'ARTILLACsF .... lY5 F 
FIGHTER PILOTM ....... 8Y F ROllllOTsf · · · · · · 16? F HARRJ~R ATTACK . . . . . 125 F 
FICjHTlNCJ WARRlORNF .. _ 85 F ~~~~~R.\ÎJ(f:~~ ~ : : : : : : :~~ ~ HlO~!~ A'. ENCOUNTER - . 1 ~? F 
FRANCK BRUNO BOXINCi:-:F 95 F STREET HAWK .. 13, F JUM,JETM .' ......... . . b1 F 
FRIDA Y THE 1 JTH . . . . . . 89 F M · · · · : L'HJ:tHfAJibF 189 F 
GESTE D' ARTILLACsr 245 F TEMPLE OF TERROR.sF · · · 13? F MAC (iUICiUAN BOXIN(i'>F H5 F 
HACKER:-;F . . . .... 95 F TH~ DAMllUSTERSsF 14 2 F MACADAM BUMPER;-.:F . . 175 F 
HEA\1Y 0" THE MAC IC THE CiOO~IESNF ... ' 14' F Ml"DSHADOW · q· F 

'' ; · · 95 F THE CJREAT ESCAPbF ... 145 F " . ;o.;f . . 
1:? · 

H](jHWAY El\COU!\TER .. 99F THERET\JRl\0(1hrrlSTsF. H5F MISSI-JI\, D_ELTAsF .. i:)F 
HOLD Uhf . J~i F TOBROUCKsf . . . . . 169F MISS!ON ELEVATO~;f. 1;~ f 
JUMPJET ll'S f YE i\R KUN(; FU 11:-;f.. l lY F M~l\l Y ON. rHE RUN\f .. lq' F 
L'HERITAC;b;1 J~q F MULTIPLAN~F. . ..... 1 8 f-
LORD Of THE RJNC, . l~i F HIT PARADE OME(jA rlanm invisible\! .. 11u F 
MACADAM BUMPERsf 12,' r 3D IJRA\D PRIX 110 F RED ARROWS:-;f rn F 
MA\DRAC;ORbF. l'l)r BAT MA:--<sF .. . . . . . . . llt'F RESC:UE 01\ l'RACTALUSsFHiF 
MASTER Or THE LAMPSsi u; F BATAILLE d'AnglmrrrSI' IYS SKYFOXsf . . . Hi F 
Ml!\DSHADOW . . . ~i F BATAILLE pour Mi<lwaN 195 F SPlNDIZZYM 145 F 
MISSIO\ DELT Asi ll~5 F BlciC;LESsr . .. 119 F SUBTERRANEAI\ STRIKER 12H 
MISSIO\ELEVATORs1 ... 1091' BOM!lJACK\F INF TANKCOMMAi\DER:-:f .. !35F 

BOU\DERsF . 125 F TAU CETI 1.1· F MO\TY 01\ THE RUNsf .. 89 f CAULDRONsF 125 F , . . . ;1 
OMEGA planeie invisihlN . 219 F c ULDRO'' TLlsF . . . 139 F 
PAC:IFIC::-:F. 11,'F A 1'Zv ....... llCF TOMAHAWK:-.:1. H5F 
RALL Y llsf . . . . . . . . . . . . 9i f COMMA:\DüsF ... · · l NF WHO DAl\ES WI:\ Il . H5 !' 
RED H 

CO!\TAMll'\ATJON\r I~ F ZORR(hf 115 f 
A WKsF · · · · · · · · · · · 8ll r CRAFTO\ ET XU!\Ks1 . 190 F . . .... 

RESCUE 01\ FRACTALUSst 9; F · NOUVEAU: MICROMANIA A PARIS ! 
Roc,,,,. "'RESTLE EDE\ BLUESsf . . . . J'X.' F p . H 

" •' " Xf ..... Si F (;HOST \ CiOBBELl!\Ssf . !19 F • nntemps aussmann 
ROCKY HORROR SHOW .. ~ci F c;REE!\ BERETM 115 F • Hachette St Michel, 29, bd. St Michel 
SABOTEUR · · · · · · · · · · · · 84 F HYPERSPORTS:-:1 . . . . 125 F Démonstration des jeux sur écrnn vidée 
SKYFOXsF · · · · · · 9\ F JACK TH" N, 'll'PER'.· ., . . l 19F SQRCER y ~ F ~ ·'r ( •R Le riroo;:ramm<' ~f\lp<~ J~n~ ~r;nr h~1r rl;1nl prim 1pakmC'."lf 

:\F · - ' · - • · ' · · · · ~ 4 5 f d 'd ' 1 • h J'impor(allon Jirnlc- J'Ani;ktrnr. it<- n~)l\~n J'mmuuio11' ~mir rn 
SPll\DIZZYxF ... _ .. . .... 95 F e re ucuon supp émenr.ure sur c aque ,nilm. "\F", '"" J'un """ '"d'!"' yu'un, ""'" '" '""I'" "' 
SPITFIRE 40 . . . . . . . . . . . . 90 F logiciel â valoir sur la cane de fidélité. J"""""'" 

Votre jeu chez vous dans 48 h* en téléphonant au 93.42.57.12 
_ ~ '~"'.'.'..!~arnme ~ponibl~n ~~o~eleplwner pour connairre~ d1>ponibili~x~e. En"~ jour~~_!:: rec<prion de la ~mmande pa.:_ paq..ec pon~-~r~. _X 

BON de COMMANDE EXPRESS à envoyer à MICROMANIA .. B.P. 3 .. 06740 CHATEAUNEUF 

TITRES PRIX 
---

NOM ................................................... 

ADRESSE ................. . ......... · · · · · ·. · · · · · · · · · · · · · · 

...................... . ............... TEL ............. .. 

NOUVEAU PAYFZ PAR CAim: BŒUE / INIERBANCAIRE 

, :ncipation aux frais de port et d'emballage + 15 F 

· • cè isez cassette 0 Disk 0 Total à payer = F 

r:=1l111 l 1 1 1 1 1 11 
~ Daied'expirar.ion _/_ SignatMre 

k--. -r 1ejoiru 0 unchtquebanœin: D CCP 0 mandtu-larn! D je/1ftfere~atAft1d&t'à~(majollranJ lSF.i-r/nlisde-rcmbounern.nt) 
_.-· ,..,..,,,..ia.-rœ,;...., ATARJ600 ATARJ!nl AM~ T07170 M05 ORIC MSX C64 SPECTRUM 



117 AVENUE DE VILLIERS PARIS 17• TEL: 47 66 11 77 METRO PEREIRE. BUS 63. 
OUVERT 7 JOURS SUR 7: LUNDI DE 14H A 19H. DU t1ARDI AU SAt1EDI IOH A 20H. Dlt1ANCHE DE 14H A 18H 

NOCTURNES AU t10IS DE DECEt1BRE LES t1ERCREDI ET SAt1EDI JUSQU"A 22H. LE 25/ 12 ET 1 / I DE 1411 A 18H 

C64 + Ltet 1530 C64 ._.._ 
+Monttecr Coul + 1 :541 
+1 m+~ +1 m+~ 

3890 Frs 3690 Frs 

COl1HODORE 64/128 

INFILTRATOR 
FIST Il 
PAPERBOV 
SLENT SERVICE 
LEADER BOAAD 
SOLD A MLLION Ill 
UCHt1ATA 
'w'ORU> G.+.MES 
1942 
DRAGON'S LAIR 
HACIŒR Il 
GN-'E MAKER SPORT 
ON1E MAIŒR SC. FICTION 
BOBBY BEAA.f4G 

CID 

~/139F 
95F/139F 
95F/139f 
95F/139F 
95F/139F 
95f /139F 
95F/139f 
95F/139F 
95f /139F 
95F/139F 95f /139F 
95F/139F 
~/139F 
95F/139F 

C128 + Ltct K7 C128 + 1541 
+Monttecr Coul +Monttecr Coul 
+1..xJi+~ +1..xJi+~ 

4990 Frs 6790 Frs 

. DES CDIT A•S DE TITRES 
DISPOlllBLES SUR AHSTRAD 

C64 ET ATARI XL/XE 
TB. 47 66 11 TI 

A.f:::>~'~<»*<l;;sw::::;l<-'*'<~?~'"-""~ 

.f'r··~OUTE LA 8A191E . '..:::,,, 

f AHSTRAD DISPO A DES ·=t1 

K PRDC D*E*ER . J 
"""'"<-·. Tn 47 66 Il 77 ""./ 

~'1i'>~'~:'f.·"%~>t,:::;;'>,'X.!:,i:;,:.:;:':.%~<~':~>:l>-&#~? 

DriY• AT ARI 1050 LNtMr K1 ATARI 
+ 10 l061CELS + 10 LOGICIELS 

E41Matifs+JMx E-.atifs+JMx 
Nfr~ts Nfr_,m 

1590 Frs 390 Frs 
LOG A 29lrs PIECE LOG A 49frs PIECE 
JOUER DUPIANO K7 JOUERDUPIANO OO 
HICTORYDlCTORY K7 QUESTIOl'-UREPONSE OO 
MATHEMATIC K7 DRAPEAUX EUROPE OO 
CUBES K7 GEOGRAPH!E OO 
COMMENT COMPTER K7 BOITE A MUSIQUE OO 
BOITE A MUSIQUE K7 WORDGO OO 
CUL TURE PHSIQUE DO CONST ELECTRIQUE DO 
CACHECACHE MOTS OO GOLF BARRE OO 
INITIATION BASIC 1 K7 EXTRA TERRESTRES OO 
INITIATION BASIC2 K7 LES BONBONS DO 
INITIATIONBASIC3 K7 CALCUL.ALGEBRE DO 
MINISTRE ENERGIE K7 ENIGME TRIANGLE OO 
CENTRAL NUCLEAIR K7 CAMELEON OO 
CROCODlL FLIPFLOP K7 LE PROMOTEUR OO 
GOLFIBARRE K7 CODEWRITER OO 
INSECTIVORES K7 AOVENTUREWRITER DO 
LES BONBONS K7 KEYWORLD1 OO 

Fl.OOPY 64 
NfTRIAD 
HDLNl>ER 

95f:1:: ••LOO-IC•IEL•S•N1S-•TR•/i't•D--C•ID-· LES MEILLEURES K7 LES MEILLEURES DISQ 
am:r/ 7ar: SUR ATARI XLl>Œ SUR ATARI XL/XE 7 ..X 1 ~7(' 11°/1.1.5 1 _____________ ___, 

ARCADE KING 95F/139F SOLD A Hl.LION Ill 7 'T -

GALYAN ~/139 RAIDOVER 
INTERN KARATE 
TRAIL BLAZER 
COMETE GAME 
ROAD RACE 
HARD BALL 
SMASH HIT 6 

99 f LEADER BOARD 149 F 
LEADER BOAAD 95/139 
PROOIGV 95/139 
DRUID 95/139 
LIGHT FORCE ~/139 
STREET HA'w'K 95/139 
TEl"'FEST 95/139 

1 AMIGA l ENCORE no 1 NS CHER 
~ gggo Frs TTC 

CHESS MASTER 2000 
THE PA'w'N 
DEL.lJXE YIDEO 
DELUXE PA lfT 
YIP 
DEEPSP~ 

ARENA 
LE ADER BOMf>. 
LAnac 
ASS&B.EUR 
PASCAL 

~FRS 
229 FRS 
890FRS 
890 FRS 

REYOLUTIOH 95/139 
Sl.ENT SERVICE ~/139 
ZOMBE /159 
TRIPACK FL 139/199 

ACHETEZ VOTRE ORDllATBlt 
A CREDIT : TE& 18.24% A 

PARTIR DE 1500F o·ACHAT 
aaaaaaaaaaaaaanaaaaDOOD4 

1790 FRS 
~FRS 

300 FRS 
350FRS 
990FRS 
590 

FRS LIVRAISœ PARIS GRATUITE 
POUR 2000FRS o·ACHAT 

790FRS ~---~------' 

89 F WORLD KARATE 329 F 
99 F RAID OVER MOSCOU• 
99 F BEACH HEAD 1 ET 2 199 F 
gg F SILENTSERVICE 149 F 
99 F HARD BALL 149 F 

125 F ULTIMAl\I 179 F 

TOUTE LA GAHHE ST DISPONIBLE 
11 nous f audra1 t 3 pages pour en 

parler a 1 ors VENEZ DECOUYR 1 R LES 
520STF. 1 040STF. Périphériques 

et ses 300 Logi c1e1 s 

CLIENTS DE PROVINCE: LIVRAISON 
. GRATUITE AU DELA DE 3000FRS D'ACHAT PAR 

CHEOUE ET CARTE BLEUE 



SPECIAL 
ABONNEMENT 

MICRO LOISIRS 

VITE ABONNEZ·VOUS 

1AN 
11NUMEROS 1110f AU0~EU POUR u 2a5F 

1 

1 

! PROFITEZ DE CETTE OFFRE EXCEPTIONNELLE 
POUR VOUS ABONNER DÈS AUJOURD'HUI 

1 BONPOURUN 
: ABONNEMENT D'ESSAI 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 

À COMPLETER ET RETOURNER À TILT 
BP 73, 77987 SAINT-FARGEAU PTHIERRY CEDEX 

ou Je désire m'abonner à TILT pour un an. 
Je recevrai 11 numéros normaux + 
1 numéro hors série : le Guide 1988 des 
Jeux et Micro. 

DE PLUS T LT c uRATUITEMENT EN 
CADEAU UN SûPERBE POSTER EXCLUSIF TILT 

D Ci-joint mon règlement à l'ordre de T 1 L T 

D Je préfère régler plus tard sur facture 

PRÉNOM---- ------- ---
1 N° ---- RUE ___ _______ _ 

1 
1 CODE POST AL 1 1 1 1 1 1 
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QI :Ill 

:Ill 
QI m 
C'" Ci) 

ro ~ 
QI a. z: 
cc ~ 
wo ~ 

66 
-...J CX> 

0000 
CX> (J'I 

m 
:Ill ,.,.. 
-V 
C> 
z: 
Ci) 
m 

)>2 
'Tlm 
'Tl'tl 
:JI)> 
J> en 
2 
n 
::i:: 
:JI 

c 
::1:1 
Cl 
m 
2 
-1 

1 
1 
1 

:i 
CHAQUE MOIS 

TOUS LES LOGIClas DE JEUX, 
D'AVENTURE •. DE SIMULATION, 

DE CREATION GUPHIQUE ET MUSICALE, 
C'EST DANS 

fil1J' 
ttl~LOISIRS 

1 
1 
1 
1 
1 
1 
1 
1 
1 
1. TILT teste pour vous impitoyablement tous 

les nouveaux logiciels et vous donne son 
hit parade. 

D ans chaque numéro,des jeux à program­
mer vous-mêmes, des bancs d'essai soft et 
micro pour savoir acheter sans vous tromper 
et SOS Aventure qui vous aide à trouver les 
solutions des jeux les plus inextricables. 

C haque mois aussi un grand dossier et dans 
Tam-Tam-Soft toute l'actualité micro. 




