1L PRIMO SETTIMANALE DI SOFTWARE SU CARTA
PER IL TUC Apple - TI99/4A - MSX

Una pubblicazione della J.soff editrice

Ediirce J.soft Con la collaborazione del Gruppo Editoriale Jackson




B

0359 &} A BIWYONQIq &Y

NOSMOVT
IvidoLa3

UOSYIB[ BIAON



Jackpot

Duella

th 8, K & adatt g M. ¢

Il frutteto
l’ 45 Manl
,l Evasione

!4 i\h’ dﬁ'ense‘ red evadait. o |

i |, Darmia el ecadall, di M. Cerfalin

Kurnsey trad. e acatt. di M Cerofain

27

Ll

Guerre stellari

raed o ddatt. di P Maffer

a B Maffer

Football

30 B Matle

# Sir]

DIREZIONE, REDAZIONE,
AMMINISTRAZIONE

Wie Restelh, &

ML ARG

(02) 58:88.228 68.37 57
DIRETTORE RESPONSABILE:
P a

COORDINAMENTO TECNICO:
Maura Cristub Grizzi
REDAZIONE:

Matter

L5 k
Fryilsis

bagnat
GRAFICA E IMPAGINAZIONE:
Margt d | a PNoce

15
Fatllacla Tof

FOTOCOMPOSIZIONE:

CONTABILITA:
LET!

Rl

AUTORIZZAZIONE ALLA
PUBBLICAZIONE:

Tribunale @i Milang n® 200

ael 14041584

STAMPA:

Itergrig

PUBBLICITA

Cancessionaris per 'Hzlia e (Estero

E2.895.68 B0.600-68.87.233
REMA |

ta eschusivo per fa
USIONE i ltaha e Estera:

SODRIF - Vi Zurctn, 75

206125 MILANO

wr m abbonamento

ppa 170

Spedie
postals

JF O TRATDIUZIONE
| PLIBBLECATI

RIPRODLIZIO
REGLI ARTIC
SONCY RISERVAT]




Ecco il classico gioco della slot machine, le mac-
chinette mangiasoldi che si vedono ovunque nei
casind di tutto il mondo.

Potrete puntare da | a 9 monetine e, a se-
conda della combinazione che apparira sulla
macchina mangiasoldi, perderete tutto oppu-
re potrete diventare milionari. Si parte con una
dotazione di 60 monetine e si gioca premendo
uno dei tasti numerici: | vuol dire che puntate
una moneta, 2 vuol dire che puntate due mo-
nete e cosi via. Le combinazioni vincenti sono
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REI JHCKPOT
TEXT 1 Gk :
FOR I = 1 TO
(1)1 NEXT
FOrR X = 5 TO 35 STEP 5%
= 5 TO 35 STEP S5:R = INT ¢
7 % RND (17 + §): ON R GOSUB
400,410,420,430,440,450,440;
NEXT 1 MEXT
FOR I = 1 TO

HOME
FEEK (78):R = KND

FOR Y

1U: GUSUB S201 NEXT
FOR W = 1 TO 2500: NEXT
TEXT : HOME : WTIAB S: PRINT *
S1 PUD” GIOCARE DA 1 A ¥ MON
ETE "3 MTaB 7 PRINT “E
SC° PER CHIUDERE 1L GlOCO."
VTAB 101 PRINT : PRINT * = =
VI Dw? 2 WOLTE LA POSTA
"3 PRINT : PRINT * ===
VI DA‘ 4 VOLTE LA POSTA";:
17
FPRINT * + VI DA7 3 VOL
TE LA POSTA": PRINT : PRINT
"+ VI DA S VOLTE LA
POSTA": PRINT : PRINT " +
+ o+ Y1 DAY " FLASH 1 PRINT
" IL JACKPOT" ;: GET R%: NORMal
: GR : HOME
SiKP = S0:KJ = 70
JK = INT (KJ #= RND ¢1) + KJ
23dU = INT (KP # RND ¢1) +
KP):dd = JUuifFx = ¢
Gi
GOSUB S520:
SPC{ 120 : NORMaL
VUTaB Z1: HIAB 1&:
KPOT=" ;JK; :
PRIMNT
Z1.%;
COLOk=
8,32 AT
&,14 @T

UTAE

HOME INVERSE : PRINT
FRIMT "JAC
VTAB 24: HTAB L:

"AVETE maddEt PEZ
151
14;
Lé:

HLIM 8,32 AT &: HLIN
VLIN 6,14 AT 8: VLIN
VLIN &,14 AT Z44

tutte quelle che si ripetono a partire da sini
stra. Se viene visualizzato il simbolo *+ " si vin-
ce anche singolarmente. Se si hanno tre sim-

boli

‘+ ' sivince il jackpot che & il premio mas-

simo. Le combinazioni vincenti e le relative quo-
te sono seguenti:
== 2 volte la posta

== 4 volte la posta

+ 3 volte la posta
++ 5 volte la posta
++ + si vince il jackpot,

120

140
170
1&d

190
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VULIN é,14 AT 32: HLIN &,39 AT
15: HLIM 4,34 AT 3%1 ULIN 15
,39 AT &: VLIN 15,39 AT 34
¥ o= 1l0:xX = 12: GOSUB 400:X =
20: GOSUE 410:xX = 28: GOSUB
420
GOSUB 480
GOSUB 470
R = PEEK (78):iRl =
RMD (R + 1) ik2Z =
RD (H) + LR3I =
RMD (R) + 13
x = 20:v = 10
FOR I =1 TO 7: COLOR= I: FUR
YY =Y - 2 TOY + 2; GOSUB 5
S0: NEXT : COLOR= 0: FOR ¥Y =
Y - 2TOY + 2: GOSUB 550: NEXT
1 NEXT
12:v = 10: ON R1 GOSUB 40
0,410,420,430,4490,420,9680:X =
20
FOR I = 3 TD 12: COLOR= 1: FUR
YY =Y - 2TOY + 2: BUSUB &
&0: NEXT : LCOLOR= 0: FOR YY =
¥ — 2 TO v + 2: GOSUB 5601 NEXT
i NEXT
w = 0w = 10; ON RZ GOSUB 40
0,410,420,430,440,450,4960
FOR 1 = B8 TO 15: COLOR= 1: FOR
Y =Y - 27T0Y + 21 GOSUB 5
701 NEXT : COLOR= 0: FOR YY =
¥ - 2 7TO v + 21 BGOSUB 5701 NEXT
i NEXT
X = 281y = 10: O R GOSUB 40
0,410,420,430,440,450,440
IF K1 = 2 THEM GOSUB &00:
280
IF Rl
280
VTAB 22: HTAB
* GlOCA ANCORA
MaL 3 1F Re =

INT (KK #
INT (KK #
INT (KK =

GOTO

= R2 THEN GOSUE S80: GOTO

131 FLASH 1 PRINT
“31 GET R#: NOR

CHR#% (27) GOTD 330
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PX =

IF K® <
280

"1* OR R® » "%" GOTO
vaL (R$):JJ = JJ - Px: [F
JJ ¢ 0 THEN PX = PX + JJiJdJ =

0

HOME t INVERSE :
1200 : NORMAL :
161 PRINT

PRINT SPC(
VTAB 21: HTAB
“JACKPOT="jJK;1 VTAB
241 HTAEBE 1: PRINT "AVETE
*1dJ;* PEZZI;
IF PX » 0 GUTO 140
TEXT : HOME 1 PRINT :
" FINITO "1
FRINT : PRINT 1
i PRINT "NON VI
..... END
PRINT : PRINT : PRINT
# PRINT "V RESTANO
* PEZZI*;
JJ = JJ — J0: PRINT : PRINT ;
PRINT : IF JJ » 0 THEN PRINT
. AVETE VINTO Yiddgt
PEZZI1";: GOTO 380
JJ = - JJ:; IF JJ » 0 THEN PRINT
# AVETE PERSO nArE
PEZ21";: GOTO 380
PRIMNT MON AVETE
ME WINTO "1
REM
FRINT & PRINT & END
COLDR= S: FOR I = X — 2 TO X
+ 21 VLIN Y = 2,Y + 2 AT I
NEXT & COLOR= 0: PLOT X,Y -
HLIN X — 1,% + 1 AT Y& HLIN
- 1,%Xx + 1 AT ¥ + 1: RETURN

PRINT
[F JJ = 00 THEN
PRINT : PRINT
RESTA NULLA

PRINT
Tiddg

PERSD
GOTO 370

OLOR= 135:
+ 28 ULIN Y - 2,Y + 2 AT 1
NEXT : CULOR= Z:i HLIN X =

1

X

C FOR

®

i

1, + 1 AT Y1 ULIN Y = 1,Y +
1

s

X

1

I =X =270

AT X1 RETURN

OLOR= 11: FOR I = X = 2 TO
+ 21 VLIN Y = 2,Y + 2 AT 1
NEXT : COLOR= 4: HLIN X -
X + 1 AT ¥ = 11 HLIN X - 1

VK v L AT Y + L ULIN Y - 1,

Y+ 1 AT X ~ 11 ULIN Y - 1,Y
+ 1 AT X + 1: RETURN

COLOR= 15: FOR 1 = X - 2 TU
X + 2: VLIN Y - 2,Y + 2 AT 1
3 NEXT 1 COLOR= Si1 WLIN Y -
2,Y + 2 AT X + 1 VLINY - 2
LY + 2 AT X - 13 PLOT X,Yi1 RETURN
COLOR= 101 FOR [ = X - 2 T0
X 4+ 2: ULIN ¥ - 2,Y + 2 AT 1
: NEXT & COLOR= 1: FOR | = X
-~ 1 TO X + 13 WLIN Y = 1,Y +
1 AT T: NEXT 1 RETURN
COLOR= &3 FOR I = X = 2 70 X
+ 2: VLINY — 2,Y + 2 AT 13
NEXT : COLOR= 151 HLIN X -
2,X + 2 AT ¥ + 1: PLOT X - 1
,f: PLOT X + 1,Y: RETURN
COLOR= 14: FOR 1 = X - 2 70
X + 23 VLIN Y = 2,Y + 2 AT 1
: NEXT : COLOR= 8: PLOT X,Y:

PLOUT %X = 1,7v - 11 PLOT X -

470

4%0

510

540

350
5S40
S70
580

SvQ
&00

410

&20

630 JK =

440 JJ = JJ + GXi VTRB 24

GA o= 2 =

Y + 13 PLOT X + 1,Y - 1: PLOT
+ 1,Y + 1t RETURM
OLOK= (1 FOR I = X -
+ 21 ULIN Y - 2,7 +

NEXT © RETURN

1
x
C 2 TO0 X
2 AT 11

Y = 3: COLOR= 15: HLIN 35,37 AT
20: VLIN 19,21 AT 391 ULIN Y
,20 AT 37t COLOR= S5: FOR I =
¢ — 2 TO Y + 2: HLIN 36,38 AT
11 NEXT 1 RETURN

FOR Y = 3 TQ 21:
= PEEK (49200): HLIN 34,38
AT ¥ = 21 COLOR= S5:PK = PEEK
(492000 : HLIN 36,38 AT Y + 3
i NEXT
COLOR= 0: FOR Y = 24 TO 21 STEP
- 13 HLIN 36,38 aT Yi NEXT
: COLOR= 15: HLIN 36,38 AT 2
03 COLOR= S: FOR Y = 19 TO 1
S5 STEP = 1: HLIN 346,38 AT Y
3 NEXT

COLOR= 0iPK

FOR Y = 15 TO 3 STEP - 2:
0: VLIN Y + 3,Y + 4 AT 3&1
Y + 3,Y + 4 AT 38:PK =
(49200)1 COLOR= 15: ULIN Y +

3,7 + 4 AT 37: COLOR= 5: HLIN
36,38 AT ¥ - 1: HLIN 36,38 aT

¥ - 2: NEXT : RETURN

COLOR= D: FOR K = 22 TO 331 HLIN
7,33 AT K: NEXT

COLOR=
VLIN
PEEK

UTAB 12: HTAB 8: PRINT "#s=x
EEERRANEEAAAREARARRERRE" HTAB
B PRINT “swj®; i85 5m;%;%;;
i*iii%353" ¢t HTAB 8: PRINT "=
*;n;ﬁ;i;wiu;;**;*;*]i;in|l'
HTAB 831 PRINT "x®gjmj; ®jesux;
#xpgiEg e ux ' HTAB 81 PRINT
FRINGEGR IR RN GEAN NN

“i HTAB 8i PRINT “®uxnxsssxs
AEAREEASREAERRERERE" ] RETURN

HillN X - 10,% - & AT YY

HLIN X = 2,X + 2 AT ¥Y

HLIN X + &,x + 10 AT YY: RETURN

1F R2 =
GOTOD

R3I THEMN
&40

PxX:1 GOTO &40

> 2 THEMN GX = 3 = P
&40

» 2 THEN GX = 5 = P

GX = 4 ® PX;

1F R2 «
X1 GOTO
IF R3 ¢
X: GOTO 440
FOR 1 = 1 TO 10: PRINT CHR$
(7)1 GOSUB S20: NEXT 16X =
JK
INT ¢80 % RND (1) + 30
J
HTAB 1
: PRINT CHR#% (73" GUADA
GNATE " ;GX3" PEZZI *;: FOR
I =1 TO GX: FUR K =1 TO 80
: NEXT :PK = PEEK (49200) -
PEEK (49200) + PEEK (49200

) - PEEK (49200): NEXT 1 RETURN

45535 REM JALCOUES DUMA 22710780



Ecco il classico gioco dei dadi che viene gioca-
Lo nei casiné di Las Vegas. Le regole sono mol-
to semplici: si gioca in due giocatori e vince chi
per primo raggiunge o supera i 200 punti. |
punti ottenuti sono quelli che si hanno dalla
somma del valore dei due dadi. Per tentare la
fortuna e tirare 1 dadi si preme la Jettera 'R’
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GOsUB 32000: POKE - 1&2¥8,0
TEXT : HUME : IMUVERSE : HTAb
17: PRINT *: DwDI t*3 HTAB 1
St PRINT " St Hid
PRINT ": R = TIRa 1 DADI.

H Uid
A COFFIA AMMULLA 1 PUNTT FaT
TI"‘;
MNURMAL @ PRINT

ERER R R R O B A

*31 INWVERSE

FRIMND " @ = TIENE 1 FUNTI
FaTTl WINMCE=200+ ., "4

FRIMD NOKMAL s POKE 34,7
FRINT : PRINT : PRINT "2 GIOD
LATORL. vl 1L MNOME E RETU
L "1 PRINT &
GOTO 180

FRINT "MAoSIMO0 8 LETTERE PER
NOME, PREGO. ": PRINT 3 RETURN

INFUT "NUME DEL GIOCATORE 1-
YA
IF A% = "* THEN 1z
IF  LEN (A% ( ¥ THEN wOSUB
18651 LOUTO 1¥0
GOSUB 170: GOTO 18O
FOR | = 1 To 12
POKE 0, INT ¢ RMD (13> = 200)
t+ S
POKE 1,4
CALL 77131 FOR X = 1 TO 25: NEKT
NEXT I: RETURN
IHMPUT “NOME DEL G1OCATORE 2-
" 3BS
IF B% = "" THEN 170
LF LEN (B%) < ¥ THEN GOSUG
185: GOTO 200
GOsue 170: GOTO 192G
GOSUB Z500: FOKE - 1a304,0:
GOsSUE 30711 TexY
o= INT ¢ RMD (1) » ZriUP$ =
Af: IF X = 1 THEN UP$ = bs
GOSUB Zeuld
TURM = = 131 PRINT CHR$ (7)
REM

mentre per passare il turno all'avversario si pre-
me la lettera 'Q". Si pud continuare a giocare
quanto si vuole ma attenzione... se si ottiene
lo stesso punteggio col due dadi si perdono tutti
I punti totalizzati nel turno di gioco e la mano

passa all'avversario. Buona fortunal

240 GU=UBE FOUU:TURN = TUKN + |
250 WTmB £3: HTmB 3: FLASH : PRINT
UF$;: NUMMAL @ PRINT " GIOCH
I ‘Ry 0O 0 Q2T HTAB THEE
(52 - TURN / 10): IF TURN »
0 THEN  PrINT "BUMNUS=Y 5 TUR:
z60 POKE - 14388,0
270 K = PEEK ( - 1&384): IF K <
>oASE ("OY) v 126 ANU K <
b ASL (“R") + 128 THEN 270
271 FOKE - 1&345,0: UTAB 23: HTAB
1: CAbll - B&g: IF K = @/sC
(*G") + 128 THEW 500
272 GOSUB 1000

el IF K1 < ®2 THEM 240
285 COLOR= &: HLIN 16,23 AT
i VTAB 1 HTAB 17: PRINT "éAH
['%: INVERSE )
290 WTwB 21: HTRB 31 PRINT "
"1 VTmB 21: HTAB 3: PRINT
* COPPIA'! *:UF#;* PERDL "j;U
PPTS;" PUNT1 '™
3U0 FOR x = 1 TO 99;BUZZ = FEEK
( = leddesr: NEXT x
310 GOSUB 2500 LGOSUE 250U: GOSUB
2500
3zd UPPTS = 0: VThAB L HTAB 171
SE ¢ PRINT *; DabL " NOrMaL
514
500 INYERSE
SUl VTAB Zl: HTRE 3: FRINT *
K =~ 1
S02 X = X + 1:4F = 250 - 3 = ¥: IF
AY ¢ 1 THEN XY = INT { RHD
(1) = 200y + 5
QU4 POKE U XY
SUS POKE 1,3
Sué CALL 771
210 VTAB Z1: HTwE 7: PRINT #;" P
UNTI PER "“;UP#;"'*;: FOR | =
1 10 %: HNEXT 1l: 1IF X ¢ UPPTS
THEN 50&
S11 PRINT

Sl1é GOSUE 2500

FLASH

IMNVER
GOTO



517 NOKMAL t IF UP$ = A% THEN &U JUS0  HONMAL 1w.= XI:XF = 03 ON X
0 GOSUB 2051 ,205%,2053,2054,2
18 HPTS = BFTS + UPPTS:UPPTS = 0 LSS, 2096
_ i IF BPTS > 19% THEN 700 2040 X = X¥:ixF = 15: ON X GOSUB 2
i%  GUSUB 2400 051,2052,2053,2u54,2055, 2054
Sz20 UP$® = m%: GOIO 22U 1 RETURMN
su0 APTS = AFTS + UFPTS:UFPTE = 0 suS1 GUSUS 2101: RETURN
i IF wPT5 3> 199 THEN 700 2052 GUSUB 2104: GOSUE 2105: RETURN
sUl  GOSUE 2600
¢ll UP$+ = B$: GOTO 220 2053 GUSUL 2102: GDSUB 2107: GOSUB
79  REN 2101: RETURN
700 GOUSUB 700: FLeuH @ UTAB 28: CALL | 2054 Gusus 2102: GUSUB 2107: GOSUB
~ 8eB: UTAbB 231 HTRE 7: PRINT 21u%: GOSUB 2104: RETURN
"t iURS T BATTE %5 2059 GOSUB Z104: GUSUB Z107: GOSUB
701 IF Ubks = @3 THEN  PRINT B%j 2105: GUSUB 2102: GOSUB 2101
U2 IF UF$ = B3 THEW  PRINT A% . RETURMN
703 PRINT "' *: NORMAL
710 PORE - 1s8Zu4,u: FOR QW = 1 TO Z0%2  G0suUB »102: GOSUB 2107: GOSUB
S; PRINT CHR$ (73;: NEXT uw 210S: GUSUB 2104: GUSUB 2103
t GOSUE 210é: RETURN
711 GLSUB 30711: GOSUB &0711 2100 H = 12 + XF:Y = 13: GOTO 215
713 GOSUB 2500 Y
P17 VUTAB o: LaLlL - BasB: VTaB =3 2102 H =13 + XF:¥ = 10: GOTO 2150
PRINT " Cul TASTO= RIPET
E. FE45SC = FIME.)";: FLASH : HTAB 2103 1 = 8 + XF:¥ = 13: GOTO 2150
G PRIMT “UM *;: HTAL 103 FRINT
"TASTU" ;: HIAb 251 PRINT "ES 2104 H= G ¢ RXFi¥ = 1&; GOTO 2150
o
720 MURMGL 1K o= FAER (- 16384) 2108 H = 1& + XFiv = 10: GOTO 215
: IF K+ 141 THEN 720 U
722 FOKE - lass8,uimbTs = 0;:BPT 2106 H = lé + XF:v = 13: GUTO 215
§ = UL:UFPT: = U: GOSUB 2400 0
IF K < » 155 THEW RUN 2107 H = 1é& + XFiY = 1&: GOTO 215
730 GOTD 53900 0
U0 REM 2150 GOSUB 2200: FOR 1 = 1 TO 8:
701 UTAB 21: CalLL - uwey: VTAB 2 S = FEER ( - 14338): NEXT 1
o 1 HETURMN
FHZ: PRING % —sossbeesnnoimosmiiess 2200 WTAb Y HTaAB H: PRINT ¢ N
——————————————————— " : HTAE H: PRINT * “; RETURN
w2 PRINT * PUNTI: 3
0% IF UP% = B: THEN 212 2497 REM
10 PRINT &%;" “;: INUERSE & PRINT Z30u FOR | = 1 TO 222: MEXT 1: RETURH
“owSAPTS + UPFIS;" "1 NORMAL
PRINI *, *;B$;* ";BFTS: GO1O 2alU FOR X — 7 TO 19: UTAB X: CALL
P15 - B&8: FOR I = 1| TO 201 NEXT
P12 PRINT m%31* “;APTS;", ";B%;" 1,X: RETURN
vi1 INVERSE @ FRINT " " ;BPTS 2705 PLOT X POS - | + CHR,Y POS
+ UPPIS;" "3 HUORMAL i NEXT CHR: KETURN
P15 PRINT *  —ro——m——=o————mem—o 30711 FOR I = 1 TO 4: IF 1 ~ INT
9.0 RETURN €1/ 2y % 2 =0 THEN PUKE -
15304,0
lboo  ReEM 30712 FOKE O, INT ¢ RHD (1) = 20
1010 X1 =  INT ¢ RND (L) & & + | 0 + 5
tal = INT { RMD (1) # &) « 30713 PUKE 1, INT { RMD (1) = 7%
1 y o+ 50
luzy  1F =1 = L2 THEW 2000 30714 CALL 771: TEXT ¢ NEXT
1030 UPPTS = UPPTS + X1 1 X2 + TU 20715 RETURM
R Szusu  PUKE 771,173: PUKE 772,48:
PUKE 773,192: POKE 774,136:
2000 FOR I = 14 TU 9 STEP =1 FUKE 775,200:1 POKE 778,41 FOKE
2007. WTAB l: HTRB 71 PRINT *° 777,198: POKE 778,13 PUKE 77
v NEXT o han
I
2010 INVERSE : FUR 1 = 7 TO L& 32002 MOWE 780,8: POURE 781,202: POKE
2020 WTRB 1: HiAb 71 PRINT * Ji32, 208 PORL 783,24é: POKE
"is oHTAB 22: FRINT 739, 16s1 POKE 785,0t POKE 78
" * 4,741 POKE 787,3: POKE 7u8,3
2025 ME<T | : POKE 767,Y0iQ = - 16384: RETURN




@pppa

In questo gioco verranno rriessi ¢ durd prova
i vostri riflessi e la vostra capacitd di concen-
trazione. | giocatori sono due e si sfidano ad
un duello all’uftimo sangue.

I giocatore di sinistra userd il tasto " Z"" men-
tre if giocatore di destra userd il tasto 7', L'Ap-
ple fa vedere una serie di simboli in rapida suc
cessione al centro dello schermo e dovrete cer-
care di osservarli con la massima attenzione!
questi sono infatti i simboli che danno diritto
a sparare. Ogni simbolo valido da un punteg-
gio diverso e dovrete cercare di ricordare an-

80 GOSUB 32000
?5 LPTS = 0:RPTS = 0:PITCH = 0

110 GR : HOME : NORMAL : GOSUB S
Qoo

112 NORMAL : VUTAB 21: HTAB 10: PRINT
* ";: HTAB 25: PRINT "

"i+ INVERSE

115 VUTAB 21: HTAB 3: PRINT " Z K
EY ";t HTAB 291 PRINT " 7 KE
o

116 IF TIME > 0 THEN 1235

120 FOR I = 1 TO 999: NEXT 1

125 GOSUB 5140: NORMAL

140 REM

TROVA IL SIMBOLO

155 WVTAB 23: HTAB 1: PRINT SPC(
13): HTAB 23: PRINT SPC{ 2¥
}i HTAB 23: PRINT SPCC 130

140 FOR 1 = 1 TO 5

162 COLCIY = INT ¢ RND (1) = 15D
+ 11 IF COLCI> = 3 OR COL<I
?) =5 OR COLCIY = 7 OR COLKI
¥ =

11 OR COL(I) = 14 THEN 1
62

145 NEXT

170 VUTAB 21: HTAB 15: PRINT * SP
ARA * ": HTAB 1S: PRINT * @
UESTO *

185 FOR I = 0 TO S:8¢1) = 0t NEXT
1

200 FOR J =1 TO INT C RND (1) =
6) + 4:NBR = INT ¢ RND (1) =
5) + 1: COLOR= COL(NBR): ON
NER GOSUB 1100,1200,1300,140
0,1500

202 POKE O, INT ¢ RND (1) # 99) +
=

204 POKE 1,9

che il punteggio ubbinato a esso. Infatti 1 segni
presentati all'inizio verranno ripetut! insieme a
tanti altri segni che invece non sono utili per
sparare. Il giocatore che per primo invece non
sono utili per sparare. Il giocatore che per pri-
ma riconosce uno dei simboli validi preme il suo
tasto e, se ha indovinato, colpisce |'avversa-
rio. Attenzione perd che se sbaglierete sard 'ov-
versario a colpirvi e a guadagnare il prezioso
punteggio. Vince il giocatore che per primo rag-
piunge [0 punti.

204 CALL MU

207 POKE 0, INT ¢ RND (1) * 99) +
$

208 POKE 1,4

209 CaLL Mu

210 NEXT J:S(NBR) = 1:SYMBOL = N
BR

215 FOR I = § TO INT ¢ RND (1) ®
560> + 300: NEXT I

230 VUTAB 21: HTAB 15: PRINT *

“; HTAB 15: PRINT *

245 INVERSE

260 UTAB 22: HTAB 1é: FRINT “PRO
NTQ"

275 COLOR= 0: GOSUB 2010: FOR I =
1 TO 7771 NEXT I

290 REM

INIZIO

305 MBR = INT ¢ RND (1) % 5) 4+ |
: COLOR= COL(NBR): ON NBR GOSUB
1100,1200,1300,1400,1500: POKE
Q + 146,01 UTAB 22: HTAB 1é: PRINT
l= IN;

320 FOR TIME = 25 TO INT ¢ RND
(1) * 200 STEP -~ 1: HTAB 18
1 PRINT SPCC TIME < 10);TIM
E / 103

355 J = PEEK (@ + 48)

367 IF FPEEK (@) < > 175 AND PEEK
(@) ¢ > 218 THEN NEXT : COLOR=
0: FOR 1 = 15 TO 21: WYLIN 28
,38 AT 1: NEXT : GOTO 305

330 IF PEEK (@ = 175 THEN 590

362 GOTO 425

395 REM



PRIMA A SINISTRA

410 NORMAL : UTAB 21: HTAB 1&: PRINT
bt 4 1 L R

415 S(NBR) = 1: FOR I = 1 TO 4: FOR
J=1TO INT ¢ RND ¢1) * 5%
) + $9: NEXT J: COLOR= O: ULIN
16,17 AT 21: FOR J = 1 TO 43
K = PEEK (G + 48): NEXT J

41¢ FOR J = 1 TO 99: NEXT J: COLOR=
111 VLIN 16,17 AT 211 NEXT 1

418 COLOR= COL(SYMBOL)>: ON SYMBO
L GOSUB 1100,1200,1300,1400,
1500

419 VUTAB 21: HTAB 1&: PRINT * (S
I ) “; CHR$ (7);: INVERSE

420 GOSUB S140

425 GOSUB 4000: IF S(NBR) ¢ > 1
THEN 575

440 GOSUB 6110

455 UTAB 23: HTAB 1: PRINT * VIN
CE “ji HTAB 91 PRINT TI
ME ~/ 10

470 PRINT CHR$ (7);% -—===- PTI
."; CHR$ (7);iLPTS = LPTS +
TIME

485 NORMAL

500 \TAB 24: HTAE 27: PRINT “DAI
“;i FLASH : PRINT “RETURN";
¢ NORMAL : PRINT ".";

530 HNBR = 15:HCOL = 1:HPTS = .5 +
(LPTS / 10)1X = 4:¥ = 1: GOSUB
3000

545 GOTO 710

540 REM

FRIMA A DESTRA

575 NORMaL : UTAB 21: HTAB 1&6: PRINT
“(NO!t Lo

560 S(NBR) = 13 FOR I = 1 TO 5: FOR
J =1 TO INT ¢ RND (1) = 9%
) + 991 NEXT J: COLOR= 0; WLIN
15,16 AT 15: FOR J = 1 TO 41
K = PEEK (G + 48)1 NEXT J

S8l FOR J = 1 TO 9%t NEXT Ji COLDR=
121 VLIN 15,14 AT 131 NEXT I

582 COLOR= COL(SYMBOL): ON SYMBO
L GOosSuB 1100,1200,1300,1400,
1500

583 UTAE 21: HTAB 14: PRINT * (S
I > *; CHR$ ¢(7>: INVERSE

985 GOSUB G160

590 GOSUB 7000: IF S(NBRY < 7 1

THEN 410

405 GOSUB 7110

420 UTAB 23: HTAB 2é: PRINT * VI
NCE “;1 HTAB 341 PRINT
TIME ~ 10

435 HTAB 2&: PRINT CHR$ (73;" -
————— PTI. “; CHR$ (7);:RPTS

= RPTS + TIME
450 MNORMAL
465 FOR 1 = 1 TO 5001 NEXT I: VUTAB

679 HNEBR

24: HTAB 1: PRINT * DAl ";: FLASH
FRINT "RETURN";: NORMAL 1 PRINT

= 13:HCOL = 8:HPTS = .5 +
(RPTS / 10):X = 29:Y = 1: GOSUB
3000: NORMAL

700 REM

STAMPA IL PUNTEGGIO

710 POKE @ + 1&,0: INVERSE

725 VUTAB 24: HTAB 15: PRINT * 10
=UINCE" ; : NORMAL

745 VUTaB 21

755 HTAB 31 PRINT *"TOT. = "5

HTAB #: PRINT LPTS / 10;

740 HTAB 161 PRINT * = ]

770 HTAB 2é: PRINT *TOT. = "

HTAB 32: PRINT RPTS ~/ 10

772 IF LPTS > 99 OR RPTS » 99 THEN
4000

785 K = PEEK (@): IF K ¢ » 141 AND
K ¢ » 155 THEN 785

787 POKE @ + 14,0: IF K = 155 THEN
25

788 GOTO 112

1000 REM

SIMBOLI

1100 GOSUB 2010: COLOR= 0: REM §
PIRAL

1110 HLIN 15,19 AT 31: HLIN 17,1
? AT 35: VLIN 32,34 AT 19

1115 RETURN

1200 GOSUB 2010: COLOR= 01 REM C
ROSS

1215 WVLIN 28,30 AT 151 VLIN 28,3
0 AT 1é&:1 VLIN 28,30 AT 20: VLIN
28,30 AT 21: VLIN 36,38 AT 1
5: ULIN 36,38 AT 1&: VULIN 3&
,38 AT 201 VLIN 34,38 AT 2!

1220 RETURN

1300 GOSUB 20101 COLOR= 0: REM E

1310 HLIN 18,21 AT 31: HLIN 18,2
1 AT 35

1315 RETURN

1400 GOSUB 2010: COLOR= 0; REM O

1415 COLOR= O: FOR I = 17 TO 19:

ULIN 31,35 AT 11 NEXT 1

1420 RETURN

1500 GOSUB 20101 COLOR= 0: REM !

1505 WLIN 32,38 AT 15: VLIN 33,3
8 AT 16: HLIN 17,19 AT 34: VLIN
33,38 AT 205 VLIN 32,38 AT 2
1

1515 RETURN

2010 FOR 1 = 15 TO 21: VLIN 28,3
g AT 1: NEXT 1: RETURN

3000 REM



PUNTI CAPPELLO

3010

3015

3020

302z

3100

3110

3120
3130

3140

3150
3180

3170

3180
3190

3200

4000

FINE

4001
4010
4012

4015
401&

4017
4020

40295

4030
4035
4037
4038

COLOR= HNBR: FOR I = X TO X

+ 31 ULIN Y,Y + 4 AT 1: NEXT
I

COLOR= HCOL1
9.9 THEN 3200

IF HPTS » ¥ THEM HPTS = ¢
oM INT (HPTS» + 1 GOTO 310
0,3110,3120,3130,3140,3150,3
160,3170,3180,31%90

VLIN ¥ + 1,Y + 3 AT X + 1:
Y # 1,Y + 3 AT X + 2: RETURN

IF HPTS - .5 72

ULIN 1,5 AT X: VLIN 2,4 AT

X 4+ 13 ULIN 1,4 AT X + 3: RETURN

HLIN X,X + 2 AT 2t HLIN X +
1,X + 3 AT 4: RETURN

HLIN X,X + 2 AT 2: HLIN X,X

+ 2 AT 4: RETURN

HLIN X,X + 2 AT 41 HLIN X,X

+ 2 AT 53 HLIN X + 1,X + 2 AT
11 HLIN X +

HLIN X + 1,X + 3 AT 23 HLIN
X,X + 2 AT 4: RETURN

HLIN X + 1,X + 3 AT 2: HLIN
X + 1,Xx + 2 AT 4: RETURN
ULIN 2,5 AT X3 VULIN 2,5 AT

X + 11t VLIN 2,5 AT X + 2: RETURN

HLIN X + 1,X + 2 AT 2: HLIN
X + 1,X + 2 AT 41 RETURN

HLIN X + 1,X + 2 AT 2: HLIN
X,X + 2 AT 4: RETURN

PLOT X,1: PLOT X + 2,1t PLOT
X + 1,2: PLOT X + 3,2: PLOT
X,3: PLOT X + 2,3: PLOT X +

1,4: PLOT X + 3,4: PLOT X,5i
PLOT X + 2,51 RETURN
REM

Gloco

PITCH = 258: VTAB 22:
758

IF RPTS > 99 THEN 40195
1 = 1:J = 25: GOTO 401é

CaLL -

1 = 25iJ = |
INVERSE : VUTAB Z1; HTAB 15:
PRINT * -
NAMES = " mssasasssssms " |y @&
22:xX = [: GOSUB 4030
NeME® = * UINCITORE!! “iY =
231 GOSUB 4030
NAMES = " e Y =
24: GOSUB 4050
NAME$ = * PREMI RETURN": NORMAL
1Y = 221X = Ji GOSUB 40350
NAME$ = “ PER GIOCARE “:i1Y =
23: GOSUB 40350
NAME® = " ESC = FINE. "i1Y =
24:; GOSUB 40350
UTAB 22: HTAB X + 71 FLASH

VLIN

1, + 2 AT 21 RETURN

4040
4042
4045

40350

40351

S04&0

5080
5100

5120

5140

5160
5180

S200

5220

5240
5240

S2&0
5300

5320

“RETURN": PRINT HTAB
PRINT "ESC";: NORMAL

i PRINT
X o+ 1:

K = PEEK (@: IF K ¢ > 141
AND K < » 153 THEN 4040

POKE Q@ + 16,0: IF K = 141 THEN
?S
HOME
e END

UTAB Y: HTAB X: FOR NBR = 1

i PRINT @ PRINT " BYE

TO LEN (NAME$): PRINT MIDS
(NAMES ,NBR, 1) ;
PITCH = PITCH - é: IF PITCH ¢

10 THEN 4040

4052 POKE 0, INT ¢ RND (1> = 200
) + 50

4054 POKE 1,13

405é CALL Mu

4057 POKE 0,PITCH

4058 POKE 1,20

4059 CALL MU

4060 NEXT NBR: RETURN

5000 REM

DUELLANTI

5020 COLOR= 1

5040 HLIN 1,10 AT 7: FOR 1 = 3 TO

8: VLIN 0,6 AT 11 NEXT I

FOR I = 2 TO é: VULIN 14,21 AT
I: NEXT I1: VLIN 16,20 AT 1i ULIN
18,20 AT 7

COLOR= &

FOR | = 0 TO &: HLIN 28,34 AT
1: NEXT I: HLIN 25,37 AT 7: HLIN
28,34 AT 211 HLIN 28,36 AT 2
2

FOR I = 31 TO 34: ULIN 31,3
&6 AT 1: NEXT I: HLIN 28,31 AT
37: HLIN 33,34 AT 37: HLIN 2
8,30 aT 3&: HLIN 29,30 AT 35

HLIN &,7 AT 21: PLOT 1,21: FOR
I =8 TO 11: HLIN 2,5 AT 1: NEXT
It PLOT 3,12

COLOR= 2

FOR I = 3 TO S: VLIN 22,34 AT
I: NEXT 11 VLIN 22,26 AT 1: VLIN
22,28 AT 2: ULIN 22,28 AT é:
ULIN 22,26 AT 7

HLIN 27,37 AT 15: HLIN 33,3
7 AT 14: HLIN 33,37 AT 13:1.VLIN
16,17 AT 29: PLOT 37,16

FOR I = 30 TO 34: VLIN 23,3

0 AT I1: NEXT 11 VLIN 23,27 AT
28: ULIN 23,29 AT 35: ULIN 2
3,27 aT 34

COLOR= 5

HLIN 3,5 AT 351 HLIN 2,8 AT
341 HLIN 2,3 AT 371 HLIN 5,8
AT 37

COLOR= 7

ULIN 23,31 AT &: HLIN 2,4 AT
251 HLIN 4,5 AT 27: PLOT 4,2

é

VLIN 23,30 AT 2%:1 HLIN 31,3

3 AT 25: HLIN 30,31 AT 27: PLOT
31,26: PLOT 29,15



$340 COLOR= 11
5340 FOR I = 8 TO 11: HLIN 28,34
AT 1t NEXT I: HLIN 30.34 AT
121 HLIN 30,32 AT 131 HLIN 3
0,31 AT 14
5380 FOR I = 22 TO 24: HLIN 30,3
3 AT 1: NEXT I:1 VLIN 25,26 AT
30
5400 COLOR= 12
5420 HLIN 5,7 AT 14: HLIN 3,7 AT
131 VLIN 9,12 AT 41 ULIN 11,
12 AT S: VLIN 11,13 AT 5: VLIN
8,12 AT &: ULIN 9,12 AT 7: VULIN
8,11 AT 8
5440 WVLIN 22,26 AT S: FOR 1 = 22
TO 24: HLIN 2,4 AT I: NEXT
1
5440 COLOR= 13
5480 FOR I = 16 TO 20: HLIN 30,3
6 AT T: NEXT I: VLIN 17,20 AT
28: VULIN 18,20 AT 29
5500 HLIN 30,33 AT 21
5520 COLOR= 0
5540 PLOT 29,831 VLIN 15,17 AT 7
5560 FOR 1 = 12 TO 21: HLIN 8,24
AT 1+ NEXT I3 VLIN 16,20 AT
27
5580 COLOR= 1S
5400 HLIN 0,13 AT 38: HLIN 0,13 AT
39: HLIN 23,39 AT 38: HLIN 2
3,379 AT 39
5610 HLIN 14,16 AT 2&é: HLIN 20,2
2 AT 2&: PLOT 14,25: PLOT 20
25
S4620 WLIN 24,39 AT 131 VLIN 24,3
$ AT 23
S440 IF C ¢ > 0 THEN 5840
5640 REM
1STRUZIONI
5482 COLOR= 9:NBR = INT ( RND ¢
1) % S>: ON NBR GOSUB 1100,1
200,1300,1400,1500
5465 NAMES = "————=—m—————m *: GOSUB
5675
5864 NAMES = " “; GOSUB
5675
5447 NAME$ = *————-———m—=mm “1 GOSUB
5675
5448 NAMES = * DUELLO!!! *: INVERSE
1 GOSUE S&75: NORMAL
5845 NAME$S m "==—=—————e——— “; GOSUB
5675
S&74 FOR I = 1 TO 999: NEXT I: GOTO
5699
5475 UTAB 241 HTAB 13: FOR I =1
TO LEN (NAME$):PITCH = PIT
CH + 1 PRINT MID$ (NAME®,I
104
5477 POKE 0,222 - 3 ® PITCH
5479 POKE 1,4
5680 CALL MU
5482 NEXT 1: IF PITCH < 54 THEN

PRINT

5484
9479
5700
5720

5740
5780

3780

5790
5792
5794
5794
5798

S800

o802
5820

S840

5860

5900
&U00

RETURN
HOME ¢ INVERSE i VTAB Z21: HTAB
3: PRINT "“Z’KEY "ji HTAB 29
1t PRINT *“7“KEY ;i
NORMAL 1 HTAB 14: PRINT * <
> o
NORMAL : PRINT "# APPLE SCE

GLIE UN SIMBOLO CHE SPARA.

PRINT "# PREMI LA Tua KEY @
UANDO ESS0 RIAPPARE®

PRINT "% IL PIU’ RAPIDO VIN
CE SE E’ CORRETTO. *;

FLASH 1 UTAB Z1: HTAB 1é&: PRINT
*RETURN": NORMAL

FOR I = 1 TO 20

POKE 0,202 - 10 * 1

FOKE 1,3

CALL MU

NEXT 1: COLOR= 2: GOSUB 150
0
K= PEEK (@)1 IF K ¢ > t4l
THEN 5800

POKE @ + 14,01C = 1

HOME

INVERSE : FOR 1 = 21 TO 23:
UTAB 1: HTAB 141 PRINT * *;
1 HTAE 2431 PRINT " ";i NEXT

1

UTAB 24: HTAB 14: PRINT *
"
RETURN

REM

DISEGNI A SINISTRA

&010
&015

6020
4025

&030
4035

&040
4045
40350
4055

&040
4063
&070

&072
&074
&074&
&080
4100
4110

? AT 14:

COLOR= 1

FOR I = 1S TO 18: HLIN 7,11
AT 1 NEXT 1

COLOR= 12

HLIN 12,15 AT 155 HLIN 12,1

S5 AT 1é: HLIN 12,13 AT 17t HLIN
12,13 AT 18

COLOR= 7

HLIM 12,19 AT 131 HLIN 13,1
HLIN 13,14 AT 19?: HLIN
14,16 AT 17: VLIN 15,16 AT 1

&: PLOT 14,18: PLOT 18,12

COLOR= 0

VLIN 29,31 AT &
COLDOR= 2
FOR I =
I: NEXT 1:
6,28
COLOR= B
HLIN 2,5 AT 21
FOR 1 = 1 TO 20

22 TO 2é:
HLIN 4,6 AT 273

HLIN 2,6 AT
PLOT

POKE 0,255 - 10 #* 1
POKE 1,3

CaLL MU

MEXT 1

RETURN

REM



FUOCO A SINISTRA

4120 COLOR= 9: FOR I = 1 TO 991 NEXT
I

6130 ULIN 13,14 AT 201 ULIN 12,1
5 AT 21: ULIN 11,12 AT 22: ULIN
15,16 AT 22

4140 COLOR= D3 VLIN 15,18 AT 15

46150 FOR I = { TO 50:Jd = PEEK ¢
Q + 48) + PEEK (Q + 48) ~ PEEK
(G + 48): NEXT 1|

4155 GOTO &170

&160 COLOR= 0: VWLIN 13,14 AT 20:
VLIN 12,15 AT 213 WLIN 11,1
é AT 22

a&1a5 RETURN

6170 HCOL = 20:V = 13:HPSN = 2:UP
SN = 0

6180 HCOL = HCOL + HPSN:VU = U + U
PSM: IF U » 37 THEN 4230

4190 IF SCRN( HCOL + HPSN / 2,V
+ UPSN / 2) = 0 THEN 6210

6195 IF UPSN = 0 THEN GOSUB &16
1]

6200 HPSH = HPSN # - 1:1UPSN = 2

6202 POKE 0, INT ¢ RND €1) # 99)
+ 5

6204 FOKE 1,4

&206 CALL MU

42z10 COLOR= 15: PLOT HCOL + HPSN
,U + UPSN: COLOR= 0: PLOT HC
oL,V

4220 GOTD 4180

4230 GOSUB S140: COLOR= 01 PLOT
HCOL,V: RETURN

7000 REM

DISEGNO A SINISTRA

7010 COLOR= 13

7015 FOR 1 = 16 TO 20: HLIN 26,2
$ AT 1: NEXT I

7020 COLOR= 8

7025 HLIN 28,36 AT 21: HLIN 28,3
6 AT 22

7030 COLOR= I11: FOR I = 1& TO 20
t HLIN 23,25 AT I: NEXT 1: HLIN
21,22 AT 16: HLIN 21,22 AT 1
7

7035 COLOR= 7

7040 HLIN 17,25 AT 14: HLIN 17,2
4 AT 15: VLIN 14,17 AT 20: HLIN
20,22 AT 18: HLIN 23,24 aT 2
1: PLOT 18,13

7045 COLOR= 2

7050 FOR 1 = 23 TO 29: HLIN 29,3
3 AT [: NEXT 1

7055 COLOR= 0

7040 PLOT 29,30

7100 GOTD 4070

7110 REM

FUOCO A DESTRA

7I1B I = INT ¢ RND (1) # 3): IF
1 < > 0 THEN 7130

7120 COLOR= 12: HLIN 5,7 AT 15: HLIN

7130

7140

7150
71580

7170
7180
7195
7200
7203
7204

7207
7z08

7209

7210
72135

7220

3z000

32763

5,7 AT 141 COLOR= 01 HLIN &,
7 AT 13: HLIN &,7 AT 14

COLOR= 15; FOR I = | TO 99:
MEXT 1

VLIN 14,15 AT 16; VLIN 13,1
& AT 151 VLIN 12,13 AT L4 VLIN
14,17 AT 14

COLOR= 0: ULIN 14,17 AT 21
FOR I = 1 TO 501J = PEEK ¢
Q + 48> PEEK (@ + 48) +
(Q + 48)1 NEXT 1

BOTO 7195

COLOR= 01 VLIN 12,17 AT 14:
ULIN 13,14 AT 15: VLIN 14,1
5 AT lé&: RETURN
HCOL = 1&:V m 141HPSN =
tUPSN = 0
HCOL = HCOL + HPSN:V = U + U
PSN: 1F U » 37 THEN 7219

IF SCRM( HCOL + HPSN / 2,V
+ UFSN / 2) = 0 THEN 7215
IF UPSN = 0 THEN GOSUB 718
)
HPSN =
POKE 0,
+ 5

POKE 1,4
caLL MU
COLOR= 15: PLOT HCOL + HPSN
LV + UPSN: COLOR= 0: PLOT HC
OL,Y: GOTO 7200

COLOR= 1: HLIN 5,7 AT 1S: HLIN
5,7 AT lé: PLOT 7,17: COLOR=
12: HLIN 5,7 AT 13: HLIN 5,7

AT 14

GOSUB S140: COLOR= 01
HCOL,V: RETURN

FOR 1 = 770 TO 789: READ J
: POKE 1,J: NEXT : DATA 96,1
73,48,192,136,208,4,198,1,24
0,8,202,208,246,146,0,76,3,3
98
Q

PEEK

-2

HPSN % 1iWPSN = 2
INT ¢ RND (13 = 99)

PLOT

RETURN

771

1&4384:MU =

“ci vediamo
venerdi
prossimo!”



I$ TI-99/4A

L'Anatonua e una scienza apprezzata ed ev-
tata insieme; se da un lato & grazie al suo stu-
dio che e stato, ed & possibile salvare tante vi-
te umane, da un altro lato & anche vero che
a volte pud essere impressionante e addirittu-
ra ripugnante osservare come siamo fatt) den-
Lro.

Dopo questa introduzione che pud aver fatto
pensare male qualcuno di voi, una premessa:
con questo listato in Basic nessuno diverra un

100 REM ****kkkkhxra®xekkhk
110 REM * ANATOMIA *
120 REM * UMANA ¥
130 REM **xsssskkhnkrkxsds
140 REM

150 REM TI-99 BASI1C

160 GOTD 2480

170 FOR I=1 TO N

180 READ C,CS

190 CALL CHAR(C,CS)

200 NEXT I

210 CALL CLEAR

220 RETURN

230 DATA 80,82,69,77,73,32,60,69
,78,84,69,82,62,32

240 RESTORE 230

250 FOR ¥Y=19 TO 32

260 READ G

270 CALL HCHAR(24,Y,G)
280 NEXT Y

290 CALL KEY(0,K,S)

300 IF K<>13 THEN 290
310 CALL HCHAR(24,19,32,13)
320 RETURN

330 FOR I=1 TO N

340 READ X,Y,G,R

350 CALL HCHAR(X,Y,G,R}
360 NEXT I

370 RETURN

380 FOR I=1 TO R

390 READ BONES(I),B(I)
400 NEXT I

410 RANDOMIZE

420 FOR I=1 TO R

430 RR=INT(RND*R+1)

440 IF BOMNES (RR)=""
450 BS (RR)=BONES3 (RR)
460 BB(RR)=B(RR)

470 ANS(RR)=I

480 CALL HCHAR(15+1,2,48+1)

490 FOR J=1 TO LEN(BS (RR))

500 CALL HCHAR(15+1,J+3,ASC(SEGS

novello fFrankenstein (o Frankenstiin, secondo
la pronuncia), e neppure un chirurgo provet-
to, tuttalpili potrete morire (in senso metafori-
co) dal ridere, vedendo i vostri amici scambia-
re un osso del naso per uno dell'orecchio, o
cose simili.

Forse sard un gioco un po' macabro; & perd
indubbiamente divertente!

Un consiglo: allontanate il vostro cane dal vi-
deo, con tutte guelle ossa in giro non si sa mail

THEN 430

(BS (RRY ,J,1)))

510 NEXT J

520 BONES$ (RR)=""

530 NEXT I

540 DATA 65,78,65,84,79,77,73,65
,32,85,77,65,78,65,32

550 RESTORE 540

560 FOR Y¥Y=9 TO 23

570 READ G

580 CALL HCHAR(1,Y,G)

590 NEXT Y
600 FOR I=1
610 RR=INT (RND*R+1)
620 IF BS(RR)=""
630 CALL HCHAR(14,2,63,3)
640 CALL KEY(0,K,S)

650 CALL COLOR(BB(RR),16,1)
660 CALL COLOR(BB(RR),7,1)
670 IF S<1 THEN 640

680 IF K-48=ANS(RR)THEN 710
690 CALL SOUND(500,-5,1)
700 GOTO 640

710 CALL HCHAR(14,2,32,3)
720 CALL SOUND(150,262,1)
730 CALL SOUND(150,330,1)
740 CALL SOUND(150,392,1)
750 CALL SOUND(150,330,1)
760 CALL SOUND(200,262,1)
770 CALI, COLOR (BB(RR),12,1)

TO R

THEN 610



780 BS(RR)=""

790 NEXT I

800 DATA 32,32,82,73,84,69,78,84
£73,63,32

810 RESTORE 800

820 FOR Y=22 TO 32

830 READ G

840 CALL HCHAR(23,Y,G)

Y

HCHAR (24,26,40)
HCHAR(24,27,83)
HCHAR(24,28,47)

HCHAR (24,29,78)

CALL HCHAR(24,30,41)

CALL KEY(0,K,S)

IF K=78 THEN 2480

IF K<>B3 THEN 910

FOR Y=16 TO 24

CALL HCHAR(Y,2,32,12)

NEXT Y

CALL HCHAR(23,22,32,10)

980 CALL HCHAR(24,26,32,5)

990 RETURN

1000 RESTORE 1010

1010 DATA 97,FOFCFFFFFFFFFFFF, 98
,0000COEOF8FCFEFF, 99, 0080C0COEQE
0EOE,100,E0EQ0FOFOF8F8FCFC

1020 DATA 101,FCFCFEFE3F1F0F07,1
02,FFFFFFFFFEF8F0C,103,FFFETF1F]
FOF0707,109,0F7FFFFFFFFFEFFFF

850
860
870
880
890
900
910
920
930
940
950
960
970

NEXT
CALL
CALL
CALL
CALL

1030 DATA 105,000000031F3F7FFF,1
06,01070FO0F1F1F3F7F,107, 7F7F3F3F
3F3F3F1F,108,0F0F0F0FOFOFOFOF
1040 DATA 137,0F0F0F0F03030101,1
38,FFFF7FIF3F1EOC,155,FFFEFCF,15
3,0303030303030303,159,F0C0808
1050 DATA 154,030303030303070F,1
56,0080CO0COEQEQFOF8,157,0F3FFFFF
FFFFFFFE,158,00000001030FFFFF

1060 DATA 113,7C7ETF7F3F3F1F1F,]
14,0FOFFFFFFFFFFFFF,115,1F1FOFOF
OFOF1F1F,116,FFFFFFFFFEREQOCOC
1070 DATA 117,00000080E0FCFFFF, 1
18, FFFFFFFFFF3F1F07,121,FF7F3F1F
1FO0F0701,122,7F1F0701

1080 DATA 123,FFFFFFFFOF,124,FEF
CF0C08,125,CFCF878703030101,126,
O0BO0EOFOFOFB8FBFS8

1090 DATA 127,00BEBBBBFFFFFFFF,1
45, FFFFFFFF77777777,146,FFFFTBTRE
7B7B,147,FFFFFFF

FFFDB1BC

1100 N=37

1110 GOSUB 170

1120 PRINT " PARIETALE"::TAB(20)
; "FRONTALE" : : : "TEMPORALE"

14

1130 PRINT TAB(20);"ZIGOMO":::TA
B(19);"MASCELLA": Y MANDIBO
LA "
1140 RESTORE 1150

1150 DATA 3,14,105,1,3,15,109,1,
3,16,96,1,3,17,97,1,3,18,98,1,4,
13,106,1,4,14,104,1

1160 DATA 4,15,96,4,4,19,97,1,4,
20,98,1,5,12,106,1,5,13,104,2,5,
15,96,6,5,21,99,1

1170 DATA 6,12,104,3,6,15,96,6,6
,21,100,1,7,12,104,3,7,15,96,5,7
,20,102,1,7,21,101,1

1180 DATA 8,12,107,1,8,13,136,3,
8,16,155,1,8,18,103,1,8,19,96,1,
8,21,153,1,9,12,108,1

1190 paTA 9,13,136,3,9,18,154,1,
9,19,152,1,9,20,156,1,9,21,153,1

,10,12,108,1,10,13,136,2
1200 DATA 10,15,112,1,10,16,117,
1,10,17,158,1,10,18,157,1,10,19,
159,1,10,20,113,1,10,21,114,1

1210 DATA 11,12,137,1,11,13,138,
1,11,14,120,1,11,15,118,1,11,16,
144,3,11,20,115,1,11,21,116,1

1220 DATA 12,13,138,1,12,14,125,
1,12,15,126,1,12,16,144,5,13,15,
120,1,13,16,147,1,13,17,146,1

1230 DATA 13,18,145,3,14,15,121,
1,14,16,120,1,14,17,127,4,15,16,

121,1,15,17,120,4
1240 DATA 16,17,122,1,16,18,123,
2,16,20,124,1,16,21,32,1

1250 N=66

1260 GOSUB 330

1270 GOSUB 240

1280 RESTORE 1290

1290 DATA 4,3,32,10,6,22,32,8,9,
3,32,9,10,22,32,10,13,21,32,8,16
79,32,9

1300 N=6

1310 GOSUB 330

1320 R=6

1330 DATA FRONTALE,9,PARIETALE, 1
0,ZIGOMO,11,MANDIBOLA, 12, TEMPORA
LE,14,MASCELLA,15

1340 RESTORE 1330

1350 GOSUB 380

1360 GOTO 1340

1370 RESTORE 1380

1380 DATA 97,0001030307070707,98
, OFOFOFOFOFOFOFOF, 99,07070707030
301,100,81C3C7EFFFFFFFFF

1390 DATA 101,F7F3F0FQ0FQOF3F7FF,1
02, FFFFFFFFF7F77E3C1,113,0000000
O000FFFFFF,121, 7E7E7E7EQ07E7ETE



1400 DATA 129,FEFEFEFEFE000000,1
30,FEFEFEFEFE0000FE, 131, FEFEFEQ0D
OOFEFEFE,137,FFFFFFFEOQ0080C

1410 DATA 138,FFFFFFFFFFO000FF,1

39,80C0C0C0B00000FE, 140, FFFFFFFF

0000FFFF,14] ,FFFFFFO0000FFFFFF

1420 DATA 142,FFFFFFO000COEQEQ,]

43,C0C08,145,000001070F1F7FFF, 14

6,1878BFBFBFOEOCO8

1430 DATA 64,0000001F1010101,94

101010101010101,95,101010101F

1440 N=23

1450 GOSUB 170

1460 PRINT TAB(21),"@FALANGE" TA
B(12);"RADIO

1470 PRINT :::TAB(12);"ULNA2 "~ M
ETACARPO" -
1480 PRINT " OMERO"::TAB(18);" C
ARPO":::z:z1:::: -

1490 CALL VCHAR(12,20,94,2)

1500 RESTORE 1510

1510 pATA 8,2,97,1,9,2,98,1,10,2
,99,1,8,3,96,8,9,3,96,8,10,3,96,

8,8,11,100,1

1520 paTa 9,11,
,8,12,104,8,9,1
,8,8,20,121,1,9

1530 DATA 10,20,1
,8,21,129,1,
,.,7 22,146, 1

1540 DATA 9, 22 140, 2, a 24,139,1,

9,24,137, 1,10 22 141,1,10,23,142

,10,24,143,1,10,29,32,1

1550 N=27

1560 GOSUB 330

1570 GOSUB 240

1580 N=7

1590 RESTORE 1600

1600 DATA 6,23,32,10,7,14,32,6,7
23,92 T, 14,342,708, 12:4,32:19;
13,2032, 71;14,20;32,7

1610 GOSUB 330

1620 R=6

1630 DATA OMERO,9,RADIO,10,ULNA,
11,CARPO,12,METACARPO,T3,FALANGI
,14
1640
1650
1660

02,1
,112

,145,1
,21,131

RESTORE 1630

GOSUB 380

GOTO 1640

1670 RESTORE 1680

1680 DATA 43,FFFFO0FFFFFFFFFF,33
,PFFFFFFF1F1F1FO0F,34,FFFFFFFFEOF
8FCFE, 35,FFFFFFFF

1690 DATA 36,FFFFFFFFO071F3F7F,37
,PFFFFFFFFBFBFBF8,97,07070707070
70707,100,E0EOEOEOEQOEOEQE

15

700 DATA 98,00COFOFCFEFFFFFF,10
1,00030F3F7FFFFFFF,99,FF1F0701,1
02,FFFB8E08,105,3FFFFFFF1F1FFFFF

1710 DATA 106,FFF7EIFIFIFTF7EF, ]
07,FCFFFFFFFEFB8FFFF,108,070707FF
FFFF0101,109,E0EQEOFFFFFF808
1720 DATA 113,000000FFFFFF,114,0
60F1FO3COCOFFFF,117,COFOF8C00303
FFFF,115,0000CO0E18F1F

1730 DATA 116,06060CF8FBF,119,60
60301F1FOF,121,000103070F1 F3F7F,
125,0080COEOF0F8FCFE

1740 DATA 123,7F3F1F0F070301,127
, FEFCFBFOEOCO08,133,EFFTETETC38]1,
132,F7EFETE7C381,145,7D413E3E1CO
8

1750 DATA 122,000000FFFFFFFFEF, ]
37,7C7E3F3FOFOF0701,141,3E7EFCEC
FOFOE08,138,00010101C7FFFEFF
1760 DATA 140,00808080E3FFFFFF, ]
39,FFFFFFF7F7E3C1,129,FFCIDDF9F3
E7CFC1,151, FFFFFFC1FDFDE] FD

1770 DATA 130,00C1EIF7F7F7FTE7,]
34,008387EFEFEFEFEF, 131, EFEFEFEF
EFEFEFEF,135,F7FTF7FIFTFTRFTF7
1780 N=42

1790 GOSUB 170

1800 CALL COLOR(1,12,1)

1810 CALL COLOR(2,12,1)

1820 PRINT TAB(6);"CLAVICOLA":::
TAB(22);"SCAPOLA":"1 STERNO"
1830 PRINT ::TAB(22);"COSTOLE"::
::TAB(7);"VERTEBRE":::"2 0.S5ACRO
LU

1840 PRINT TAB(20);"ILEO":
CIGE"::TAB(18);"ISCHIO":::
1850 RESTORE 1870

1860 CALL VCHAR(2,17,43,14)

1870 DATA 4,11,33,1,4,12,34,1,4,
13,35,3,4,16,36,1,4,18,34, 1,4,19

"3 CoC

,35,3,4,22,36,1,4, 23,371
1880 DATA 5,11,97,1,5,12,96,1,5,
13,98,1,5,15,114,1,5,16,105,1,5,
17,106,1,5,18,107,1,5,19,117,1
1890 DATA 5,21,101,1,5,22,96,1,5
,23,100,1,6,11,97,1,6,12,96,2,6,
1457137 2,65 1/6; .08,

1900 DATA 6,17,104,1,6,18,109,1,
6,19,113,2,6,21,96,2,6,23,100,1,
7:12.99,1,7,13,113,9

1910 DATA 7,17,104,1,7,22,102,1,
8,12,113,11,8,17,104,1,9,12,113,
4.8.16,116;1,9,¥8;119,1,9,19,113

4
1920 paTa 10,11,113,5,10,19,113,
5,14 11 173,4,11,15,116,1,11,19,
119,1,11,20,113,4,12,10,113,5



DATA 12,20,113,5,13,10,113,
14,116,1,13,20,119,1,13,21,
o 16,13,121,1,16,14;120,3
DATA 16,16,130,1,16,17,128,
6,18,134,1,16,19,120,2,16,21,
e T AT 120 83,07 516, 13051

0 DATA 17,17,129,1,17,18,135,
17:19; 120, 3, 18,13, 120,318,186,
A1l BT 5 1 7085 181321

60 DATA 18,19,120,3,19,13,123,
,19,14,120,2,19,17,145,1,19,19,
120,2,19,21,127,1,20,14,123,1
1970 DATA 20,15,120,1,20,16,122,
3,20,19,120,1

1980 DATA 20,20,127,1,21,15,137,
1:21,76, 138, ,21 17,739, ,21,18,
1400520 519, 141 ;1 24530,32; 1
1990 N=84

2000 GOSUB 330

2010 GOSUB 240

2020 RESTORE 2030

2030 DATA 5,1,32,1,7,3,32,9,6,24
,32,7,10,24,32,4,14,18,32,8,18,2
2,32,5,17,3,32,8,3,8,32,9

2040 DATA 17,11,32,1,14,9,32,8,1
5 11,32,1,10,28,32,3

2050 DATA 19,3,32,8,21,20,32,7,5
T i T i i e 5 i 0 o - BEES I | O B A e 2
3, L8, A T2 8

2060 N=18

2070 GOSUB 330

2080 CALL CHAR(145,"7F7F3E3E1CO08
|l}

2090 DATA CLAVICOLA,1,VERTEEBRE,2
,SCAPOLA, 9, STERNO, 10,COSTOLE, 11,
ILEO, 12,0580 SACRO,13,COCCIGE,15
,ISCHIO, 14

2100 R=9

2110 RESTORE 2090

2120 GOSUB 380

2130 CALL VCHAR(16,13,121)

2140 CALL VCHAR(17,13,120,2)
2150 CALL VCHAR(19,13,123)

2160 GOTO 2110

2170 RESTORE 2180

2180 DATA 97,FOF8F8F8FOE0OC08,98,
071F7F7F7F7F7F7F,99,3F1FO0F070703
0301,100, FFFFFFFFFFFEFC

2190 DATA 105,7E7F7F7F7F7F7F3E,]
13,7FFFFFFF7F7F7F7F,114,00COFFFF
FFFFFFFE,1]5,FFFFFFFFFFFFFEB
2200 paTaA T22,FFCFBFBFDFGFOFOF,T
2T,OFGFOFOFOFDFOFOF,129,3E?FFFEF
FFFFFF?F,]37,1C3F]FOF07030FOF
2210 DATA 138,3BBEBFBFO0F8FEFF.1
39,EFFFEEOFO?U?U?,T4U,FFFF01FEFF
O]EEFF,l45,FCFEFFO3F8FED?E

1
1,
13
19
1

2220 DATA 146,F80EF678,147,1F0F0

3,130,00FO0FEFFFFFFFFFE

2230 N=19

2240 GOSUB 170

2250 PRINT TAB(14);"FEMORE"

::TAB(14);"ROTULA":::TAB(7);"TIB

A"

2260 PRINT

:TAB(14) ;" TARSO"::
FALANGI"

2270 CALL VCHAR(2,14,96,9)
2280 CALL VCHAR(2,15,96,8)
2290 CALL VCHAR(13,14,112,7)
2300 CALL VCHAR(14,15,121,7)
2310 RESTORE 2320
2320 DATA 2,13,98,1,2,1
13,99,1,10,15,100,1,11,
11,15,105,1,12,74,113,1
2330 DATA 12,15,114,1,13,15,122,
1,20,14,115,1,12,14,129,1,21,15,
130,1,22,14,137,1,22,15,138,1
2340 DATA 23,15,139,1,23,16,140,
2,23,18,145,1,24,18,146,1,24,17,
1471, 24,:30,:32,7

2350 N=20

2360 GOSUB 330

2370 GOSUB 240

2380 RESTORE 2390

2390 DATA 4,16,32,6,11,16,32,7,1
4,9,32,5,16,16,32,6,21,16,32,6,2
3,5,32,10,23,19,32,9

2400 N=7

2410 GOSUB 330

2420 R=7

2430 DATA FEMORE,9,ROTULA,10,TIB
1a,11,FIBULA, 12, TARSO, 13, METATAR
S0,14,FALANGI, 15

2440 RESTORE 2430

2450 GOSUB 380

2460 GOTO 2440

2470 STOP

2480 CALL CLEAR

2490 PRINT TAB(7);"ANATOMIA UMAN

:TAB(14);"FIBULA"::::
" METATARSCO

6,97,1,3,
14,100,1,

2500
2510
2520
2530
2540
2550
2560
2570
2580
2590
2600
2610
2620
2630

CALL
CALL
CALL
CALL
CALL
CALL
CALL
CALL

CHAR (96,AS)
COLOR(9,7,1)
HCHAR(7,15,96,3)
HCHAR(8,15,96,3)
HCHAR(9,15,96,3)
VCHAR(10,16,96,6)
HCHAR(11,13,96,7)
VCHAR(15,15,96,6)
CALL VCHAR(15,17,96,6)
CALL COLOR(2,2,1)

IF FLAG=2 THEN 2820
FOR I=1 TO 7

CALL COLOR(9+I,12,1)



2640
2650
2660
2670
2680
2690
2700

CALL CHAR({96+8%*I,AS)
NEXT I

FLAG=2

PRINT "ISTRUZIONI?
CALL KEY(0,K,S)

IF K=78 THEN 2820

IF K<>B3 THEN 2680
2710 CALL CLEAR

2720 PRINT "PUOI RIPASSARE I NOM
I DELLE OSSa QUANTO VUOI."

(s/N)"

2730 PRINT :::"QUINDI PREMI <ENT
ER>."

2740 PRINT ::"LA NOMENCLATURA SP
ARIRA' E STARA' A TE DARE IL NO

IqE!l
2750 PRINT "ESATTO AD OGNI 0SS0.
" .

2760 PRINT "SCEGLI IL NUMERO ESA

TTO--"::"DEVI RISPONDERE ESATTAM
ENTE PER POTER CONTINUARE.":::
2770 GOSUB 240

2780 FLAG=Z2

2790 GOTO 2480

2800 DATA 83,67,69,71,76,73,58,4

9,32,67,65,80,79,32,50,32,66,82, |

65,67,45,32,32,32,32,67,73,65
2810 DATA 51,32,84,79,82,83,79,5
2,32,71,65,77,66,69,53,32,70,73,
78,69,32,32,32,32

2820 RESTORE 2800

2830 CALL HCHAR(23,1,32,21)

2840 FOR X=7 TO 19 STEP 2

2850 FOR Y=23 TOQ 29

2860 READ G

2870 CALL HCHAR(X,Y,G)

2880 NEXT Y

2890 NEXT X

2900 CALL KEY(0,K,S)

2910 IF S<1 THEN 2900

2920 IF K=53 THEN 2980

2930 IF (K>52)+(K<49)=-1 THEN 29
00
2940
2950

CALL CLEAR

PRINT “UN ATTIMO, PREGO."::
2960

2970

,2170
2980 CALL CLEAR
2990 END

CALL COLOR(9,12,1)
ON K-48 GOTO 1000,1370,1670

&p o9

Non v siete madr domandal guanta fabca co
sta raccogliere la frutta in un frutteto? Bene!
Questa volta lo imparerete a vostre spese. Avre-
te a disposizone 5 cestini per raccogliere al vo-
lo i vari frutti che cadono dagli alberi, in modo
del tutto casuale. Ad ogni frutto che si perde-
ra nell'erba, verrete penalizzati di un cestino;
dopo aver perso il quinto dovrete ricominciare
daccapo. Una vera fatica di Sisifo! Per sposta-

R T EEE R & h

100
110
120
130
140
150
160

REM
REM
REM
REM
REM
REM
REM

IL FRUTTETO

TI-99/4A

* % * A % ¥
* ok K X %

*

170 REM

re il cesting g destra € a sinistra userete | tast
con le corrispondenti frecce e per fermare il
medesimo userete la barra spaziatrice.

Solo dopo due giorni e due notti di lavoro, vi
verranno abbuonati gli errori commessi.

Il programma in TI Basic & lungo e richiede mol-
ta attenzione, ma la soddisfazione che ne trar-
rete alla fine vi ripaghera in piane della fatica.
Buon divertimento!

* TI BASIC *

180 REM

hkk kA RIAKR R AR XTI R KKK

190 REM
CALL CLEAR

GOSUB 2500 .
PRINT TAB(6);"VUOI AVERE LE
:TAB(3);"ISTRUZIONI ? (S/N)":

200

:



230
240
250
260
270
280
290
300
310
320
330

CALL KEY(0,K,S5)

IF S=0 THEN 230

IF K=83 THEHN 270

IF K=78 THEN 280

GOSUB 2690

CALL CLEAR

F1=0

5C=5

CALL SCREEN(1)

GOSUB 2050

MG=130

340 MOND=147

350 paTa 137,130,130,130,130,137
,130,130,130,137,152,153,154,155
,130,137,130,130,130,130,130,130
,137

360 DATA 130,130,130,137,130,130
;137,130,130

370 DATA 130,137,130,130,130,130
,130,137,130,130,156,157,158,159
,129,130,137,130,137,130,130,137
,130

380 DATA 130,130,137,130,152,153
,154,155,137

390 DATA 130,130,130,137,130,43,
42,44,130,130,130,137,130,130,13
0,137,130,130,43,41,42,44,130,13
0,130,130,137

400 DATA 156,157,158,159,129

410 DATA 42,41,42,41,46,47,47,47
,45,44,130,137,130,43,41

420 DATA 41,42,46,47,47,47,47,45
,42,41,42,42,44,130,130,137,130

430 DATA 47,47,47,47,47,47,47,47
,47,47,45,42,46,47,47,40
440 DATA 47,47,47,47,47,47,47,47
,4D,47,47,47,45,41,41,42

450 YS=16

460 PI(1)=72

470 PI(2)=88

480 PI(3)=80

490 PI(4)=73

500 CALL CLEAR

510 CALL CHAR(37,"183C3CTETEFFTE
18")

520 CALL CHAR(36,"0010387c7C1")
530 CALL CHAR(34,"0008081C08")
540 CALL CHAR(33,"00001038")

550 CALL CHAR(35,"000010387C1")
560 CALL CHAR(137,"0000000008")
570 CALL CHAR(148,"020303070F1EF
c’?l!)

580 CALL CHAR(147,"187EFFFFFFFF7
E18")

18

590 CALL CHAR(72,"02041E3E3C7060
1"
20% CALL CHAR(73,"08103C7A7ETE3C
"
6%0 CALL CHAR(74,"0073846414E3")
620 CALL CHAR(75,"009925252599")
630 CALL CHAR(76,"00CF28CE482F")
642 CALL CHAR(96,"182442ABD5AB56
ggO}CALL CHAR(80,"78F010102844C3
"
EEE)CALL CHAR(88,"80COE06070381E
g;O)CALL CHAR(39,"0000001054381"
LED CALL CHAR(38,"00000089523418
éQE CALL CHAR(152,"000303000F1F3
F3FY)
TOOHCALL CHAR(153,"0000FOFFFFEFF
g?E éALL éHAR(TSd,"UOOUOTFBFFFFF
F3F")
720 CALL CHAR(155,"0000EQOFOFCESE
i%D)CALL CHAR(156,"7F6F6F6F3F16"
%%0 CALL CHAR(157,"FBFFEFBFFFFF7
??é CALL CHAR(158,"19B3FFFFFFFF5
gsé CALL CHAR(159,"FEFFEFFEFFFTC
%7% CALL CHAR(129,"BO0EOEOEOFOEQC
7;9 CALL CHAR(40,"FFFF7EC3C18183
ESS)CALL CHAR(41,"00004070FCFFFF
ggO)CALL CHAR(42,"0000000086CFFF
FE")
832 CALL CHAR(43,"0000000002267F
gge)CALL CHAR (44 ,"00000000A0F4FE
ggE]CALL CHAR (45,"80COEQOFCFDFFFF
EEEJCALL CHAR(46,"01030F1FDFFFEF
gggiCALL CHAR (47 ,"FFFFFFFFFFFFFF
rE

860 CALL CHAR(130,"")
B70 REM #4# STAMPA BOSCO
880 FOR J=1 TO 5



890
300
910
920
930
940
950
960
970
980
990
1000
1010
1020
1030
1040
1050
1060
1070
1080
90,9
80,9
1090
1100
1110
1120
1130
1140
1150
1160
1170
1180
1190
1200
1210
1220
1230
1240
1250
1260
1270
1280
1290
1300
1310
1320
1330
1340

1350
1360
1370
1380
1380
1400
1410
1420
1430

FOR I=1 TO 32

READ ZC

CALL HCHAR(J,I,ZC)
NEXT I

NEXT J

31=15

Z=6

X=1

A=32

A=a+]

5=51

FOR J=1 TO X

CALL HCHAR(Z,S,R)
CALL HCHAR(Z,S+2,A)
S=5+2

NEXT J

X=X+1

Z=2+1

S1=81-1

ON Z GOTO 990,990,990,990,9
90,990,980,980,990,980,990,9
90,990,10890

CALL HCHAR(20,1,39,160)
0=24

FOR P=74 TO 76

CALL HCHAR(22,0,P)
0=0+1

NEXT P

GOoTO 1300

REM MOVIMENTO ERBA

sc=s5Cc-1
FOR ZE=38 TO 39

CALL HCHAR(Z-1,5-1,2E,3)
FOR ZI=1 TO 50

NEXT ZI

NEXT EZE

T1=1200

FOR TT=1 TO 2

FOR T=T1 TO 1000 STEP -30
CALL SOUND(-100,T,0)
NEXT T

T1=1400

NEXT TT

CALL HCHAR(19,YS,96)
RANDOMIZE

FOR J=1 TO 5

CALL HCHAR(23,5+J,39)
NEXT J

FOR J=1 TO SC

CALL HCHAR(23,5+J,96)
NEXT J

IF SC=0 THEW 2360
CALL HCHAR(2,MS,MG)
MS=MS+1

IF MS<33 THEN 1560
IF F1=1 THEN 1480
Fl1=1

REM #%#%# GLORNO/NOTTE
MOND=148

GOSUB 2050

GOTO 1560

F1=0

MOND=147

GOSUB 2050
TZAEHL=TZAEHL+1

IF TZAEHL<4 THEN 1560
TZAEHL=0

SC=5

GoTOo 1350

CALL GCHAR(2,MS,MG)

IF MG=129 THEN 1610

IF MG<160 THEN 1590 ELSE 16

IF MG>151 THEN 1610 ELSE 16

CALL HCHAR(2,MS,MOND)
PIC=PI (INT(RND*4)+1)
Z=6

s=16

REM $#4# INIZIO GIOCO
CALL HCHAR(6,16,PIC)
CALL HCHAR(6,16,32)
CALL SOUND(-50,-2,7)
CALL HCHAR(Z,S,32)
Z2=Z+1

IF %Z<15 THEN 1750

IF Z=21 THEN 1160
CALL GCHAR(Z,S,FR)

IF FR=32 THEN 1780

IF FR=96 THEN 1960
W=INT (RND*3) -1

IF W=0 THEN 1750
S=5+W

CALL HCHAR(Z,S,PIC)
CALL KEY(0,K,ST)

IF ST=0 THEN 1870

IF K=68 THEN 1840

IF K=83 THEN 1860

IF K=32 THEN 1680

R=1

GOTO 1870

R=-1

¥YS5=¥5+R

IF YS>»32 THEN 1890 ELSE 192

¥5=Y5-R

GoTO 1680

Y3=1

CALL HCHAR(19,Y¥S-R,32)

IF ¥S<1 THEN 1910

CALL HCHAR(19,YS,96)
GOTO 1680

REM

CALL SOUND(-100,-6,0)
CALL SOUND(-100,1200,0)



SCORE=SCORE+]
TE$=STRS (SCORE) &"
T5=24

TZ=23

GOSUB 2250

GOTO 1380

REM #SUBROUTINE COLORI
REM #GIORNO E NOTTE

M5=1

CALL COLOR(1,3+F1*10,11+F1*

1990
2000
2010
2020
2030
2040
2050
2060
2070
2080
-9
2090
t_”
2100
2110
2120
2130
_'|)
2140
1%-1)
2150 CALL
1%.1)
2160
t_g)
2170
2180
2190
-9)
2200
2210
_9}
2220
-91
2230
2240
2250
ERALE
2260
2270
2280
2290
2300
2310
2320
2330
2340
2350
2360
2370
2380
2390
2400
2410
2420
2430

CALL COLOR(2,15+F1*-13,6+F1

IF F1=0 THEN 2130

CALL COLOR(14,16,6+F1%*-1)
GOTO 2140

CALL COLOR(14,6+F1*-1,6+F1*

CALL COLOR(13,16+F1*-10,6+F

COLOR(16,16+F1*%-10,6+F
CALL COLOR(5,11+F1%-9,11+F1
COLOR(6,7,11+F1%-9)

COLOR(7,14,11+F1#%-9)
COLOR(4,2+F1%14,11+4F1%*

CALL
CALL
CALL

COLOR(8,3,11+F1*-9)
COLOR(3,2+F1*14,11+F1*

CALL
CALL
CALL COLOR(9,2+F1*14,11+F1*
CALL COLOR(15,12,6+F1%*-1)

RETURN
REM ###% ROUTINE STAMPA GEN

J=LEN (TES)

FOR I=0 TO 2

CALL HCHAR(TZ,TS+I,32)
NEXT I

FOR I=0 TO J
TG=ASC (SEG$ (TES,I+1,1))
CALL HCHAR(TZ,TS+I,TG)
IF TG=32 THEN 2350
NEXT I

RETURN

TZ=22

TS=9

TES="riprovi s n "
GOSUB 2250

CALL KEY(0,K,ST)

IF K=83 THEN 2460

IF K<>78 THEN 2400
CALL CLEAR

PRINT TAB(7);"-ARRIVEDERCI-

20

2450
2460
2470
2480
2490
2500

END

CALL HCHAR(22,8,39,14)
3CORE=0

SC=5

GOTO 1300

REM #%% BELLA SCRITTURA

2510 RESTORE

2520 DATA 003F666CT746466EF,007E3
13B3633337E,003E634140603F1E,007
E321119113F7E,007F33303C38317F,0
07F723239383078

2530 DATA 003E6648504F663E,007C6
03F3132327A03,007C38181C1A183C2,
003F13060606263F

2540 DATA 007B72363C363673,00783
0303072637F

2550 DATA 007r2B2A49494963,007C7
6323A323477,003E634559617F3E,007
E33313F3E3078,003E634559617F3EQ7

2560 DATA 007F313A34323179,003E4
13C06634F3E

2570 DATA 007r492a0808081C,006F2
626666E7E37,0073622232321E0C,007
7222241494936,007932140814264F
2580 DATA 007341623418183C,007F4
3260C1A3YTF

2590 FOR J=1 TO 160

2600 READ I

2610 NEXT J

2620 FOR J=65 TO 90

2630 READ Z$

2640 CALL CHAR(J,Z$)

2650 NEXT J

2660 GOSUB 2730

2670 RESTORE

2680 RETURN

2690 FOR F=1 TO 16

2700 CALL COLOR(F,14,14)

2710 NEXT F

2720 GoTO 2780

2730 CALL SCREEN(14)

2740 FOR J=1 TO 16

2750 CALL COLOR(J,16,14)

2760 NEXT J

2770 RETURN

2780 PRINT " I L FRUTTE

T OII

2790 BRINT " er—cmeom o e -
e _II

2800 PRINT :::

2810 PRINT " SALVE GIARDINIERE
(L

2820 PRINT "TENTA DI RACCOGLIERE
NEL": :

2830 PRINT "CESTELLO TUTTI I FRU

TTE"s



2840 PRINT "CHE CADONO DAGLI ALB

ERI!"™::
2850 PRINT "PER QUESTO USA I TAS
TEMse
2860 PRINT "'S' PER SINISTRA, 'D
' PER. “i:
2870 PRINT "DESTRA E 'SPAZIO' P
ER™::
2880 PRINT "FERMARE IL TUO CESTE
LEo Mz
2890 PRINT "PREMI UN TASTO!™
2900 GosuB 2730
2910 CALL KEY(0,K,ST)
2920 IF ST=0 THEN 2910 ELSE 2930
2930 CALL CLEAR

PRINT TAB(10);"ALT !!I"zz:::

2940

2950 PRINT "QUASI L'AVEVO DIMENT
TCRATO: Mg

2960 PRINT "PUOI FARE SOLO 5 ERR
ORIy"c:

2970 PRINT "DOPO DUE GIORNI E DU
E NOTTI"::

2980 PRINT "DI DURO LAVORO, TI V
ERRANNO "::

2990 PRINT "ANNULLATI TUTTI GLI
ERRORIM™::

3000 PRINT "CHE HAI FATTO."::
3010 PRINT "PREMI UN TASTOL"
3020 CALL KEY(0,K,ST)

IF ST=0 THEN 3020
CALL CLEAR
RETURN

3030
3040
3050

Il vostro TI 99, cont questo programima scrtto
in T! Basic, vi ha posto al comando di un grup-
po di prigionieri di guerra che vogliono dispe-
ratamente fuggire da un campo di concentra-
menta: cid non & facile, ma la vostra abilita
di organizzatore vi consentird di far scappare
un buon numero di prigionieri. A questo scopo
dovrete guidarli verso I'infermeria, dalla quale
si diparte una galleria segreta che porta fuori
le mura della prigione, e poi sul sentiero nel
bosco verso la libertd.

]OD REM [EXEEE SR X EEEEEE S S8
110 REM * *
120 REM * EVASIONE *
130 REM * &
140 REM * TI-99/4A *
150 REM * TI BASIC *
'[60 REM FEEXEELEE S & R L R &5 & & & &
170 CALL CLEAR

180 PRINT “ *% EVASIONE *#*"
190 PRINT "TU SEI L'ORGANIZZATOR

E DEL":"COMITATO DI EVASIONE DA
2

Qualche prigioniero, purtroppo, perderd la vi
ta, colpito da proiettili di mitra o a causa di
barriere elettrificate ad intermittenzd, presen-
i sia all'interno che all'esterno delle mura. At-
tento anche al tempo che trascorre veloce,
scandito dal contasecond.

Al termine dei 99 secondi concessi saprete
quanti uomini avrete portato in salvo e quanti
ne avrete persi nella fuga.

Buona fortuna e in bocca al lupo.

UN":"CAMPO DI PRIGIONIERI DI GUE
RRA"::

200 PRINT “"GUIDA I TUOI UOMINI U
SANDO":"I TASTI DELLE FRECCETTE"

210 PRINT "DIRIGILI VERSO LA POR
TA DEL":"REPARTO INFERMERIA. QUI
".:"E' GIA' STATA SCAVATA UNA":"G
ALLERIA"::

220 PRINT "STAI ATTENTO AI MITRA

E ALLE" :"BARRIERE ELETTRIFICATE
":"E DIRIGILI VERSO GLI ALBERI":
"OLTRE LE MURA"::



230

PRINT

QUE "

240
250
260
270
280
290
300
310
320

CALL KEY(0,K,S)

IF S=0 THEN 240

ESC=0

MO=0

ROW=18

coL=24

CALL CLEAR

CALL SCREEN(18)

CALL CHAR(103,"181818FFFF181

818")

330

CALL CHAR(104,"187C7EFFFFFE7

c38")

340

CALL CHAR(112,"0000081C241C1

422")

350
360
FE")
370

CALL
CALL

CHAR(41,"0000007818")
CHAR (40, "FFFFFFFFFFFEFEF

CALL CHAR(120,"FFFFFFFFFFFFF

FFF")

380
390
400
110
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

CALL
CALL

COLOR(9,10,1
COLOR(10,13
CALL COLOR (12,11
CALL COLOR(11,6,
FOR C=1 TO 5
CALL VCHAR(9,C,104,7)
NEXT C

CALL VCHAR(5,14,40,15)
CALL VCHAR(5,28,40,15)
CALL HCHAR(5,15,40,13)
CALL HCHAR(19,15,40,13)
FOR CO=25 TO 27

6)
1)
11)
)

r
r
1

CALL VCHAR(14,C0,40,5)
NEXT CO

FOR COM=15 TO 21

CALL VCHAR(13,COM,40,3)
NEXT COM

FOR 0=25 TO 27

CALL VCHAR(6,0,40,5)
NEXT O

FOR 0C=15 TO 21

CALL VCHAR(7,0C,40,3)
NEXT OC

CALL HCHAR(10,21,40)
CALL HCHAR(10,19,40)
FOR OP=12 TO 15

CALL VCHAR(2,0P,40,3)
CALL VCHAR(20,0P,40,3)
NEXT OP

FOR PO=28 TO 30

CALL VCHAR(2,P0,40,3)
CALL VCHAR(20,P0,40,3)
CALL HCHAR(8,20,103)
CALL HCHAR(12,2,32,4)
CALL VCHAR(14,25,32,3)
NEXT PO

22

“"PREMI UN TASTO QUALUN

740
750
760
770
780
790

REM IMPOST.TEMPO

TIME=100

R=6

c=2

TIME=TIME-1

IF LEN(STRS(TIME))=1 THEN 80

0 ELSE 810

800
810
820
STRS
830
840
850
860
870
880
890
900
910
920
930

940
950
960

970
60,1
980
990

1000
1010
1020
20

1030
1040

1050

1060
1070
1080
20

1080
1100
1110

1120
1130
1140
20

1150
1160
1170

1180
1180

CALL HCHAR(23,26,32)

FOR I=1 TO LEN(STR$(TIME))
CALL HCHAR(23,I+24,ASC(SEGS(
(TIME) ,I,1)))

NEXT I

CALL HCHAR(5,12,120)

CALL HCHAR(17,15,120)

CALL HCHAR(6,24,120)

CALL HCHAR(12,27,120)

CALL HCHAR(4,20,40,3)

CALL HCHAR (ROW,COL,112)

CALL GCHAR(10,20,G)

IF G=112 THEN 2020

CALL GCHAR(12,2,GT)

IF GT=112 THEN 2060 ELSE 940

GOSUB 1240
RANDOMIZE
X=INT(RND*6) +1

ON X GOSuB 1360,1520,1680,18
360,1360

CALL KEY(0,K,S)

IF K=69 THEN 1000 ELSE 1050

ROW=ROW-1
CALL GCHAR(ROW,COL,GET)
IF GET>32 THEN 1030 ELSE 12

ROW=ROW+1
GOTO 1220

IF K=88 THEN 1060 ELSE 1110

ROW=ROW+1
CALL GCHAR (ROW,COL,GET)
IF GET>32 THEN 1090 ELSE 12

ROW=ROW-1
GOTO 1220
IF K=68 THEN 1120 ELSE 1170

COL=COL+!
CALL GCHAR (ROW,COL,GET)
IF GET>32 THEN 1130 ELSE 12

COL=COL-1
GOTO 1220
IF K=83 THEN 1180 ELSE 1220

COL=COL-1
CALL GCHAR(ROW,COL,GET)



1200
20

1210
1220
1230
1240

IF GET>32 THEN 1210 ELSE 12

COL=COL+!

CALL HCHAR (ROW,COL,32)
GOTO 890

REM CONTEGGIO TEMPO
1250 TIME=TIME-!

1260 IF LEN(STRS$(TIME)}=1
270 ELSE 1280

1270 CALL HCHAR(23,26,32)
1280 FOR I=1 TO LEN(STRS (TIME))

THEN 1

1290 CALL HCHAR(23,I+24,ASC(SEGS
(STRS (TIME) ,1,1)))

1300 NEXT I

1310 IF TIME=0 THEN 1330

1320 RETURN

1330 CALL CLEAR

1340 PRINT "HAI PERSO";MO;" UOMI
NI"™:" E";ESC;"UOMINI SONO RIUSCI
TI A";"FUGGIRE"::::

1350 STOP
1360 REM

1370 CaLL
1380 CALL

Gl

SOUND (200,-1,1)

HCHAR (ROW,COL, 112)
1390 CALL VCHAR(6,12,41,13)

1400 CALL GCHAR (ROW,COL,GC)

1410 IF GC=41 THEN 1420 ELSE 149
0
1420
1430

CALL HCHAR(ROW,COL,120)
CALL SOUND(200,392,2,330,2)

1440
1450
1460
1470
1480
1490
1500
1510
1520

CALL HCHAR (ROW,COL,32)
MO=MO+1
CALL HCHAR (ROW,COL,32)
ROW=18
COL=24
CALL VCHAR(6,12,32,13)
CALL HCHAR (ROW,COL,32)
RETURN
REM G2

1530
1540
1550
1560
1570
0

1580
1580

SOUND (200,-2,1)

HCHAR (ROW,COL,112)
CALL VCHAR(7,24,41,12)

CALL GCHAR (ROW,COL,GC)

IF GC=41 THEN 1580 ELSE 165

CALL
CALL

CALL HCHAR (ROW,COL,120}
CALL SOUND(200,392,2,330,2)

1600
1610
1620
1630
1640
1650
1660

CALL HCHAR (ROW,COL,32)
MO=MO+1
CALL HCHAR (ROW,COL,32)
ROW=18
COoL=24
CALL VCHAR(7,24,32,12)
CALL HCHAR (ROW,COL,32)

1670
1680
1690
1700
1710
1720
1730

1740

1750
1760

1770
1780

1790
1800
1810
1820
1830
1840
1850
1860

1870
1880
1890
1500
1910

1920
1930

1940
1950
1960
1970
1980
1990
2000

2010
2020
2030
2040
2050
2060
2070

2080
2090
2100
2110
2120
2130

RETURN

REM G3

CALL SOUND(200,-3,1)
CALL HCHAR (ROW,COL,112)
FOR RR=26 TO 15 STEP -1
CALL HCHAR(12,RR,41)
CALL GCHAR (ROW,COL,GC)

IF GC=41 THEN 1750 ELSE 182

CALL HCHAR (ROW,COL,120)
CALL SOUND(200,392,2,330,2)

CALL HCHAR (ROW,COL,32)
MO=MO+1

CALL HCHAR(ROW,COL,32)
ROW=18

COL=24

CALL HCHAR(12,RR,32)
NEXT RR

CALL HCHAR (ROW,COL,32)
RETURN

REM G4

SQUND (200,-5,1)

HCHAR (ROW,COL,112)
HCHAR(17,16,41,9)
GCHAR (ROW,COL,GC)

1920 ELSE 199

CALL
CALL
CALL
CALL
IF GC=41 THEN

CALL HCHAR (ROW,COL,120)
CALL SOUND(200,392,2,330,2)

CALL HCHAR (ROW,COL,32)
MO=MO+]1
CALL HCHAR(ROW,COL,32)
ROW=18
CoL=24
CALL HCHAR(17,16,32,9)
CALL HCHAR (ROW,COL,32)

RETURN

CALL HCHAR (ROW,COL,32)
ROW=8

COL=13

GoTo 940

CALL HCHAR(12,2,32)
FOR S=30 TO 0 STEP -2

CALL SOQUND(100,262,S8)
NEXT S

ROW=18

CoL=24

ESC=ESC+1

GOTO 890




Ip T1-99/4A

Questo & un nuova, appassionante. ginching
d'azione che con poche istruziont da digitare
vi offrird ore di divertimento assicurate.
Scopo del gioco & difendere da continui bom-
bardamenti gerei la vostra citta natale in mo-
do da salvare il maggior numero possibile di
case dalla distruzione.

eSS SRR ESEEES]

*% ATR DEFENSE #**

I E RS RS RE ST ESES SRS

REM TI-99 BASIC

100 DIM BLOCKS (2),PLACE(2),BUILD
IN (32,2)

110 RANDOMIZE

120 REM

130 CALL CHAR(129,"001CBEFFFFBE]
coo"m)

140 REM

150 CALL CHaAR(130,"181818FFFF181
318™)

160 CALL CLEAR

170 CALL SCREEN(12)

180 FOR J=5 TO 8

190 CALL COLOR(J,5,16)

200 NEXT J

210 FOR J=9% TO 12

220 CALL COLOR(J,2,14)

230 NEXT J

240 T=0

250 p=0

260 Q=0

270 M=0

280 CALL CLEAR
290 PRINT "

60
70
80
90

REM
REM
REM

AIR DEFENSE"

300
310
320
330
"

340
350

PRINT
PRINT
PRINT
PRINT " wvuoi le istruzioni?
PRINT
PRINT " premi 5 o W"
360
370
380
390

FOR I=1 TO 7

PRINT

NEXT I

CALL KEY(3,Y,STATUS)

24

Per raggiungere questo obiettive posizionare if
miring della vostra contraerea sulla bomba in
fase discendete (utilizzando i tasti con le frec-
ce) e premere la barra spaziatrice in modo da
far esplodere a mezz aria ['ordigno con uno dei
vostri mussili terrg-aria.

Sembra facile, ma...

400 IF STATUS=0 THEN 340U
410 IF Y=ASC("N")THEN 750
420 IF Y=ASC("S")THEN 520
430 CALL CLEAR

440 PRINT
450 PRINT "
N'!l

460 FOR I=]
470 PRINT
480 NEXT I
490 FOR DELAY=1 T0 500
500 NEXT DELAY

510 GOTO 280

520 CALL CLEAR

non hai premuto § o

TO 13

530 PRINT " DEVI FERMARE LA CA
DU"A"

540 PRINT "DI BOMBE ESPLODENDOLE
A MEZZ'ARIA."™

550 PRINT

560 PRINT

570 BRINT " -MUOVI IL MIRINO-"

580 PRINT

590 PRINT " sinistra: PREMI <s>

n

600 PRINT " destra: PREMI <d4>
"

610 PRINT " su: PREMI <e>
LU

620 PRINT " giu': PREMI <X>
630 PRINT

640 PRINT " QUANDO LA BOMBA ED
IL“

650 PRINT "MIRINO COMBACIANO, SP

ARAM

660 PRINT "PREMENDO LA BARRA."
670 PRINT "PRIMA ESPLODERAI LA B

OMBA,"



680 PRINT "MAGGIOR PUNTEGGIO AVR| 1190 IF RBOMB=1 THEN 1210
AIL." 1200 CALL VCHAR (RBOMB-1,CBOMB,32
690 PRINT )
700 PRINT 1210 IF (RCROSS=OLDRCROSS)* (CCRO
710 PRINT SS=0OLDCCROSS) THEN 1230
720 PRINT " PREMI un tasto..."| 1220 CaLL VCHAR (OLDRCROSS,OLDCCR
355,32)
730 CALL KEY(0,S3,STATUS) 1230 CALL VCHAR(RCROSS,CCROSS,13
740 IF STATUS=0 THEN 730 0)
750 CaALL CLEAR 1240 CALL VCHAR (RBOMB,CBOME,129)
760 CALL COLOR(B,2,1)
770 PRINT " IN BOCCA AL LUPO!| 1250 RBOMB=RBOMB+]
L 1260 IF RBOMB=23 THEN 1540
780 FOR I=1 TO 10 1270 IF (RCROSS=RBOMB-1)* (CCROSS
790 PRINT =CBOMB) THEN 1290
800 NEXT I : 1280 GOTO 1080
B10 IF R=ASC("R")THEN 840 1290 CALL KEY(0,B,STATUS)
820 GOSUB 2090 1300 IF B=32 THEN 1330
830 GOTO 860 1310 GOTO 1080
B840 FOR I=1 TO 250 1320 REM
850 NEXT I 1330 RBOMB=RBOMB-1
860 CALL CLEAR 1340 CALL SCREEN(10)
870 GOSUB 2300 1350 CALL VCHAR (RBOMB,CBOMB,32)
880 IF T=20 THEN 1860
890 T=T+1 1360 CNT=0
900 CCROSS=16 1370 C1=92
910 RCROSS=21 1380 C2=47
920 RBOMB=] 1390 FOR I=-1 TO 1 STEP 2
930 CALL SCREEN(6) 1400 CALI VCHAR (RBOMB+I,CBOMB+I,
940 CBOMB=INT (RND*29)+2 c1)
950 HS=STRS(T) 1410 CALL VCHAR (RBOMB+I,CBOMB-1I,
960 ROW=2 c2)
970 COL=3 1420 NEXT I
980 GOSUB 2520 1430 Cl1=32
990 SCORE=P*Q*10 1440 C2=32
1000 HS$=5TRS (SCORE) 1450 IF CNT=1 THEN 1510
1010 ROW=5 1460 CNT=1
1020 GOSUB 2520 1470 FOR VOL=10 TO 30 STEP 5
1030 FOR I=1 TO 70 1480 CALL SOUND(100,-6,VOL)
1040 NEXT I 1490 NEXT VOL
1050 FOR I=2 TO 5 STEP 3 1500 coTo 1390
1060 CALL HCHAR(I,3,32,6) 1510 P=P+1
1520 Q=0+ (23-RBOMB)
1070 NEXT I 1530 GOTO 880
1080 OLDRCROSS=RCROSS 1540 REM
1090 OLDCCROSS=CCROSS
1100 CALL KEY(O,A,STATUS) 1550 CALL VCHAR(22,CBOMB,32)
1110 IF A<>ASC("E")THEN 1130 1560 CALL SCREEN(9)
1120 RCROSS=RCROS5S-SGN(RCROSS-1) | 1570 caLL COLOR(12,11,1)
1580 CALL VCHAR(E?-,CBOMB—T,'JZZ}
1130 IF A<>ASC("X")THEN 1150
1140 RCROSS=RCROSS+SGN (22-RCROSS | 1590 CALL VCHAR(23,CBOMB,32)
) 1600 CALL VCHAR(23,CBOMB+1,123)
1150 IF A<>ASC("D")THEN 1170
1160 CCROSS=CCROSS+SGN(31-CCROSS | 1610 CALL VCHAR (24,CBOMB-1,124)
)
1170 IF A<>ASC("S")THEN 1190 1620 CALL VCHAR({24,CBOMB,125)
1180 CCROSS=CCROSS-SGN(CCROSS-2) | 1630 cALL VCHAR(24,CBOMB+1,126)

25



1640 FOR I=1 TO 20

1650 NEXT I

1660 CALL COLOR(12,7.,1)

1670 CALL SCREEN(12)

1680 FOR I=1 TO 20

1690 NEXT I

1700 CALL SCREEN(7)

1710 FOR VOL=24 TO 1 STEP -4
1720 CALL SOQUND(200,-7,VOL)
1730 NEXT VOL

1740 FOR DVOL=1 TO 24 STEP 4
1750 CALL SOUND(200,-7,DVOL)
1760 NEXT DVOL

1770 FOR J=23 TO 24

1780 FOR I=CBOMB-1 TQ CBOMB+]
1790 CALL VCHAR(J,I,32)

1800 NEXT I

1810 NEXT J

1820 CALL VCHAR(RCROSS,CCROSS,32
)

1830 CALL COLOR(12,2,14)

1840 M=M+1

1850 GOTO 880
1860 CALL CLEAR

1870 CALL SCREEN(4)

1880 CALL COLOR(8,5,16)

1890 PRINT " GAME OVER"

1900 FOR I=1 TO 4
1910 PRINT
1920 NEXT I
1930 PRINT
1940 PRINT
1950 PRINT
1960 PRINT
1970 PRINT
*10

1980 FOR I=1
1990 PRINT
2000 NEXT I
2010 PRINT "
CARE"

2020 PRINT
2030 PRINT
2040 CALL KEY(0,R,STATUS)
2050 IF STATUS=0 THEN 2040
2060 IF R=ASC("R")THEN 16U
2070 END

"

DISTRUTTO Wep

" MANCATO M

PUNTI TOTALI";E*Q

TO 4

PREMI r PER RIGIO

2080 REM
2090 FOR ROW=2 TO 1
2100 FOR COL=1 TO 32
2110 READ BUILDING (COL,ROW)
2120 NEXT COL

2130 NEXT ROW

2140 REM
2150 CALL

STEP -1

CHAR(136,"FFABFFABFFAB

FFFF")
2

&

]

2160 CALL CHAR(128,"003C7EFFFFFF
TE42")
2170 CALL
TE66")
2180 CALL
6060")
2190 CALL
DBF8")
2200 CALL
F8F8")
2210 CALL
FFFEF")
2220 CALL
2230 CALL
0201")
2240 CALL
4080")
2250 CALL
FFFF")

CHAR(131,"42665A664242
CHAR(132,"606060606060
CHAR(133,"607858F8D8FS8
CHAR(134,"FBABFBABF8AS
CHAR(135,"C3C3FFABFFAB

COLOR(14,7,12)
CHAR(122,"804020100804

CHAR(123,"010204081020

CHAR(124,"B0EQOFBFEFFFF

2260 CALL
C3E7")
2270 CALL CHAR(126,"01071F7FFFFF
EFFE")

2280 RETURN

2290 REM

2300 FOR ROW=2 TO 1 STEP -1

2310 FOR COL=1 TO 32

CHAR(125,"814224780081

2320 BLOCKS (ROW) =BLOCKS (ROW) &CHR
$ (BUILDING (COL,ROW) )

2330 NEXT COL

2340 NEXT ROW

2350 FOR ROW=2 TO 1 STEP -1

2360 FOR COL=1 TO 32

2370 PLACE (ROW)=ASC (SEGS (BLOCKS (

ROW) ,COL, 1))

2380 CALL HCHAR(ROW+22,COL,PLACE
(ROW) )

2390 NEXT COL

2400
2410
2420 REM
2430 DATA
6,136,133
2440 DATA
6,136,135
2450 DATA
6,136,136
2460 DATA 135,132,136,32,131,135
,132,135

2470 DATA 134,133,128,32,132,32,
135,32
2480 DATA
33,32

NEXT ROW
RETURN

136,134,131,135,133,13
135,136,136,136,133,13

135,136,136,134,133,13

325:32,.)134,132,1325;32;]



2490 DATA 32,32,128,32,132,32,13
3 L35

2500 DATA 32,132,132,32,128,32,1
32,32
2510
2520
2530
2549

REM
FOR I=1 TO LEN (HS)
DIGIT=ASC (SEGS (HS,I,1))
CALL HCHAR (ROW,COL+I,DIGIT)

2550
2560

NEXT I
RETURN

LEGGETE
SUPERVIC
e SUPERSINC

Slete a bordo della vostra astranave in und mis-
sione esplorativa in una regione sconosciuta del-
lo spazio, quando, all' improwviso, venite attac-
cati da una flotta di un esercito sconosciuto.
Tentate di usare le vostre mani, ma i comandi
nen rispondono alle sollecitazioni, a causa delle
fortissime radiazioni presenti nella zona! L'u-
nica soluzione & cercare di urtare e distrugge-
re le navicelle nemiche pilt piccole evitando di
essere colpiti dalle astronavi pil grandi.

Attenzione: se una piccola navicella sfugge al

REM GUERRE STELLAKI

wUSUbedudu

SCREENL, 2 KEYOFF COLOR 15,1,1:PRINT"
GUEKKE STELLARIL®

15 FOKI=1T032 KERDE AFsRS+CHRELQ) NEXKT.S

FRITES 0 =HE ns=""

zu FORI=1T032Z READU aS=n$+THRECQ) (NEAT 5
PKITE$<(L1,=n% R§=""

25 FORI=1TO8 READG n¥=A$+CHRECG) :NEXKT.SP
RITES(Z2)=n$

39 DEFUSK=s0800' DBEFUSR1=69118! POKES999
o!,le

LS

vostro intercettamento avrete perduto il com-
battimento, ma consolatevi, potrete sempre
chiedere la rivincita! | tasti cursore servono per
muovere lg vostra astronave g destra e @
sinistra.

Le linee 800-830 controllano la spettacolare
esplosione dopo una collisione. La linea 200 e
la linea 215 possono essere facilmente modifi
cate per aglterare rispettivamente la distanza
verticale e quella orizzontale delle astronavi ne-
miche.

35 FORI=1TO05:VPUKEe91d4+4%1,8 NEKT

48 F5=L PRINT:PRINT:PRINT:INPUT"Livella
di Ditfricolta’idl-4)",L0é bT=28VALILDS)r2
IFLTYLOTHEN4Q

59 FURI=1TOS PRINT -NEXT:PRINT“PRENI UN T
H3TU PER INIZIWRE"

S5 DERHbUL)  IFINKEY$=""THENSS

6¥ SPRITEOM:UNSFRITEGOSUBBHG

6% FURI=1e89T010%5 VPOKEL,8: NEXT:VPOKELS
88,1

70 CLS FORI=1TUG®: VPOKEGL144+INT(RNE(L)&T
88,136 REXT



35 TIME=@:PUTSFRITE®,(128,1c8),11

189 PUKESS993!,7:D=USR(D)

118 G0SUB2uUY

128 bdsSUB36w

199 GUTO10e

260 IFTIMECLOS-25XLDTHENRETURN

218 K=LS+1:IFK=6THENK=1

212 IFSFANDZ KTHENRETURHELSELS=K:TIME=®:

IFRNP(1) <. 6 THENKL=§ K2=TELSEK1=4:KZ=8
215 VPOKEG914+4%L5, K1:PUTSPRITELS, (INT(R
NPCL %130 -204LD)+40+204LD) , 00 ,K2:-5Fa(SF
JORZ™LS

249 RETURN

300 POKES9%99! ,bT:POKES9998!,2:FOR[=1T05
:IFSFANLZ"1THENPOKES9997!,1: b=USRL(D): IF
VPEEK{E91Z+43] )21 90UND(SFANDZ" ] JTHENSF =S
FANLCZS5-271)  PUTSPRITEL, (luv30%], 20001
FUPEEKRCEFL4+4% [ )=6THENGE=1:GUTO900LLSEFS
=FS5+1  IFF5=aTHENFS=1

385 NEKT

318 RETURN

g SPRITEQOFF: IFVPEEK(6914+4%¥F5)=4THENYR
u

BlY FUTSPRITEFS, (18+308F35, 2004 SFs5FANDC
255-27F38) ' NosNS+L . PLAY"154nlT00a10n24n32

828 F3=FS+1 [FFSe6THENFS=1

B39 SFRITEUN:RETURN

J00 SCREENL:PRINT™ GuME OVER"
918 FORI=1TOLl6:PRINT NEAT:PRINT"RAstronav
I nemiche colpite:*, NS

928 PREINT:PRINT:IFGE=1THENFRINT "UNA WSTR
UNWVE EY RIUSCITA A FUGGIRE'''" ELSEPRI
HT"L ASTRUNARVE DA TRASFORTO TI HA-CULPI
T

948 IFINKEYS=""THENENLELSE940

18668 DbwThl, 1,1,129,129,199, 200,286,254,
206, 255,287,199,198,499,131,128,128,128,
1dw,138,227,115,115,127,115, 255,243,227,
99,227,194

10018 WTASe,.56,255,255,.255,127,63,83,31
298,14,08,2,1,1,1,28,28,255,255,255,25%4,2
52,352,40449,120,112,96,04,128,128,128
1doie LATHldd,195,231,255,24,36,06,129
ed80y (LS RESTUREcEBZA

cUUle FORI=cowdd! TOEB217! READG:PUKEL, &:
NEXT -KESTURE :RETURN

oUbeY PATAZLY, LT70,230,248,33,92,234,94,2
496,8,8,0,9,9,8,0,8,0,08,0,0,211,179,219,1
©9,71,6,0.08,0,8,0,8,0

t¥ady PAThu,v,08,23@,128,194,151,234,283,
91,292,151 ,234,62,3,50,94,234,195,209,23
4,12v,238,64,194,470,234,203.83,282,179,
234,64, 2

cUd4y bnTASd, 94,234,195, 209,234,120, 238
32,194,189,234,203,67,202,189,234,62,0,
B,94,234,195,289,234,1208,230,1¢,194, 208,
234.,263,75,282,208,234,62,1,59,94,234,19
5.,205,254,201,62,8,56,93,234,58§

UGBTIy DPHTAT3, 234 ,283,39,203,39,79,86,8, 33
28, 27,9,58,95,234,71,58,94,234,87,254, 0,
194,2598,234,2905,27,235,121,152,79,195, 44
s 235,254

Yol DATAL,1%94,6,23%,3%,208%,27,235,195,
244,234,254 ,2,1594,20,235,2085,27,235,121,
128,79,195,44,23%,35,205,27,235,195,14,2
35,125, 243,211

6UVTe DPATH153,124,211,153,98,0,0,8,219,15
2,79,183,251,201,125,243,211,153,124,24%
(84,201,153, 121,211,452, 251,204

‘
K
-

Distruggete la flotta aerospazionale nermica uti-
lizzando le potenti armi dello vostra navicella
spaziale. Combatterete dapprima volando sullo
sfondo della vostra citta e, se riuscirete a resi-
stere oftre un determinato numero di secondi,
dovrete inseguire il nemico fino al pioneta da
cui & arrivato. Ma attenzione, & una lotta con-
tro il tempo!

Usate i tasti cursore per muovervi in tutte le

1 KEWH UFO

19 LGUsUbowwag

1% COLOE 15,1,1:3CREENEZ, 2

20 FUuKI=1T032 RERLG wb=nb+CHRE(W) HERT S
FEITL$wbo=nE AEs""

28

direziont e la barra-spazio per sparare. Se o
desiderate potete apporre alcune modifiche al
programma soprattutto nella linea 60, modifi-
cando i valori delle variabili 51 e 52 che rap-
presentano Ja durata dei due scenari di com-
battimento. Potreste inoftre provare voi stessi
a creare un terzo nuovo scenario immaginan-
do nuovi pianeti o pericolose meteoriti.

¢S FORI=1T03E RERDU RE=AF+CHRSCU) . NERT §
FRITES L =n$ SPRLTESLZ3=CHE¥ (2550 vCHRELE
L5 FOR1=14432Tal4464 VPOREL, 27 CINTARNDY
Lagsay

2T MHERT



38 PRAWUENLG, 30D134RLD4RZLIRZLZRADLIRSS UL

RAUZRIUGREUARLIULI4LELIDL1GLADHLADILLID2LLD
ILZ5ULLIUELIUGLAUSLIULLIOLZE " -PRINT (20, 40
I

35 URAW BM99, 380145RZ0Uc@RIOUZELIAUASRES

U2BLTs" FrlHTolee, 10892

40 LRHW'EM195, SUR48D1IR4D2RIDIRZDARLID1Z2L
1pSL2b3L30dL4bIL48ULL4UZL3UBLZU4LIULZER

UdRZUIRSUSk4UL"

45 DRAW“EMZY8, S1R14DIRZD2RIDYSBLIDZL2DEILY

4H'LLUHL1U$6R1U2R9U1" PH]NTM‘UU ]
S0 PUTSPRITEL,i8,5.,6:DEFUSR=0B00E
5R1=6&11&!-FthS?99@!,1J.PURE 399?1

KES93395 !, 3 POKES9939%9! 1

S5 IFINPEYSE=""THEND=USRLD)

oW ElTebioy wi=pds38 - TINE=d
Y9 REN DISEGNO SCHERMO 1
lod CLS:CULOR 15,1, 1 bKAW"bwe,178r5al2r2
u3rnddr2u1GrBdir:d&riuér:dl%r‘u2ur7d1)PS
warddirlunrdudrTd9rdultr3dlor3ulrduirad2
raudrZuiridlidruilrowdr2dSrZuderudr3d?”
10% DRAW"r3d5rSudridlrid2riderfu9r4dsr2u
LirldizerzdSrdulr3uldrSdli3rdddr2urdd2r3d
Lr3dSriuTriaZrZdSrludr3udridiriddrdulrad
driédircdlirddiraverdudridarddirgnira®

114 PRuW"derSusrlulrd4ulrsdirddirduer2d3r
idfrdulercddrddSr4udrdudrldirdddreunrddo
M55, 192"

Liw PUT&PRITEi.(iEB
gy, 11

Liw STRIG(wIUON: ONSTRIGGOSUE40

L4d SPRITEUN OHSPRITEGOSUB4SG

199 REM CONTROLLO 1

2Ue IFVPEEK(SYL1Z)P1VSTHENPOKES 9990 !
SEPOKES999c!,13

295 [=USK«L} IFVPEEK(EILZ»1E6BRNIVFEEKE
Y12 LTS THENHESE  GO0TUBYY

219 PORESI998!,3:POKES?999!,
LU bEULRLO D)

229 bUsUB3cd

234 IFFF=LTHENGUSUBE35Q

248 IFTIMEYSLITHENS @R

<98 uUTUZuw

29% RE# MOVIMENTO UFD

Suy PUKES9937!',1.PUOKES9999!,7;

FURES399%s',3 60TOS10

345 IFRNDVL (. .oTHENPORESS99E !  SELSEIFRKD
CLod S52THENPOKES9998 ! , BELSEPORKEL 2998, 2

:DEFU
s1:P0

Le0TO5%

8),8: FUTSPRITE®, (b,

12EL

4 PURES999T!

IFFF=0THEN

31w b=lsKLluDo

28 RETURHN

249 REM MOVIMENTO RmaZZI

359 IFVPEER(I217)238THENFF=0 PUTSPRITEZ
Lvlul, 2ew) RETUEN

oy WPOKEedZ21, VFEEKIp92Ll)t1l6

279 RETUEN

399 REM FUUCD RAR2ZI

400 [FFF=10RVPEER«&3L13))243THENKETURN
40% FF=1.PUTSFRITEZ, (VPEEK(6%13,+1c, VPEE
kioYlz) )

418 RETURN

44% REM COLLISIONE

45y SFRITEUFF: IFFF=BANDABS{VPEEK(e943)-V
PEER 5317 {17 THENKE=1 VPOKE®e3914,42 FORI
1=1TuU2we NEAT . VPOREGY18,12 FURIL=LTOG0G -
NEXT: 6010308

455 IFRES(VPEEK(c%1c)-VPEEL 3203 1 {BTHEN

HU=NU+1:VPOKEc%1E8,12 - PUTSPRITEZ, {181,208

SPLAY" 1 du2Buesl4nlS "~ FURIL=1TO5u0 - NEXT:

VPOKESY18, 4 FF=y PUTSPRITEL, (8, TE+INTIRN

PClraaw) ) " SPRITEON RETURN

450 FF=8 PUTSPRITEZ2,(101,22¢) :5PRITEON:R

ETUKN

429 KEM DISEGHO SCHERNO 2

508 COLOR 15,1,1:CLS

505 CIRCLE{22®.5),5,15,8,6,.5

51w FORI=1TO09 CLRCLEC228,5+3310,18+v231,1

S5,0,0.25,.5 MEXT FUORLI=1T09:ClRCLECZ228, 33

+331.,28-240,15,0,0.28, .5: KEXT

598 FORI=oTU2555TEPe FORJ=@TO19@STEPG: IF

RNDU13C, LTHENPSET(L,J),15

$35 HERT NEXT:TIME=9:SPRITEON

S93 REM CONTHUOLLO 2

sUg D=USRObS

elé POKESS998:",

SO LsUSKLODY

edd LULSUBE3VE

edd IFFF=1THENGUSUB3ISE

w48 IFTIWE>S2THENHE=3 GOTO8B

38 GUTOsdu

733 WEM GARME OVER

SO0 SHUREENL . PRINT® GwME OWVEER
"CPEINT:PRINT

§uS PRINT"mstronavi

KU FRINT PEINT

518 I[FHE=LTHENPRINT*Collisione con una a

stronave”

§2¢ I[FHE=ZTHENPEINT"3e1 precipitato sull

a citta’ "

838 IFHE=3THENFRINT*FUORI TEMPO: Lm FLOT

Tr HEWICA" :FRINT"E" RIENTRWTH HLLA BnaSE"

£38 IFINKREY$=""THEMEHWDELSESZ9®

9999 REH bnTW SPRITES

LuBod LAThe,0,0,224, 224,224,240, 245,255,

255127 ;3 a3 E2 112 50,0,:0,8,9, 9, 8,8, 58,

24,255 252,224,128,8,0,0

1dulo brfaB,v,0,3,5,15, 126,255 ,240,127,0

5,.,u,u.a,u,u,u.a,192,u4,‘4ﬂ.1ua,245,u,;

S4,2%2,224.0.0,0,8

cidud CLE RESTUREcWMZb

eddiy FURI=cdueo!TOBB2LT!

NEXT :RESTORE :RETURN

cugZe PATAZL9,170,230,249,33,92,234,94,2

4c,3,6,0,8,8,9,06,0,0,0,0,0,211,170,219,1

67.71,8,0,0,8,0,8,0,98

£0038 bAThO,0,0,238,126,.194,151,234,203,

91,202,151,234,62,3,50,94,234,195,209,2

4,120,250, 04,194,178, 234,203,83,282,178,

£34,62,2

60848 LATASE, 94,234,1%5,20%,234,128, 230,

32,194,169,234,203,67,202,189,234,62,8.,5

B,94,234,195,2989,234,129,239,1¢c,194,268,

Z34,2853,75,202,208,234,62,1,56,94,234,19
5.209,254,2081,62,0,50,93,234,58

ouu40 bRTHI3, 23¢ 2083,39,203,39,79,6,0,33

.9,58,95,234,71,58,94,234,87,254,0,

154, Su.434,£u5,2?,235,121,152,79 195,44

£35.2%4

£0@6l DnTALl,194,6,235,35,265,27,235,195,

Z244.234,254,2,194,28,235,285,27,235,121,

128,79,195,44,235%,35,285,27,235,195,14,2

35.125, 243,211

cOBTE PATALIS3,124,214,153,9,6,908,09,219,15

2,79,183,254,201,125,243,211,153,124,246

,64,211,153,121,211,152, 251,288

3. POKES9999"',5-POKES9997!

nemiche abbattute.”,

CREADU:POKEL, @




Vi ritenete una promessa dal calao? 5?7 Allora
controlliame la vostra abilitd nel palleggio ae-
rea. Dovete riuscire ad effettuare il maggior nu-
mero possibile di palleggl, colpendo il pallone
sia con la testa che con i piedi, senza far toc-
care alla sfera il suolo. Se riuscite a mirare le
fessure poste in alto otterrete dei punti extra,

1 KEM FOOTEMLL

ly GOSUEbBuve

15 SCREEHL, 3:KEYOFF:COLOR 15,3, 3:PRINT"
4AFO00TEmLLER"

28 FORI=1TO32 READG AF=nF+THRECE) NEKT 35

FRITES 0 i=ns HE=""

25 FURKL=1T032 REALQ AS=FF+CHRECQY HEKT:S

PRITES L L)=RHE HE=""

38 FORI=1TUJZ: KEADG A$S=AE+CHRICU) -HEKT 3

FRITES$CZi=nE HE=""

35 FORI=1TU8 READU-AF=AS+HRE(QA) HERT - 5P

KITE$(3)=nrt

40 DEFUSR=t0vp0': DEFUSR1=¢@118' (POKESI39

R

4% FORI=1TO2Y FRINT:NEXT .PRINT"Premni un

tasto per inizlare”" PORES9937!, 3:PUKESSY

98!, 3 PUKES9993!  1:PUTSPRITEG, (128,100),

L.PUTSFRITES, (0,28

FURI=1UY8EBTOL1103 READY - VPOKEL, G NEXT

b=UsRiv k) IFVPEEK (6325 =255 THENPUKES S

' IELSEIFYPEEK (G925 )=1THENPOKESS998 !,

47
se
v98
Ei
55 IFINEKEY$="“"THENZ@

59 REM PISEGNO <wiMFU

el (LS k=134:YPOKE1872,170:VPOKE1873,127
IMPUKE1w74, 254 :VPOKELOTS, 12T - VFOKELGTS, 2
54 VPUKREL1G7T, 127 VPOKEl®T8, 254 VPOKELGTI
L85 FORI=0144TOBLT75 : VFURKEL, K:NEXKT:VFUKES
147,32 VPUKEc148,32 VFUKES139,32 VPOKEGR1
bl, 3 VPUKERLTZ, 32 :WFOKEe173,32

63 FORI=ciTeTOoB80STEPIZ VFOKED ,K-VFUKE!]
T3k NEAT FORI=o349T088TS: VPUKET, K:NEKT
T8 FURI=c£933T009141 :VFOKET ,K:NEXT

TS VPUMEBZuE, 195 GOSUB16BO PUTSPRITER, 01
2y, 142 FUTSPRITES, (11,117

¢0 bR=c:53F=7:STRIG(AION:UNSTRIGGOSULEGBOL
% k=eblT7: FORI=1TOL11:VPOKEKR,136 VPOKEK+1
G,lie h=k-31 NEXT (FORI=c465TO0c494 : VPUKE]
JLST NFOKEL-96, 137 HEXT

95 SPRITEON-ONSPRITEGUSUBTEE

99 REM CUNTROLLO

luw POKES?999!.6:b=USR{D,

105 IFFEEK{59997!)2@THENVPUKERS14,8
118 bUOSUBzZuwY

léu GOSUEBJwY

199 GOTulaw

199 REM MUVIMENTO PALLA

| tast cursore muovoro il calciatore g destra
e a sinistra e la barra-spazio serve per calcia-
re. E molto semplice modificare la velocitd del
pallone, che & controllata dalla variabile SP nel-
la linea 80. Ma sarebbe pils interessante inse-
rire degli ostacoli sui muri per creare, se colpi-
t, dei rimbalzi imprevedibili al palione.

288 IFLRY3ITHENSPRUITEOFF ' GOTOZ21QELSEPDKES
5993 !, 5P PUKES9997!,3 FOKES9998!, bR :D=US
RLCD,):GOTUZ22E

210 PUKES9997!',3:POKES9999 ,5P-1 Ki=DR-4
CK2=(DR-30HObY - PORES Y993 KL SFRITEGN b=
USRECD) PURES9993!,K2: L=USRL(D,)

220 ASVFEER(uPd5: YsUPEEK 6924} RETURHN
299 KEM CONTROLLO POSIZIONE

Juw LFYCBORYILIZTHENHT=¢ PLAY"19s1dml5ue
n3etG0T0400

05 LFACHURXY Z4ETHENPLAY "sEm2@@19n24" : Gu
Tod5w

310 IFA2Z3TTHENHT =0 PLAY"w30080s3]19n3s"
GUTUS b

215 IFY¥Y2>1c@THENw GO

Gdw RETURN

397 KEM PALLA CONTRU IL SOFFLITIO

400 [FRY1IRNDRCIS THENHH=1 -0UTO420ELSEIFX

FLI5nNDECL3ITHENHA=2 GOTO42QELEEIF XY 2190
HLXCZISTHENHH=3 6070420

410 IFDR=TTHENDR=t K=2ELSEIFDR=BTHENLR=2
K=-ZELSEIFDR=4THENLR=5:K=-2ELSERETURN

415 VWPOUKEG925, VPEEK(6925)+K :RETURN

420 PLAY"0ludws314n33" FORI=1T018068 NEXT
“IFHH=10RHH=3THENSC=SC+SQELSESC=5C+100

425 LUSUBLBBO:PUTSPRITES, (9,11) LR=6:RET

UKH

449 REM PHLLA CONTRO IL MURG SINISTRO

458 IFLR=4THENLR=T K=-2ELSEIFDPR=LTHENDR=
3 k=-ZELSEDR=s K=-2

455 VFOREE324, VPEEK(B924)+K

400 RETURN

497 REM PaLLA CONTRO IL MURD DESTRO

SBu IFDR=TTHENDR=4 K=-2ELSEIFDR=6THENLR=

S.K=ZELSEDR=1 K=-2

SHS VPOKES Y44, VPEEK(B924) vk

S1lé RETURN

699 REMN PALLEGGID

TOY IFHT=1THEMRETURNELSESFRITEOFF SC=5C+

L HT=1 . 0UsUBleus FX=VFEEh o913 IFY>ledT

HENTZ@

705 IFPR=ZTHENIFRNDYL3<.5THENDR=4ELSELR=

TELSEIFIR=cTHENDPR=UELSEIFDR=5THENLR=0ELS

EIFPR=1THENDR=YELSEIFLR=3THENDR=4

Tid GOTOYS0

V2w IFVPEER(EFL4 ) =5THENLIFRCLTAOTHENDR=4:6

OTUTSUELSEDR=1 60TuT5u



Te 1FkPEEﬂ\6?14}=4THLNIFA)luETHEHDR=T.B

OTUTSUELSEDR=3:60TOT5W

TEY SFRITEON RETURN

Bay F%=UFEEK»¢913J-1FPX+4<HTHEHUPUKEG?L*

SAELSEVPOKERY14,8

310 HETURN

§939 REM GRME OVER

998 STRIG(OIOFF:SPRITEUFF:CL3:PRINT"
GHME OVER" :PRINT PRINT:FRINT

510 PRINT"HAal TOTRLIZZATO *,5C;" PUNTL®

998 IFINKEY$S<»"“"THEHENDELSEZ9

99% KEM AGGIORHAMENTO PUHTEGGIO

1000 FORI=1T0Z3 PRINT:NEXKT:PRINT"PUNTI "

G CHRECLLY,

1818 RETURN

5399 REM DrTm SPRITES

tudpy baTa3,<,T7,3,15,31,27,19%,1%9,23,8.0,

6,6,5,14,128.64,192,128,224,249,1Te, 144,

144,205, L92,192,1492,1492,192, 224

10818 PaTw3, 2,%,1,3,7.43,9,11,11,3,1.,1.1

,L.L.LBQ,1;5,19;,L28.2£4,240,22ﬁ,132.224

L2249, 248,152,142,4,0,128

1u92a baThl,0,1,0,7,63,3,1,1,3,7,1

6,0, 0,224, 100,224,192, 240,216,204,

Z,224 . 204,224,192,84,04,192

19830 bnTh48,L26,120,48,4,0,0,8

tulvw PATAL,Z,4,86.16,32,04,128

ok
e, 19

e
<1

loluz bWTAv.9.0,0,9,0,9,255

cdydy LS. RESTOREoueZe

60810 FORI=cd@0B!'T060217' READE -POKEL,@:
NEKT RESTORE:RETURN

GB028 DaTr2ly,178,239,2406,33,92.234,54,2
46,8,6,0,9,0.9,6,0,06,90,9,08,211,170,219,1
69,71,8,8,0,6,0,8,08,9

£U¥30 DrTmO,8,4v,238,128,194,151,234,263,
91,202,151,334,62,3,50,94,234,195,289,23
4,129,229.64,194,179,234,203,83,282,17v,
234,02, 2

cdv4u DATHSE, 94,234,195,209, 234,120,230,
32,194,189,234,203,67,202,189,234,62,9,5
B, 94,234,195.289,234,1209,230,16,134, 288,
234,2035,75,282,208,234,62,1,598,94,234,19
5,289,234,201,62,0,59,93,234,58

60050 DLATA93,234,283,39,203,39,79,0.,8,33
,8,27,9,58,95,234,71,58,94,234,87,254,0,
194,250,234,205,27,235,121,152,79,195, 44
L235%.25%4

oUULY IHTHL,194,6,235,35,205,27,235,195,
244,234,254,2,194,20,235,285,27,23%,121
126,79,195,44,235,35,205,27,235,195,14,2
35,125, 243,211

pBUTY DPHTH1S3,124,214,153,8,8,06,68,219,15
2,79,453,254,201,125,243,211,153,124, 24¢
Lod, 211,155,124, 2481,152, 251,201

Per ricevere gli arretrati di @@I@E@ :J@i’;}'j compilare il seguente tagliando:

\_J Compilare ed inviare in busta chiusa a:
. SOTT viale Restelli, 5 - 20124 Milano - Tel. 02/6888228-683797-6880841-2-3

Nome

Cognome

Indirizzo

CAP Citta Prov.
Desidero ricevere | seguentl numer! arretrati di

PAPER g -

a L. 2.000 cad. per un totale di L. ........

[ assegno allegato

[ contanti allegati




Dalla grande
edicola /=

Jackson
Tutto sullhobby £
& homeomputer

HOME
COMPUTER

In questo numero:
MSX Basic: 2°
puntata

The Biz per
Spectrum
Insegnamo le
frazioni al nostro
computer

Tutto sul
portatile Olivetti

STRUMENTI MUSICALI
o a ko nunl'ler.o: g VIDEOGlOCHI In questo numera:
g;:,.fg;':,.';?’.',';ﬂﬁv Speciale due anni dopo:

Pickup per basso elettrico cosa ci riserva il 19857
Programmare il DX7 con lo Spectrum Tuttolucky

’ Provati in anteprima:
GLOSSARIO D'INFORMATICA ;
MUSICALE - 5° fascicolo Ghostbusters e The Biz

Strumenti Musicali/ Video Giochi/Home Computer
\-. sono pubblicazioni firmate:
§ GRUPPO EDITORIALE JACKSON

) via Rosellin, 12-20124 Milano
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