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Notas referentes
0S progamas

Os programas devem ser digitados como sdo reproduzidos. Devem
ser gravados em cassete (ou disquete) para ndo se ter de redigita-los
a cada utilizacdo. Para isso, utilize as instrucdes seguintes

SAVE “CAS:<NOME>"

substituindo <NOME> pelo nome do programa a gravar.
Exemplo: para gravar o programa BASE, digite

SAVE "“CAS:BASE"

e digite ENTER depois de ter apertado as teclas PLAY e REC do
gravador. Para recarregar um programa, volte a fita cassete até o
inicio do programa e digite LOAD “CAS:<NOME>". Se quiser, por
exemplo, recarregar o programa BASE digite

LOAD “CAS:BASE"
e aperte a tecla ENTER.

A fim de reduzir ao maximo os riscos de erros, as listagens dos
programas foram reproduzidas por fotografia. Se os seus programas
ndo funcionarem, verifique-os atentamente, considerando com maior
cuidado os seguintes pontos:

— linhas esquecidas,

— numero de linhas errados,

— erros de digitacdo (cuidado principalmente para ndo confundir

a letra O com o algarismo 0 ou a letra / com o algarismo 7).
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Introducéao

Os jogos apresentados neste livro utilizam fungdes proprias dos
microcomputadores MSX: som, cor, grafismo, etc. Por isso, estes
programas ndo funcionam em microcomputadores que ndo estejam
sujeitos a essa norma.

Além do proprio jogo, o estudo dos programas vai lhe ensinar
numerosas técnicas de programacdo que lhe serdo Uteis para desen-
volver os seus proprios programas.



ATAQUE

Destrua o maximo de tanques com o auxilio de seu bombardeiro.
No inicio, vocé tem 5 bombas, mas s6 pode transportar uma de
cada vez.

Para decolar aperte a tecla do cursor para cima e para soltar a
bomba, a tecla do cursor para baixo.

Se vocé destruir pelo menos 3 tanques, recebera um bonus de
5 bombas.

A varidvel NM, na linha 40, corresponde ao namero minimo de
tanques que devem ser destruidos (1-5).

10 REM»#%%%%%%

20 REM*ATARUE#*

IO REM® %% %% % %%

40 NM==Z

50 COLOR 15,5,5

60 SCREEN 2,2

70 OFEN "GRF:" FOR OUTPUT AS#1
BO GOSUR 490

Fo RS

100 GOSUR 520

110 SC=RE: X3=148

120 GOSURB 920

130 SC=0: XE=44

140 GOSUR Q20

150 A=B:A1=4: X=240: X2=05 ¥1=209
166G FOR =4 TO 7

170 FUT SFRITE T,(84+T*8,8) ,13,T
180 NEXT T

190 NE=431NT=0



200 ON SFRITE GOSUER 3460

210 SFRITE ON

220 IF X=0 THEN A=-8:SFRITE$(1)=C$

230 IF X<>240 THEN 280

240 IF Cl=14 THEN Ci=1:NB=NR~1:FUT SPFRIT
E NE+4, (S2+NE#8,8) ,0: IF NE=-1 THEN 450
250 IF E2=0 THEN A=8:SPRITE#(1)=R%

260 IF STICKEA(O)<>1 THEN E2=1:60T0 290
270 E2=0

280 X=X-A

270 PUT SPRITE 1,(X,62),C1,1

300 IF STICK(0)=S AND Cl=1 THEN Cil=14:X1
=X:Y1=62:FLAY"OR2L10OR"

310 IF POINT(X1,Y1)=5 THEN Yi=Y1+8 ELSE
Y1=209

20 PUT SFRITE R 0 O LA G (el e

IEI0 X2=X2+01

=40 PUT SPRITE 3,(X2,170),14,3

250 GOTO 210

360 SFRITE OFF

370 FLAY"D1L20CH

3BO IF Al=—4 THEN X2=0:A1=4 ELSE X2=256&¢
Al=-—4q4

I00 Y1=209

400 FUT SPRITE SytRIANYY . 2

410 SC=8C+1

420 NT=NT+1

430 GOSUR 920

440 RETURN

450 FUT SPRITE 1, (255,208),,1

460 IF NT=:>NM THEN 1&0

470 IF RE<SC THEN RE=SC:XI=168:G0SUR 920
480 FSET(72,80),5

490 COLDR 15

S00 FRINT #1,"TECLE <g:*

510 IF INEEY#="S8" THEN 90 ELSE 510

520 COLOR 11

530 FPSET(0,180)

940 DRAW"MZ255, 180"

950 PAINT(100,181)

960 FOR T=1 TO 255 STEF 4

S REE T 179
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580 PSET(T+1,179)

590 NEXT T

600 COLOR 15

610 FSET (255, 160)

620 DRAW"M140,160M190,120M200, 120M216,70
M255,70"

630 PAINT (255,159)

640 CIRCLE(100,32),40,15,,,.2
650 PAINT (100,32)

660 CIRCLE(140,40),30,15,,,.2
670 PAINT (145,40)

680 RETURN

690 FOR T=1 TO 80

700 READ A

710 AF=A$+CHRE (A)

720 NEXT T

730 BE=LEFT# (A$,24)

740 C#=MID#$ (A%$,25,24)

750 SPRITE$(1)=B$

760 FOR T=2 TO 12

770 SPRITE#(T)=MID# (A%,49,8)

780 NEXT T

790 SPRITE$(3)=MID$(A%$,57,24)

800 E1=0:C1=1

810 RETURN

B20 DATA 0,0,0,12,63,255,31,0
830 DATA 0,0,0,0,0,0,0,0

840 DATA 1,3,15,63,255,255,252,0
850 DATA 128,192,240,252,255,255,63,0
860 DATA 0,0,0,0,0,0,0,0

870 DATA 0,0,0,48,252,255,248,0
880 DATA 60,126,60,0,0,0,0,0

890 DATA ©0,0,3,15,3,255,127,63
900 ‘DATA 0,0,0,0,0,0,0,0

?10 DATA 0,0,192,240,192,255,254 , 252
920 PSET(X3,8),5

930 COLOR 5

940 FRINT #1,STRINGS (4,CHRE (200))
950 FSET(X3,8),5

960 COLOR 15

970 PRINT #1,RIGHT# (STR$ (10000+SC) ,4)
980 RETURN
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BASE

Dirija sua cépsula espacial através dos meteoritos a fim de alu-
nissar.

O nGmero, no centro, corresponde ao nimero de pontos que
vocé obtera ao alunissar.

Utilize as teclas do cursor esquerda e direita para manobrar seu
aparelho horizontalmente e a tecla do cursor para baixo para fazé-lo
subir.

A0 REM 3% % % %% %

20 REM*BASE#*

20 REM* % %% %%

40 Z=RND (~-TIME)

S0 ON STOF GOSUR 70
60 BTOF ON:GOTO 80
70 SCREEN O:END

80 DEFUSR=&0000!: GOSUR 10000
20 RESTORE

100 SCREEN1,2

110 COLOR 7,0.0

120 VFOEE 8218,128
130 VFOEE 8219,128
140 VFOEE 8220,240
150 KEY OFF

160 GOSUR 570

170 GOSUEB B20

180 I=4

1920 GOSUR 540

200 2Z=19:T=8C: SC=RE
210 GOSURBR 540

220 SC=T

2Z0 ON SFRITE GOSUBR 430
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240
250
260
270
280
2
290
Z00
310
‘320
330

SFRITE ON
A=STICK (0) : XD=0

IF A=7 THEN XD=—1

IF A=3Z THEN XD=1

IF A=5 AND Y<3>24 THEN YD=-2 ELSE YD=

X=X+XDzY=Y+YD

IF Y=152 THEN 360

PUT SPRITE 1,(X,Y),15,1

Bl=R1-1

IF B1=0 AND BO>0 THEN B1=50:B0=RO-1:

LOCATE 13,1:FPRINT RO

240
250
I60
370
Z80
390
400
410
420
430
440
450
4460
470
480
490
S00
510
520
530

A=USK (0)

GOTO 240

SC=8C+EB0
FL-AY"0O5L40CDEFGA"
FOR T=1 TO 1000
NEXT T

Z=46: BOSUB 540

GOSUB 990

GOTOD 240
rLay"O1L10CcCY

FOR T=1 TO 1000
NEXT T

SFRITE OFF

IF SC*RE THEN RE=SC
SC=RE

LOCATE 7,10

FRINT "TECLE <gv
=19

GOSUE 540

IF INEEY#="8" THEN CLS: 8C=0: GOSUR 99

0:60TO 170 ELSE 530

540
550
360
570
280
590
&HO0
610
620

LOCATE Z,1

PRINT RIGHT# (STR$ (10000+5C) ,4)
RETURN

FOR T=0 TO 39

READ A

VPOKE 1760+I%8+T,A

NEXT T

DATA 255,255,193,62,124,131,255, 255
DATA 0,0,12,28,62,62,127,255

=Y !



630
640
&S50
&60
&70
&80
690
700
710
720

8,8)

730
740
750
760
770
780
720
800
810
820
830
840
850
860
B70
880
820
200
210
20
230
40
P50
&0
Q@70
80
920

DATA 0,0,0,32,48,120,124,255
DATA 0,0,0,0,0,0,0,0 .

DATA 0,0,128,0,0,1,0,0

FOR T=1 TD 56

READ A

S$=5%+CHRE (A)

NEXT T

SPRITE# (1) =MID$ (S%,1,32)

FOR T=2 TO 16

SFRITE$ (T)=MID$ (5%,33+INT (RND (1) %3) %

NEXT

RETURN

DATA 3,15,63,63,63,63,63,63
DATA 15,7,13,25,63,32,112,248
DATA 192,240,252,252,252,252,252, 252
DATA 240,224,176,152,252,4,14,31
DATA 0,24,60,126,126,252,248,32
DATA 6,15,63,127,127,30,0,0

DATA 24,124,254 ,254,255,255,56,16
LOCATE 0,19

FOR T=1 TO 29

FRINT CHR$ (RND(1)*3+221) §

NEXT T

FOR T=1 TO 87

FRINT CHR$(219) ;

NEXT

RESTORE 1080

FOR T=1 TO 4

READ X,Y

LOCATE X,Y

PRINTCHRS (220) ;

NEXT T

FOR T=1 TO S0

LOCATE RND (1) %*30,3+RND (1) %16
PRINT CHR$(224) ;

NEXT T

PUT SPRITE 1,(1,208),,1

1000 FOR X=0 TO 2

1010 FOR Y=0 TO 4

1020 A=24+X+Y*3

1020 FUT SFRITE A, (BS*X+RND (1) #60,56+16%

T



DT 1Oy

1040 NEXT VY

1050 NEXT X

1060 X=122:Y=24:YD=1:R0O=10: Bi=1
1070 RETURN

1080 DATA S5,20,29,20,18, 10,22
10000 REM DESLDCAHENTU METEDHITDS
10010 RESTORE 10070

10020 FOR T=&60000! TO 60048!
10020 READ A

10040 FOKE T,A

10050 NEXT T

10060 RETURN

10070 DATA 62,2,14,2,205,1:% 24,234 ,14,255,
205,124,234, 14,3,2085, 1“4,Ah4 14
1OUBU DATA 254, 205,124,234,14 » 1,205,124,
234,201,245,&,¢,h05 175 ﬁ,JS 205
10090 DATA 74,0, 145, 5,77 0,241,60,245,
16,240,241,2@1






COMBATE

Atire nos avides, navios e submarinos.
No infcio do jogo, vocé dispde de 90 segundos. Mas se vocé
conseguir destruir tudo, terd 15 segundos suplementares.

O jogo acaba quando o tempo se esgota ou quando seu tiro
acerta numa mina.

Os pontos sdo assim atribuidos:

submarino : 1 ponto
navio . 2 pontos
avido . 3 pontos

Para manobrar .sua base, utilize as teclas do cursor direita e
esquerda e, para atirar, a tecla do cursor para cima.

10 REM# %% 3% 3% % 3% %

20 REM*COMBATE=*

Z0 REM® #3534 3 %3

40 SCREEN 1,2

50 CLEAR 1000

&0 Z=RND (-TIME)

70 GOSUR 10000 DEFUSR=L0000!
80 DEFUSR1=%HEAY1

20 ON STOF GOSUR 110

100 STOP ON:GOTO 120

110 COLOR 10,1,1:S5CREEN O:END
120 KEEY OFF

130 WIDTH 32

140 GOSUR &30

150 GDOSUB 1170

160 TE=41

170 GOSUER 1120

g



180 GOSUR 760

190 NERE=O

200 TE=TE+16:IF TE3>»99 THEN TE=99

210 GOSUR 1290

220 X=120:Y1=209:0C0=1:T1=1

230 ON SFRITE GOSUER 370

240 SPRITE ON

2850 A=8TICK (O)

260 IF A=7 AND X>B88 THEN X=X-8

270 IF A=3 AND X152 THEN X=X+8

280 IF A=1 AND Y1=209 THEN CO=0:Y1l=17&: X
1=X

290 IF CO=0 THEN Y1=Y1-8

I00 IF Yi=14s THEN Y1=209:C0=1

310 T1=T1-1:1IF T1=0 THEN TE=TE—~1:T1=18:1
F TE=-1 THEN 470

320 LOCATE 14,1:FRINT TE

30 PUT SPRITE 1,(X,176),10,1

S40° PUT BRRITE 2, (X1,¥1);1.,2

350 Z=USR(0)

260 GOTO 240

370 SFRITE OFF

380 IF Y1:145 THEN RETURN

390 C=2:CZ=18

400 Z=USR1 ()

410 PLAY"O1L1OC"

420 FOR T=40000! TO 40029! STER 2

450 A=FEEEA(T) : B=FEEE (T+1)

440 C=C+1:IF ABS(X1-B)<16 AND ABS(Y1-A)<
16 THEN CZ=(

450 NEXT

460 IF CZ<12 THEN SPRITE£(CZ)="":PUT SFR
ITE 2, (X1,209),,2:Y1=209:C0=1:8C=8C-2Z% (C
Z:6)-2%(CZ>S AND CZ<9)—(CZ:8) :BOSUR 1120
:NB=NE+1: IF NE=9 THEN FLAY "0OSL3IOCDEEDED
C":6G0TO 170 ELSE RETURN

470 FOR T=0 TO 40

480 C=C+1:1IF C»15 THEN C=0

490 COLOR ,C,C

S00 NEXT T

alo" COLOR 7,.5.4

520 VFOKE 8219,80
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9530
5S40
550
560
570
o280
590
600
610

C 620

&Z0
640
650
660
670
680
60
700
710
720
730
740
750
760
770
780
790
800
810
820
830
840
850
860
870
880
8920
00
10
P20
0
40

VFOKE 8218,208

IF RE<SC THEN RE=8C
GOSUE 1120

5C=0

LOCATE 8,7

PRINT "TECLE <S>"

IF INKEY#$<3>"S" THEN 590
LOCATE 8,7

FRINT SFACE$(15)

BOTO 160

FOR T=1 TO 80
READ A
S$=5$+CHR$ (A)
NEXT T

FOR T=1 TO 64
READ A
T$=T$+CHR$ (A)
NEXT T

FOR T=0 TO 23
READ A

VPOKE 1712+T,A
NEXT T

RETURN

FOR T=12 TO 17

SPRITE$(T)=LEFT#$ (S%,32)

NEXT T

FOR T=9 TO 11

SPRITE# (T)=MID% (S$,33,24)

NEXT T

FOR T=3 TO 5

SPRITE$ (T)=MID$ (S%,57,24)

NEXT T

FOR T=6 TO 8

SPRITE$ (T)=LEFT$ (T4,24)

NEXT T

SPRITE$ (2)=MID$(T%,25,8)
SPRITE$ (1) =MID$(T#,33,32)

RE TURN

DATA 1,33,119,63,31,63,63,254

DATA 254,63 ,63,31,635,119,%3, 1

DATA 128,132,238,252,248,252,252,127
DATA 127.252,252,248, 252,238, 132, 128
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P50
P60
Q70
280
0
1000
1010
1020
1030
1040
1050
1060
1070
&
1080
1090
1100
5
1110
i
1320
11320
1140
1150
1160
1370
1180
1190
1200
1210
1 1?1{ )

A

230

DATA 0,1,1,31,191,255,191,31

DATA 0,0,0,0,0,0,0,0

DATA 0,224, 224,254 255,255, 255, 254

DATA O, 19&,224,~55,_4
DATA 0,0,0,0,0,0,0,0

,255,199,15

DATA 0,0,120,254,255,254,224,248
DATA 0,0,7,15,255,255,127,63

DATA ©¢,0,0,0,0,0,0,0

DATA © u,::4,2h4, 255,255,254 , 252

DATA St 4. Y8 10
DATA 3,7,7,7,7,7,19,55

DATA &63,127,127,63,55,19,0,0
DATA 192,“h4,224,?74 ﬂﬂa,xﬁa 200, 23

y ol

DATA 252,254 ,254,252,236,200,0,0

DATA 0,0,0,0,0,0,0,0

DATA 2 5,2bﬁ,?qJ,“DS,ESS,Eﬁﬁ,ESS,ES

DATA 255,255,255, 255, 255, 223, 207,13

LOCATE 7,1

FRINT RIGHT# (STR# (10000+80C) ,4)

LOCATE 21,1

FRINT RIGHT# (STR# (10000+RE) ,4)

RETURN
CLS

COLOR 7,5,4

VPOEE 8219,80

VFOEE 8218, 208

LOCATE 0,8

FOR T=1 TO 511

IF T<460 DR (T>469 AND

501 THEN A=214 ELSE A=21%5

1240
1250
1260
1270
1280
1290
1300
1310
1320

IF T<3Z3 THEN A=216
FRINT CHR#£(A) 3
NEXT T

VFOKE 6911,214
RETURN

RESTORE 1380

T<492) OR T

PUT SPRITE Z, (200,208),,2

FOR Y=0 TO 4
READ A



1330 FOR X=0 TO 2

1340 PUT SPRITE I+X+Y*3Z, (X*85+RND (1) %40,
Y#*24+40) A, 3+X+Y*%3

1350 NEXT X

1360 NEXT Y

1E70 RETURN

1380 DATA 3,15,14,1,1

10000 REM DESLOCAMENTO SFRITES

10010 RESTORE 10080

10020 FOR T=40000! TO &0075!

100%0 READ A

10040 POKE T,A

10050 NEXT T

10060 RESTORE

10070 -RETURN

10080 DATA 62,3,14,252,205,124,4_4 14,
205,124,234,14,254,205,124,234, 14

10090 DATA 1, Oq,124,2:4 14 ,255,205,124,
234,201,245,&,u,2u5 135,0,35,208

10100 DATA 74,0,145,205,77,0,241,60,245,
16,240,241 ,201

10110 DATA 62:3,1,64,156,245,205,135,0,
U5, 7830523, 35,208,74,0,2. 3,241

10120 DATA 60,254,18,32,235,201






GALERIAS

Vocé tem 90 segundos para atravessar 10 galerias com seu subma-
rino. Mas cuidado com as minas!

Se vocé conseguir, deverd atravessar, em 90 segundos, mais 10
galerias mais estreitas.

Para manobrar seu submarino, utilize as teclas do cursor para
cima, esquerda e direita; seu peso se encarrega de fazé-lo descer.

10 REMS %3535 %554

20 REM*xGALERIASH*

Z0 REM# %5554 4%

40 ON STOF GOSUR 60

50 STOF ON:GOTO 70

&0 COLOR 10,1,1:8CREEN O END
70 SCREEN1

80 WIDTH 32

20 KEY QOFF

100 COLUR 1351

110 DEFUSR=&60000!

120 Z=RND (~TIME)

130 GOSUR 580

140 GOSUR 10000

150 NV=50:TI=TIME:N1=0:8C=0
140 POEE SQ000!,10

170 Ni=N1+1

180 IF Ni<11 THEN 270

190 IF FEEE(59000!) 5 THEN FOEE 52000!,F
EEE(S59000!')~1:N1=1:TI=TIME: GOTO 270
200 LOCATE 8,2

210 PRINT "FIM DAS GALERIAS”



220 FOR T=1 TO 100:NEXT T

230 LOCATE 8,2

240 FRINT SFACE$(17)

250 FOR T=1 TO 100:NEXT T

260 GOTO 200

270 GOSUB 780

280 GOSUB 900

290 X=2:Y=12:8=240: TE=0

T00 GOTO 430

10 A=STICK (0)

320 TA=INT(92-(TIME~TI) /S0 :IF TA<O THEN
TI=TIME+100:60TO 490 ELSE LOCATE 14,1:F

RINT TA

3Z0 IF A<>0 THEN TE=0

240 IF A=1 THEN XD=0:YD=-1:6B0T0O 3I90

I50 IF A=3 THEN XD=1:YD=0:8=240:60T0 390

I60 IF A=7 AND X<3>2 THEN XD=—1:YD=0: s 24

2: 60T0 390

370 TE=TE+1:IF TE=20 THEN TE=0:XD=03:YD=1
:6OTO Z90

380 GOTO =10

290 LOCATE X,Y

400 PRINT CHR# (32) ; CHR$(32)

410 X=X+XD:Y=Y+YD

420 IF VPEEK (6144+X+Y%*32)< 32 OR VFEEK (&
145+X+Y*#32)< >332 THEN 490

430 LOCATE X,Y

440 PRINT CHR#(S) ;CHR$ (S+1)

450 IF X<3I0 THEN 310

4460 PLAY"OSLIOCDE"

470 SC=SC+10

480 GOTO 170

490 PLAY"OD1LZOC"

500 LOCATE X,Y

510 PRINT CHR#(244) ; CHR$(244)

S20 FOR T=1 TO 1000:NEXT T

530 NV=NV-1:IF NV>47 THEN 270

540 IF SC*RE THEN RE=SC:GOSURB 790

550 LOCATE 8,2

560 PRINT “TECLE <S>"

570 IF INKEY#$="S" THEN 150 ELSE 570

S80 FOR T=0 TO 7
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590
600
610
620
620
640
650
&60
670
&80
690
700
710
720
730
740
750
760
770
780
790
={alu}
810
820
870
840
850
860
870
880
890
Q00
P10
220

IO
P40

READ A

VFOKE 1984+T,A

NEXT T

FOR T=0 TO 39

READ A

VFOKE 1920+T,A

NEXT T

VFOKE 8223,125

VPOKE B8222,21

VFOKE 8221,101

VPOKE B198,245

VPOKE 8199 ,245

RETURN

DATA 255,255,195,195,195, 195,255, 255
DATA 0,1,1,31,191,255,191,31

DATA 0,224,224,254,255, 255, 255, 254
DATA 0,7,7,127,255,255,255, 127
DATA 0,128,128,248,253,255, 253, 248
DATA 88,65,22,48,3,52,100,0
CLS:BOSUE 790:GOTO B840

LOCATE 7,1

FRINT RIGHT#(STR# (10000+8C) ,4)
LOCATE 21,1

PRINT RIGHT$ (STR$ (10000+RE) ,4);
RETURN

LOCATE 27,1

FRINT CHR# (240) ;CHR$(241)3": "
VPOKE 6206 ,NV

Z=USR (0)

LOCATE 10,10

RETURN

FOR T=1 TD N1

XE=RND (1) %26+5

YE=INT (RND (1) %20+4)
F=6144+YE*I2+XE

IF VPEEK (F)<3>32 OR VPEEE (F+32)<33I2 0

R VFEEK A (P-32)<>32 THEN 910

P50
QEO
@70

VFOKE P,232
NEXT T
RETURN

10000 REM GERADOR GALERIAS
10010 FOR T=460000! TO 60064!
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10020 READ A

10030 FOKE T,A

10040 NEXT T

10050 RETURN

10060 DATA 33,96,24,62,248,1,160,2,205,8
6,0,33,11,1,229,58, 120,230,245

10070 DATA 205,198,0,62,32,205,162,0,44,
241 ,61,254,255,32,240,225,1,0,1,9

10080 DATA 124,254,33,200,237,95,254,64,
56,9,44,58,120,230,133,254,24,32

10090 DATA 212,45,125,254,4,32,206,195,1
45,234






GYPSIE

Ajude a rd Gypsie a atravessar a estrada, depois o rio, evitando
os carros e saltando sobre os troncos de arvore.

No infcio do jogo, vocé tem 90 segundos.

Se vocé acertar 3 travessias, terd 20 segundos suplementares.
A partida para quando o tempo estd em 0 ou quando vocé ndo

tem mais ra.
Para fazer Gypsie avancar, utilize a tecla do cursor para cima.

10 REM® % % % % % % %

20 REM¥GYPSIE#

EO REM¥* % % % % % % %

40 SCREEN 1,2

50 COLOR. 1,2,12

60 KEEY OFF

70 WIDTH =2

80 DEFUSR=&0000 !

0 DEFUSRI1=6002731

100 CLEAR 1000

110 ON STOP GOSUEB 130
120 STOF ON:GOTO 140
130 COLOR 10,1,1:8CREEN O:END
140 Z=RND (~-TIME)

150 GOSUR &%90

160 GOSUER 10000

170 GOSUB. 1170

180 Z=USR(0) :NV=50

1920 GOSUBR 1310

200 ON SFRITE GOSUB 660
210 TI=TIME

220 FPOEE SP000! ,120:C0O=1
230 Yi=184

240 GOTO 300
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250 SPRITE ON:CO=1

260 IF STICK(0)=1 AND TE=0 AND FLAY (0O) =0
THEN TE=1:PLAY "04L&4CD"

270 IF TE=2 THEN :TE=0:SPRITE$(1)=At:Y1l=Y
1-8

280 IF TE=i THEN TE=2:Y1=Y1-B:SPRITE$ (1)
=R¥

290 Z=USRKR1 (0)

S00 PUT SFRITE 1, (PEEK(59000!),Y1),15,1
310 IF PEEE(S59000!) >247 OR FEEK (59000!)<
16 THEN 450

320 TA=INT(R0~(TIME-TI)/S0):IF TA<O THEN
NV=48: BOTO 450 ELSE LOCATE 15,1:FRINT T
A

330 IF TE=0 AND ((CO=1 AND Y1<104) OR (C
0=0 AND Y1:>104)) THEN 450

340 IF Y1<3>24 THEN 250

350 H=300

60 FOR T=1 TO 3

I70 IF ABS(FPEEE (59000!)=A(T))<H THEN H=A

ES(FEEK (59000 ) ~A(TY) s H1=T

80 NEXT T

390 IF H3*6 THEN 450

400 FLAY"OSADE"

410 SPRITE$ (25+H1)="":A (H1)=0

420 SC=8C+10:608UR 1310

420 N=N+1:IF N=3 THEN GOSUR 1250:F0OR T=2

b TO 2B:SFRITE#(T)=F£:NEXT T:TI=TI+1000

440 GOTO 22

450 PLAY"D1L1OC"

460 SPRITE#(1)=0G%

470 IF NV=48 THEN 520

480 NV=NV-1:G0SUB 1310

490 FOR T=1 TO SO0:NEXT T

500 SFRITE#$(1)=A%

510 GOTO 220

20 IF RE<SC THEN RE=8(C

530 GOSUR 1310

540 LOCATE 8,13 :

550 PRINT “TECLE <S3>"

560 IF INKEY#<:"8" THEN S60

570 LOCATE B,13

580 PRINT SFACE#(15)

e



590 GOSUB 1170

600 NV=50:8C=0:GOSUR 1310
6H10 SFRITES$ (1) =A%
620 FOR T=246 TO 28
HE0 SPRITEF(T)=F%
&H40 NEXT T

450 GOTO 210

&HEO CO=0

670 SFRITE OFF

680 RETURN

690 FOR T=0 TOD 111
700 READ A

710 SE=SF+CHRE (A)

720 NEXT T

730 AF=LEFT£(5%,8)
740 BF=MID¥(S%,9,146)
750 SFRITE# (1) =A%
760 SFRITE# (29) =A%
770 C#=MID# (S%,25,24)
780 FORT=2 TO 13

720 SPRITE$#(T)=C#%
800 NEXT T

810 D=MID#(5%,49,24)
820 E#=MID#%(S%,73,24)
830 FOR Y=0 TO 1

840 FOR X=0 TO =2

B850 SPRITEF(14+Y#&+X) =D%
B0 SPRITEF(17+Y#&+X) =E+$
B70 NEXT X%

880 NEXT ¥

B0 f$mMID$(S$,9?,B)
00 FOR T=26 TO 28
Q10 SPRITEE(T) =F#%
P20 NEXT T

QIO GF=MID£(S£,105,8)
P40 FOR T=0 TO 7

50 READ A

P60 VFPOKEE 1856+T,A
P70 VFOKE 1920+T,A
980 MNEXT T

90 VFOKE 8221,64
1000 VFDKE 8222,224

— 33 -



1010
1020
1030
1040
1050
7

1060
1070
4

1080
1090
1100
1110
&

1120
1130
1140
1150
1160

5

1170
1180
11%0
1200
1210
)

RE TURN

DATA 0,90,126,60,126,90,6b,0
DATA 66,66,90,126,60,60,60,126
DATA 126,90,b6,66,b6,bb,66,66

DATA 127,255,255,255,255,255,255,12

DATA 0,0,0,0,0,0,0,0
DATA 254,255,255,255, 255, 255, 255, 2

DATA 0,28,31,63,63,31,28,0

DATA 0,0,0,0,0,0,0,0

DATA 57,57,255,255, 255, 255,57 ,57
DATA 156,156 ,255,255,255,255,156, 1

DATA ©,0,0,0,0,0,0,0
DATA 0,56,248,252,252,248,56,0

DATA 255,255,255,255, 255,255, 126, 60

DATA 88,65,22,48,3,52,99,0

DATA 255,255, 255, 255, 255, D55 255 25

PUT SPRITE 1,00, 208)
FOR X=0 TO 2

FOR Y=0 T0O 7
IF Y:Z THEN Z=lé:C=0--4% (X=1) 5% ( ¥=

o

=

7
.

1220 PUT SPRITE 24+X+Y*3I, (B5%X+RND (1) %40,
4O+16%Y+Z) ,C, 24+ X+Y %

12730
1240
1250
1260
1270
1280
1290
1300
1310
A320
15350
1540
1350
13260

NEXT Y

NEXT X

FOR T=1 TO =

AT =INT (bO*T+RND (1) *30)

PUT SPRITE T+25,(A(T),23),2,T+25
NEXT T

N=0

RETURN

LOCATE 7.1

PRINT RIGHT#(STR# (10000+8C) ,4)
LOCATE 21,1

FRINT RIGHT#(STR# (10000+RE) ,4)
FUT SFRITE 29,(216,7),15,29
VFOKE 6204 ,58
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1370 VPFOKE 6205,NV

1580 RETURN

iCo00 REM MOVIMENTACAD SPRITES
10010 FOR T=600000 TO 601291
10020 READ A

10050 POEKE T.A

10040 NEXT T

10050 RETURMN

10060 DATA 33,96,24,1,64,1,62,232,205, 86
) Tt,19L,hu,1,::,1 ég,h4n,:ub

10070 DATA 86,0,201,62,2,14,1,205,207,
4, 14,L%T,Anq,goz,h_4 14,4,205

L0080 DATA 207,234, 14,_q4,rua.- 14
\2,205,207, 234, 14, 252, 205 . 207 | 275

10090 DATA 14,3,2085,207,234,14,255, 205, 2

07 ,434,62,1,205,135,0,205

10100 DATA 74,0,14,0,2%4, 40,:2,;*14 ¥,25
4,56,32,2,14,:5:,LJ4 72,32,2,14,4

10110 DATA 254 GB,JL,?,lq,254,h5,205,74,
0,145,50,1*u,h:0,hnq.}? Q0,201 46

10120 DATA 3,£4u,¢0d,1JJ,U,T5,LOS,74,O,1
45,2085,77,0,241 ,60,146,240,201






FORMULA 1

Vocé deve percorrer 5000 metros com seu Formula 1 o mais
rapido possivel, evitando os outros carros.

Se vocé bater num deles, sua velocidade se tornara nula.

Para mover-se, utilize. as teclas do cursor para cima e para baixo,
para acelerar, a tecla do cursor direita e, para brecar, o pedal ...
desculpe!, a tecla do cursor esquerda.

10 REM® #3353 %% %% %%
20 REM#*FORMULA I+
Z0  REPFIE 3355 3% 3 % %%
40 SCREEN 1,73
950 WIDTH =2
.60 EEY OFF
A4 CELOR A 3. 18
80 DEFUSR=&0000!
0 DEFUSR1=60023!
100 DEFUSR2=60065!
110 ON STOP GOSUR 1730
120 STOF ON:GOTO 140
130 BEEP:COLOR 10,1,1:8CREEN O=END
140 GOSUR 640
150 GOSUR 10000
160 SOUND 12,12
170 SOUND 7,0: 80UND &,11
180 SOUND 13512:50UND 1,15
1920 SOUND 4,255
200 ZI=UBR(0):Y1=80
210 PUT SPRITE 1,40,208) 1
220 LOCATE 0,9 :
230 FOR T=0 TO31
240 FRINTCHR¥ (96+T MOD 4) 3 s NEXT

s I g



250
260
270
280
290
ZO0
H10
20
330
Z40
350
Z60
Z70
380
390
400
410
420
430
440
450
4460
470
480
490
S00
510
520
530
540
550
560
8370
580
5920
600
610
&20
HE0

&30

640
650
660

LOCATE 0,13

FOR T=0 TO31

PRINTCHR$ (96+T MOD 4);:NEXT
LOCATE 7,20

FRINT "0.080.160.240.320"

GOSUR 930:REM FOS SPRITES
TIME=0:VI=300: NM=0: FOKE 59000',0
IF MT<>0 THEN GOSUE 970

ON SPRITE GOSUR S60

ON INTERVAL=VI/&0 GOSUE 550
INTERVAL ON

IF VI=300 THEN INTERVAL OFF

PUT SPRITE 2,(201-VI/2,157),15,2
SOUND 8,16—-INT(VI/&0)

LOCATE 5,1

TA=TIME/S0: FRINT TA

LOCATE 13,1

NM=NM+FEEE (59000 ! )

FRINT NM

FOKE S59000!,0

IF NM>4999 THEN S70

SFRITE ON

A=STICK (0) : C=1

IF A=3 AND VI<»60 THEN VI=VI-2:C=0
IF A=7 AND VI<293 THEN VI=VI+8:C=0
IF A=1 AND Y1<3:48 THEN Yi=Y1-8
IF A=5 AND Y1<3112 THEN Yi=Y1+8
PUT SPRITE 1,(24,Y1),15,1

Z=USR2 (0)

IF C=1 THEN 370 ELSE 340
Z=USR1 (0) : RETURN

SFRITE OFF:VI=300:S0UND 8,0:RETURN
INTERVAL OFF

BEEF: PLAY "0OSL40CDCDCE"

IF TA<MT OR MT=0 THEN MT=TA
GOSUB 970

LOCATE 9,3

FRINT"TECLE <§3"

IF INKEY$="8" THEN CLS:GOTO 160 ELSE
FOR T=0 TO 39

READ A
SE=8F+CHR¥ (A)
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&70
680
&0
700
710
720
730
740
750
760
770
780
790
800
810
820
820
840
850
840
870
880
890
QOO
210
Q20
P30
940
250
40
Q70
280
BP0

1006

NEXT T
FOR T=1 TO S
SPRITE$(T)=LEFT$(S%,32)
NEXT T
SFRITE# (2)=MID#$ (5%,33,8)
FOR T=0 TO 7
VFOKE 1856+T,0
VFOEE 1920+T,0
VFOKE 784+T,0
VFOKE 792+T,0
NEXT T
VFOKE 8221,1
VFOKE 8222,14
FOR T=0 TO 7
READ A
VFOKE 7&68+T,4.
VFOKE 776+T,A
NEXT T
VFOKE B204,254
RETURN
DATA 222,222,204,222,255,255, 255, 255
DATA 222,204,222,222,0,0,0,0
DATA 0,0,60,24,254,159,159,254
DATA 24,60,0,0,0,0,0,0
DATA 255,129,129,129,129,255,0,0
DATA 0,0,0,255,255,0,0,0,0
PUT SPRITE 3,(0,209),13,3
FUT SFRITE 4,(88,209),12,4
PUT SPRITE 5,(176,209),8,5
RETURN
LOCATE 23,1
FRINT SFACE# (Z)
LOCATE 21,1
FRINT MT

1010 RETURN

10000 REM MOVIMENTACAO CARRO+ESTRADA
10010 RESTORE 10070

10020 FOR T=60000! TO &0217!

10030 READ A

10040 FOKE T,A

100350 NEXT T

10060 RETURN

=39~



10070 DATA 33,160,24,1,160, 1,62,232,208,
86,0,33,192,24,1,96,1, b2 L 240,205, 86
10080 DATA ﬁ.:u1,M“.:2,25,105,14“,L_1 33
,160,25,205,142,234,42,120,230,17,3,0
10090 DATA 25,34,120,230,201,6,32,205,74
,0,60,254 1uu,JL,L,b:,96,¢u5 170

16100 DATA 35,16,240,201 bﬂ,E,QUJ 135,0,
35,.205,74,0,254,111,56,98, 6. 4,254

10110 DATA 141,ub,h,6 lh,gbﬂ,l?l,ﬁb,ﬁ,b,
20,62,3,245,197,205, 135, 0,385,205

10120 DATA 74,0,55,144,48,8,205,77,0,205
22D, 2% ,_4,h,huJ 7750, 19J,M41 60

10130 DATA 254 a,hr,rfs,hoj,g"z 9q,gu4 4

2,48,5,62,48,195,244,234,254,84 , 48,

10140 DATA s_,au.1wq,:44,hh4 6&,110 43,2

05,77,0,35,35,35,237,95,6,8,254, 42

10150 DATA 56,8,6,12,254, B4,db,h46 13,12
0,205,77,0,201 ,6,12,254, Bl,qé

1u1éu DATA 2,6,4,62,3,245,205,135,0,35,2

05,74,0,128,220, 48, 235 ,hgu,77 0

10170 DATA 241 60,;&4 6,32, 235,201,245, 6
2,209,43,205,77, 241,201






XEROS

Vocé deve destruir o gerador que alimenta as Xeros, terriveis
formigas guerreiras, no menor tempo possivel.

Para isso, mate todas as formigas. A porta se abrird e vocé so
precisara atirar no gerador.

Para mover sua base, utilize as teclas do cursor esquerda e direita;
para atirar, a tecla do cursor para cima.

10 REM® % % % % 4 %
20 REM#XERQOS*
200 RE M % %% % % %%
40 GCREEN 1,2
SO WIDTH =2

A0 KEY OFF
70 DEFUSHR=60000!
80 DEFUSKR1=&600121

0 ON STOF GOSUR 110
10O STOF ON:GOTO 120
110 SCREEN O3 END

120 COLOR 10,1,1

120 BOSUB 10000

140 RESTORE

150 SF=' " N=0

160 BOSUR 620

170 A=USR (0)

180 X1=116:TE=01TI=01X4=15: XI=03 YI=0
120 Z=RND {(~TIME)

200 BOSUER 910
210 TIME=O: SC=0
220 GOSUBR 1130



2320 BOSUR 1160

240 A=STICKE ()

250 IF A=7 AND X1<320 THEN Al=X1-B: X4=X4
o

260 IF A=3 AND X1<>228 THEM X1=X1+8: Xod]mz )
4+1

270 IF A=1 AND TI=0 THEN X2=X1+4:Y2=1&7:
TI=1:XZ=X4:¥YI=21:FPLAY "01L&4C"

280 PE=6144+32%YE+X3: IF VFEEE (FE) =32 THE
N 210 ELSE Y2=31:1F V}Etr(Pi)“i“n THEN Y
FOKE PE,Z2:60T0 =10

290 1F YJ}S THEN VFOKEE FE-1,%2: VFOEE FE,
S2:VPOEE PE+1,22: PLAY "OSL&O4R":N=N+1: IF
N=1& THEN GOSUR %70

200 IF VFEEK (FE) *135% THEN 420

310 IF Y2=3Z1 THEN Y2=209:TI=0:YI=21

J20 IF TI=1 THEN Y2=Y2-8: YU—Y- 3

230 PUT SFRITE 2, (X2,Y2) 752

240 FPUT SPRITE 1, (X1 1758Y 5 165,4
pZ50°TE=TE+1: IF TE=15 THEN TE=0:A=USR1 (O)
tSC=TIME: GOSUR 1130

260 BOTO 240

270 FOR T=0 TO 5

3B0 VFOEE 6317+T,32: BEER

320 FOR I=1 TD SO=NEXT I

400 NEXT T

410 RETURN

420 IF SC<RE OR RE=0 THEN RE=SC

470 BEER

440 SOUND 6,20:S0UND 7,7

450 SOUND 12,100:S0UND 8,16

460 SOUND 1Z,14:S0UND 0,1

470 FOR T=1 TO SO0O:NEXT T

480 FOR T=1 TO 50

490 FOR I=14 TO 1 STEP-1

S00 COLOR 10,7,I+1

910 NEXT 1

S20 NEXT T

530 CLS

540 FUT SFRITE Ly l200, 2087 4 1

w90 COLOR 10,1,1

9560 FOR T=1 TO 200:NEXT T




870
580
590
&GO
&10

LH20
GE0
&40
HS50
&HHO
LHT70
&HEIO
LEF0
700
710
720
730
740
750
740
770
780
70
800
810
820
820
840
850

A
§ et

B&O
870
8BO
890
OO0
210
Q20
IO
40
P50
P60

BEEP

TIME=SC: GOSUE 1130
LOCATE 8,10

PRINT “TECLE <S>"

:GOSUR 1160

IF INEKEY#<:>"8" THEN 610 ELSE CLS:60T
0 140

FOR T=0 TO =1

READ A

VFOEE 880+T,A

NEXT T

FOR T=0 TO 7

READ A

VIFOFE 260+T,A

NEXT T

FOR T=8205% TO 8214
READ A

VFOEE T,A

NEXT T

FOR T=0 TO 39

READ A
SF=8F+CHRF (A) t NEXT
SFPRITE# (1) =LEFT# (S
BPRITE# (2)=MID¥ (S%
RETURN

T
¥,32)

s 254 8)

DATA 5,136,94,463,63,94,136,16

DATA 4,136,190,255
DATA __,17 125,255,
DATA 160,17,122,25

, 255,190,
255, 125,

2,2 l_L

136,80
17,10
17,8

DATA 255, 199 129,129, 1%9 129,129,255
DATA 1&0,128,193,9&,64,96,144,16,208

DATIA 3,7 .7:7:,7s7,7,
DATA 1,199,223,255
DATA 1“8,“¢4,324,2
DATA 128,227,251 ,2
DATA 0,0,24,460,24,
FOR I=0 TO 2
LOCATE ©O,6+5%

FOR T=0 TO &3
FRINT CHR# (120) g
NEXT T

NEXT I

7

e s
R i R

195, 193

?4,::4,::4,224,224

D ES S
D0 ,255,23

(_] (_} O

1,195,151



970 LOCATE =*1,8

280 FOR T=0 T0O 7 ,

90 FRINT CHR$(32);DHR$(112);EHH$(113);C
HR¥ (32) 3

1000 NEXT T

1010 LOCATE 1,14

1020 FOR T=0 TO 7

1030 PHINT CHRE (Z2) sCHRE(110) 3 sCHRE(111) g
CHRF (Z2) 3

1040 NEXT T

1050 LOCATE o,

1060 FOR T=0 TO 95

1070 FPRINT CHRE(L128) ; s NEXT T

1080 FOR X=0 TD 5

1090 LOCATE 13,

1100 FRINT CHH$(13é+X*B);
1110 NEXT X:FRINT

1120 RETURN

11320 LOCATE 7,1

1140 FPRINT RIGHTE (S STRECINT(SL/50) +10000)
s &)

1150 RETURRN

1160 LOCATE 21,1

1170 FPRINT RIGHTE (STRE (INT (RE/50) +10000)
. 4

1180 RETURN

10000 REM MOVIMENTACAQ XEROS

10010 RESTORE 10070

1OOZ0 FOR T=60000! TO &0177!

10070 READ A

10040 FPOKE T.A

1OOSEG NEXT T

10060 FRETURN

10070 DATA 3%,0,4,1,192,1,62,255,205,86,
Q201,350,051 112,3,205,1 0,2ﬁ4

10080 DATA ”*?,75,1£:,?3 1 5428,123,254,4
1 22,242,195,171 ,234 ,237 , 67 rRE I o8 4:‘,1j
O

10090 DATA 2320,1,7 20,9,34,122,230,42,120
, 230,205,74,0,245, 4 ~¢,ETH 205,74
10100 DATA 0,42,120,;¢o,h05 77 ,0,241 ,42,
122,230 ,5 05,77,0,201,33,&3,25,&,31

EeAG



10110 DATA 205,190,234,33,192,25,6,31,20
5,212,234,195,234,274,205,74,0,245,43, 20

=
o

10120 DATA 74,0,35,205,77,0,43%,43, 16,:345
,'.34-1.:5,,_‘14,!7,.,:(11,205 74, 0,34"_)

10130 DATA 35,205,74,0, 4?,:30...:,77 0459550
16,245,241 ,43%,205, .7.7,_.'_1L11,::,1"]b5
10140 DATAH 24,6,63,205,190,2354 ,33,946,25,
& ;‘_—;._,!;_(_}\_;,_‘_1’,2,2_?4,_'-f'..(b_-..,,é) b,65,200

10130 DATA 190,288 ,6.6,33 17,32, 205,74,0
By DO 7 e 0 55 16, 2486 301






ASTEROIDES

Atire nos asterdides antes que eles o destruam.

Para manobrar sua base, utilize as teclas do cursor esquerda e
direita; para atirar, a tecla do cursor para cima.

Vocé pude modificar a velocidade do jogo, dando a variavel VI

(linha 80) um wvalor compreendido entre 1 e 5, 1 sendo a maneira
madis répida.

10 REM® %% 5% 5 % %5 5% 5%
20 REM*ASTEROIDES*
A0 REM W% 5 % NN W
40 SCREEN 1,2

50 WIDTH 32
60 KEY OFF

70 COLOR 10,0,0

80 CLEAR 1000:VI=3

90 POKE S9005!,7:FOKE S59006!,11
100 ON STOF GOSUR 120

110 STOP ON:GOTD 130

120 SCREEN O:END

150 Z=RND (~TIME)

140 GOSUR 10000

160 DEFUSR1=460012!

170 GOSUR S540

180 GOSUE 8350

190 GOSUR 930

200 FOEE S9000!',0:FOKE 60201!,VI
210 SFRITE# (1) =LLEFT# (5% ,32)

220 PUT SPRITE 1,(124,176),105,1

49



230 PUT SPRITE 2,(128,246),2,2

240 FOR T=2 TO PEEK (59005!) -1

250 PUT SPRITE T,(RND(1)%*256,(T-3)%16),9
T

k]

260 NEXT T

270 FOR T=PEEK(59005!) TO PEEK (590061) 1
280 FUT SPRITE T, (RND(1)*256, (T-3) %14+8)
12, T

290 NEXT T

300 POKE 59014 ,PEEK (59006') -3

310 A=USR1(0)

320 IF PEEK(59014!')=0 THEN 200

330 SOUND 6,20:S0UND 1,12

340 SOUND 7,7:S0UND 12,50:S0UND 8,16
250 SOUND 13,0

360 FOR T=1 TO 100

370 SPRITE#(1)=A%

380 SFRITE$(1)=B%

390 NEXT T

400 SOUND 8,0

410 IF VPEEK(6191)=48 THEN 440

420 VPOKE 6191 ,VPEEK (6191)~1

430 BGOTO 200

440 IN=1

450 A=618%

460 IF VPEEK (A)<VPEEK (A+13) THEN S00 ELS

E IF VFEEK (A)=VFEEK (A+13) AND A<>6186 TH

EN A=A+1:G0TO 460

470 FOR T=6183 TO 6186

480 VPOKE T+13,VPEEK (T)

490 NEXT T

500 LOCATE 8,10

510 PRINT “"TECLE <S>"

520 IF INKEY$<3>"S" THEN 520

530 A=USR(0) :60TO 180

540 RESTORE 730

550 FOR T=0 TO 71

560 READ A

570 S$=5S%+CHR$ (A)

580 NEXT T

590 SPRITE$(2)=MID#(S$,33,8)

600 FOR T=3 TO 10

610 SPRITE#(T)=MID$ (S5%,41,32)

620 NEXT T
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6E0
&40
650
LH60
670
680
&0
700

FOR T=0 TO 23

READ A

VFOKE 1856+T MOD B8+INT(T/8)*¥64,A
NEXT T

VFOKE 8221,240:VPOEE B222,160
VFOKE 8223,112

FOR T=0 TO 63

IF T332 THEN Af=AF+CHRF (RND (1) *255)

ELSE B#=B$+CHR#¥ (RND (1) *2535)

710
720
7Z0
740
750
760
770
780
790
800
810
820
820
840
850
860
870
880
890
F00
10
P20
QI0
40
50
F&HO
e
Q70

NEXT T

RETURN

DATA 1 .3,72,7 437 45,3,3

DATA 7,15,31,6%,60,60,48,0

DATA 128,192,224 ,224,224,192,192,192
DATA 224,240,248,252,60,60,12,0
DATA 24,24,60,126,126,126,102,66
DATA 0,0,1,3,18,15,31 ;63 '
DATA 63,31,15,15,3,1,0,0

DATA 0,0,128,192,240,240,248,252
DATA 252,248,240,240,192,128,0,0
DATA ©,0,8,0,0,0,32,0

DATA ©0,0,322,0,0,0,0,0

DATA ©0,128,0,0,0,0,0,3%2

LOCATE 7,1

FRINT "OQOOO"

LOCATE 15,1

PRINE- st

IF IN=1 THEN RETURN

LOCATE 20,1

FRINT "OoO0o"

RETURN

FUT SFRITE 1,(0,208),15,1

FOR T=1 TO 100

LOCATE RND (1) %31 ,RND (1) #2242
FRINT CHRF(2Z2+INT (RND (1) %3) *8) 5 : NEX

RETURN

10000 REM ROTINA FRINCIFPAL
10010 RESTORE 10070

10020 FOR T=460000! TO &0417!
10030 READ A

10040 FOEE T,A

10050 NEXT T

100460 RETURN

T e



10070 DATA 33,64,24,1,192,2,62,32,205,86
e 201 (62,8,205,65,1, 71 aﬂ,l
10080 DATA 205,135,0 ,&b,“uﬁ 74,0,20%,96,
32,11,254,20,40,20,214,2,205, 77 O
10090 DATA 24, 1g,:nq,1gu,,h,9,éd4.::u 40
+5,198,2,205 77 PD 62 2208, 135
1uiuu DATA 0 58, i“u,ﬁao,hqq 1,40,25,20%
104,32,38,&2,160 205,77 u,hJ,1£1 198
10110 DATA 4,205,77,0,62,1,50,130,2:0,24
»19,205,74,0,254,24,32,7,62,0
10120 DATA S0, 1?0,?:0 52,250,214 .4, 205
70,098,121 ,230,60,80, 121 ,230, “34 s Dy B2
10130 DATA v&,z;,ﬂv,_g,zou,xq D, 245,228
0,32,205,74,0,33,29,32,205,77, u
10140 DATA 241,33,30,32,205, 77 &2, 3,24
5., 205,152,055, 241, 6o,hh,1L5,_u, 190,?2
10150 DATA 244,245, uu,19L,::5,h41 b0, B
,126,230,190,::,L44 62,2,205 54,h_u,6_,u
10160 DATA S50,132,230,62,1,205,54,235,58
132,230,254, 1 200,58 1“4,Aéo,rb4,n 200
10176 DATA 5,h,62,ﬁ 6n,hq4 0,332,251 , 16,2
47 ,195,108,234,205,135,0,205,74,0
10180 DATA 71,:5,:u5 74, u 79,62,3%,245,20
581,285,241, &0,33,126,?30 190,352,244
10190 DATA 201, 05,1Sb,u,nud,)4 0,144, 48
,a,%:e 55,T54 B,Qﬂe,fﬁ.ﬁﬁs 74 O 14“

,205,7},-,4:,6L,_o? UJ,?7 0 b.

10210 DATA 205,135,0, &;2.,"‘46,?05‘..7? Chybaid iy

0,50, 120,280, &:, s 50, 132,230,205,1972

10220 DATA 0,205,232,235,58,134,230,61,5
y 134,230,201 ,205,135,0,205,74,0,254,209

10230 DATA 200,35,205,74 0 198,4,h0u,7/

0,43,208,74,0 60,””4,208,_2,9,25

10240 DATA Qu,hJ,Aﬁq 7 A 0 43.6~,1&,hu;,?

05201 J205 135 ,0,205 74 254,209

10““0 DATA 200,35,20%,74 0,&14,‘,2na,77

0,43,205,74,0 et,gaa,?na,mc, 237

10260 DATA 95,:5,:n5 250 4w,é2,16,205,7

7,0,201,6,4,3:.4~,24,205,?4,0

10270 DATA 60,254 ,5%8,40,4,205,77,0,201,6
»48,205,77,0,43%3,16,2346,201






PANICO

Até o espaco esta atravancado!

Recupere a energia das capsulas azuis, evitando as outras naves
gue se tornam cada vez mais numerosas.

Para mover sua nave, utilize as teclas do cursor esquerda e direita.
A parte principal deste programa sendo em assembler, vocé
devera esperar a explosdo de sua nave para apertar a tecla STOP.

10 REM#*¥%%¥¥34%1

20 REM*PANICD*

FZ0 REM® %% % %#%%

40 SCREEN 1,2

50 COLOR gl

GO WIDTH 32

70 EEY OFF

80 DEFUSR=6O000!

Q0 Z=RND (-TIME)

100 ON STOF GOSUER 120

110 STOP. ONsGOTO 130

120 SCREEN ©O:END

120 60OSUR 400

140 GOSUER 10000

150 FPOKE S59004!,10

160 GOSUR &610:WY=1

170 SFRITEF (1) =5%

180 PUT SFRITE 1,(120,183),15,1
190 POEE S9000!,15: FOKE S9003! ,0
200 A=USR(0)

210 PUT SPRITE 1, (FEEE(S52000!)%*8-4,1735),
Qul

— BB



220
230
240
250
260
270
280
290
200
J10
I20
S350
Z40

50

260

SOUND & ,20: SOUND 7,7

SOUND 12,26:80UND 8,16

SOUND 13,0

FOR T=1 TO 100

SPRITE® (1) =D%

SPRITE® (1) =""

SPRITE® (1) =E%

SPRITE$ (1) =""

NEXT T

IF VFEEK (6191) =48 THEN 340

VFOKE 6191 ,VFEEK (6191)~1

GOTD 170

T=6182

IF VPEEKE (T)<VPEEK (T+15) THEN 370
IF T=6185 OR VFEEEK (T) *VFEEK (T+15) TH

EN FOR T=0 TO Z:VFOKE &197+7T,VFEEK (6182+
TY:NEXT T ELSE T=T+1:6G0TO 350

370
380
90
400
410
420
430
440
450
460
470
480
490
500
510
520
530
540
550
560
570
580
590
600
610

LOCATE 10,8

FRINE WIEELE £55"

IF INEEY#<:"8" THEN 390 ELSE 150
FOR T=O TO 7

READ A

SE=SF+CHRE (A)

NEXT T

FOR T=0 TO 15

READ A ,

VFOEE 760+T,A

NEXT- T

FOR T=58000! TO 58255!

FPOKE T,2+RND (1) %30

NEXT T

FOR T=0 TO 31
DE=DE+CHR#E (RND (1) ¥255)
E$=E$+CHR$ (RND (1) ¥255)

NEXT T

VFOKE 8204,81

VFOKE B20%,161

RETURN

DATA 24,24,24,24,60,126,102,66
DATA 66,102,126,60,24,24,24,24
DATA 0,0,16,56,146,40,0,0
LOCATE 6,1

— 56—



620 PRINT "O000"

670 LOCATE 15,1

640 PRINT ©voav

650 IF WY=1 THEN RETURN

660 LOCATE 21,1

670 FPRINT "Q0OQO"

680 RETURN

10000 REM ROCTINMA FRINCIPAL

10010 RESTORE 10070

10020 FOR T=60000' TO 40249

10020 READ A

10040 FOKE T,A

1OOB0 NEXT T

10060 RETURN

10070 DATA 62,332,355 64,24,1,191,2.2u g 29
+8,62,0,50,125,230,205, 1 64,235,62

10080 DATA 1,205,135,0,35,205,74,0,245,6
2,8,205,65,1,¢Uh,1n~ *2,20 241,254

10090 DATA 16,40,39,214 8,?“u,7},0,58,12
0,230,61,50 ,14H,2:u 195,178,234 ,203,127

10100 DATAZR, 19,241,254 ,248,40,15, 198, 8,
205,77,0,58, 1“n,‘_o 60,50,120,230,2
10110 DATA £y ) 205,206,274 ,254,96,32,9

v 205,192,0 ,Auu,~8,__q,195 197,234,254 ,95
1ﬂ140 DATA 200,205, 1% g 230 ,205,220,234,19
9,112,234,237 +71,120,230,22,0,33,224,26,
25
10130 DATA 205,74,0,201,58,122,230,60,50
s 122,230, QS,EE,H._L,144,2; 2y 126,95
1n14u DATA 33,96, 24,25,588,123,230, 50,50,
123,230, 71,58,124.£:u 184,32,9,62,0
10150 DATA 50,123,230 162,95,24,2,62,96,2
Q5. 57 0,301,?3,&4,¢4 1/.:?1 2F0 1
lniéu DATA 160,2,205,89, ;,,r“0,230,17,
96,24,1,160,2,205, Qz,u,uu1 b,
10170 DATA ::341,M4,TUJ,74 .,254,5?,40.5
1 60,205,77,0,201,62,48,205,77,
luiﬂn DATA 4_,16,¢_ﬁ.?ol,wﬂ 1% EPR

-I.L-an.--

125,250, 254 . 1?_4q8 124, 230,61,

1U190 DATA “1é¢uu 24, 230 ﬁg,u,ﬁﬂ l““ 25

23,23
o
(L2017







SALVAMENTO

O solo argiloso esta engolindo a cidade!

Evacue os habitantes com a ajuda de seu aparelho.

Se vocé conseguir salvar todos, um certo nimero de pontos Ihe
serd atribuido em fungdo do tempo gasto. A seguir, uma outra
cidade aparecerd, mas afundara ainda mais depressa.

Para manobrar seu aparelho, utilize as teclas do cursor.

10 REM® %5555 5 % 3 % %
20 REM*SALVAMENTO*
30 REM® %3335 %% % %% %
40 SCREEN 1,2

90 WIDTH =2

&0 EEY OFF

70 Z=RND (~TIME)

80 ON STOF GOSUR 100
20 STOF ON:GOTD 110
100 COLOR 10,1,1:8CREEN O:END
Lo COLOR 4, 2
120 GOSUR &10

130 GOSUER 10000

140 YI=50:NY=2

150 DEFUSR=60000!
160 FPOKEE S2000! ,V1
170 POKE 359001!,5
180 CLS

190 GOSUR 1030

200 GOSUR B60

210 FPOKE 590021 ,20
220 N=O

— B



20 X1=120:2Y1=1b: PK=6223

240 SFRITE#(1)=A%

250 A=STICK (0) : Z=USR (0) : IF PEEK(59002!)=
O THEN 530

260 IF A=7 AND X1<>8 THEN X1=X1-8:FK=Fk-
11 SFRITE$ (1) =R$ :

270 IF A=3 AND X1<>240 THEN X1=X1+8:FK=F
K+1:SPRITES$ (1) =A% -
280 IF A=1 AND Y1<>1& THEN Yi1=Y1-8:FE=FK
-32

290 IF A=5 AND Y1<>176 THEN Yi=Y1+8:FkE=F
K432

I00 PUT SPRITE 1,(X1,Y1),13,1

310 A=VFEEK (FE) : B=UFEEK (FK+1)

IR0 IF A=32 AND B=32 THEN 250

IIO IF A=240 OR B=240 THEN 440

340 IF A=248 THEN VFOKE PE,32:PLAY "05L6
4CD" s N=N+1:SC=8C+1

I50 IF B=24B8 THEN VFOEE PE+1,32:PLAY "05
L&ACD" : N=N+11:8C=8C+1

I60 BOBUB 1030

370 IF N<5 THEN 250

I80 BO=1

390 IF FEEK(59002!') 2 THEN SC=8C+1:FLAY
"0SL&64CD": GOSUR 1030:FOKE 59002! ,PEEK (59
0021) -2 ELSE 410

400 IF PLAY(O)=-1 THEN 400 ELSE 390

410 BO=0

420 IF VIX10 THEN VI=VI-3

430 GOTO 160

440 SOUND &,20:S0UND 8,16

450 SOUND 7,7:80UND 12,26

460 SOUND 13,0

470 PUT SPRITE 1,(X1,Y1-8),9,1

480 FOR T=1 TO 100 '

490 SFRITE# (1)=C#

500 SFRITE# (1)=D#

510 NEXT T

520 SOUND 7,254

530 IF NV=0 THEN 560

540 NV=NV-1:G0SUB 1030

550 GOTO 230



560
570
580
590
&HOO0
610
&20
EHI0
640
&S50
L60
&70
&80
&0
700
710
720
730
740
750

VE=18)
770
T8O
794
BO0
810
B20
BE0
B340
850
B60
870
BEG
8390
QOO0
P10
Q20
IO
QL0
D150
Q&O

IF SC*RE THEN RE=SC:GOSUR 1030

LOCATE 8,10
T "TECLE <S>"

IF INEEY#$<3"S" THEN 590
SC=0:BOTO 140

FRIN

FOR
READ

T=0
A

TO 15

VPOKE 1920-56%(T>7)+T,A

NEXT

T

VFOKE 8222,30
VFOEE 8219,144
VFOKE 8

FOR
READ

22ﬁ,242

T=0 TO 47

A

SE=8F+CHRE (A)

NEXT

T

AF=LEFT$ (S5%,24)

BE=MID¥ (S%,2

,24)

FOR T=0 TO &3

IF T2 THEN C#=C#+CHR#F (RND (1) *255)
ELSE D#=D#+CHR# (RND (1) *255)

NEXT
RETU
DATA
DATA
DATAH
DATA
DATA
DATA
DATA
DATA
FLT

VO
NEXT
FOR

T
RN

255,129,129,129,129,129, 129,255
& Sl & Jels 1 84 1”4 14,56, 108
128,192,2? 4“,;4 Aot I
0,0, 0,0,0, U &0

0,0,0,204, 248, 254 , 255 , 251
'::],Q.,U_?.‘ti 12 7,:.-.J5.,12

005000000005, 0

ik

,3,7,15,255,255,255,254

SFRITE 1,(100,208),,1
FOR X=&B880 TO &911

B X,

X
X =0

219

Fa EL STER 2

A=TNT (RND (1) #15) +4

FOR

Y=h

i H i e,

LOCATE X,Y
T CHRE (2 240) 3 CHRE (240)

FRIN
NEXT
NEXT

Y
X

el [

255,127



@70 FOR T=1 TO S
PEO K= (RND (1) #30) +2
P90 Y=22
1000 szPFEr(b144+Y+Y 2): IF Z=240 THEN
Y=Y-1:60O0TO 1000
1010 IF Z=32 THEN VPOKE E1444+X+Y w32, 248
NEXT T ELSE 980
1020 RETURN
1020 LOCATE 7,1
1040 FRINT RIGHT$(5TR$(1000G+BC),4)
1050 IF BO=1 THEN RETURN
1060 LOCATE 15,1
1070 FRINT NV
1080 LOCATE 21,1
1090 FPRINT RIGHT$($TR$(1&GGQ+RE),4)
1100 RETURN
10000 REM DESTRUICAD CIDADE
10010 FOR T=&60000! TO &0G47!
10020 READ A
100E0 PORE T,A
10040 NEXT T
10050 RETURN
lﬁﬁ&ﬂ DRTes 38,121 ,230,61.50.121 , 751 g o 3 4

y 250 L]
,192,58, 1¢0,;_u,Jn 1ﬂ1.??n,~h,h4,h4,1
1nn?u DQTQ 128,2,17,128,187,205,89,0,17,

b, ,128,2,33,128, 187,205, 92 ¢

L]

iUUBU Dﬁrﬁ w8, 1~~,?'ﬁ &1 ,50,122,230,201
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TANQUES

Neste jogo, vocé deve impedir os tanques, que atacam em ondas
cada vez mais rdpidas, de atravessarem o rio.

Vocé podera deslocar-se horizontalmente com a ajuda das teclas
do cursor esquerda e direita; atirar, com a tecla do cursor para cima:
modificar o comprimento do tiro, apertando simultaneamente as
teclas do cursor para baixo e esquerda, para diminui-lo; as teclas
do cursor para baixo e direita, para aumentéa-lo. Esse comprimento
estd inscrito entre o escore e o recorde.

10 REM*%%% %% %% %

20 REM*TANQUES#*

30 REM%#%% %% %%%

40 SCREEN 1,2

20 COLOR 5,3,12

6O WIDTH 22

70 KEEY OFF

80 DEFUSR=&40000!

PO DEFUSRKR1=&0O072!

100 DEFUSRZ2=40178!

110 ON STOF GOSUE 130

120 STOF ON:GOTO 140

1%Z0 COLOR 10,1,1:SCREENO: END
140 GOSUR 570

150 GOSUER 10000

160 GOSURBR 890

170 GOSUE 240

180 X1=120:DI=10:L0CATE 14,1:FRINT DI
190 VI=4

200 FOEE SFO00! 2 POKE =59001! ,0
210 FOEE SF002!' 01 FOKE 520061 ,0

— B85 —



220 FOR T=3 TO 12

230 PUT SPRITE T, (255,0),8,T

240 NEXT T

250 POEE 40080!',VI

260 A=STICE (0) : Z=USRK1 (0)

270 IF PEEE(S59006')=1 THEN 480

280 IF A=7 AND X1<3>24 THEN X1=X1-4

290 IF A=3 AND X1<>232 THEN X1=X1+4

300 IF A=1 AND CO=0 THEN CO=1:X2=X1:Y2=1
68:D1=DI1:SFRITEf(2)=C$

310 IF A=4 AND DI<>36 THEN DI=DI+1:LOCAT
E 14,1:FRINT DI:RBEEF

20 IF A=6 AND DI« >»10 THEN DI=DI-1:LOCAT
E 14,1:FRINT DI:EBEEP

330 PUT SPRITE 2, (X2,Y2),1,2

40 IF CO=0 THEN 460

I50 IF Y2=168-4%D1 THEN Y2=209:C0=0:5FRI
TE$ (2)=D#$: Z=USR (0) ELSE Y2=Y2-4:60T0 460
60 B=FPEEK (59004 ')

70 IF B=17 THEN FLAY "D1L&64C":GOTO 460

IHO PUT SPRITE R, (255,209),,B

90 SOUND &,20:SOUND 7,7

400 SOUND 12,26:S0UND 8,16

410 SOUND 13,0

420 FPOEE S59004!',13

470 SC=SC+1

440 BGOSUB 890

450 IF SC MOD 10=0 THEN IF VI<>1 THEN VI
=VI-1:60TO 200 ELSE 200

460 PUT SPRITE 1, (X1,168),15,1

470 GOTO 260

480 SOUND 7,254

490 FLAY "OSL&44CDE"

500 IF SC»*RE THEN RE=SC:G0OSUB 890

510 LOCATE 8,10

520 PRINT "TECLE <S>*“

530 IF INKEY#$<3>"S" THEN 530

540 PUT SPRITE 1,(0,208),15,1

550 CO=0:Y2=209

5460 SC=0:CLS:60TO 1460

570 RESTORE 750

580 FOR T=0 TO 79



390
600
610
620
&0
&40
&S50
bH60
670
&80
&0
700
710
720
730
740
750
760
T70
780
790
800
810
820
80
840
850
860
870
880
890
00
230
P20
IO
4.0
QS0
260
70
280
290

READ

A

S¥=8%+CHR$ (A)

NEXT

T

FOR T=3'TO 12
SPRITEi(T)=LEFT$(S$,32)

NEXT

T

SFRITE# (1)=MID#$ (S%,33,32)
C$#=MID# (S%,465,8)

D$=MID% (S%,73,8)

FOR T=0 TO 31

READ

A

VFOKE 1848+T,A

NEXT

T

VFOKE 8220,44
VPOKE 8221,220
RETURN

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

0105010!0!05010

0,0,0,0,0,0,0,0

198,254 ,254,254, 198,214,214, 254
254,254,214,16,16,0,0,0
0,0,0,0.0,4.4,4
4,255,255,117,117,113,255, 255
0,0,0,0,0,0,0,0
0,240,240,192,192,192, 240,240
4,4,4,0,0,0,0,0
136,2,41,132,17,72,34,8
255,255,255,255,0,0,0,0
202,255,255, 255,255,255, 255, 255
255,255, 255, 255, 255, 255, 255, 255
255,255,255, 255,255, 255, 255, 202

LOCATE 7,1

FRINT RIBHT$ (STR# (10000+5C) ,4)
LOCATE 21,1

FRINT RIGHT$ (STR# (10000+RE) ,4)
RE TURN

Z=USR2 (0)

LOCATE 0,13

FOR T=0 TO 31

FRINT CHR$(232)

NEXT

3]

FOR T=0 TO &3
1000 PRINT CHR# (2332) 4
1010 NEXT T

e B



1020 FOR T=0 TO 31

1030 PRINT CHR$(234);

1040 NEXT T

1050 RETURN

10000 REM DESLOCAMENTO SFRITE+TECLA?
10010 RESTORE 10070

10020 FOR T=60000'! TO 60189!

10030 READ A

L0040 POKE T,A

LO0SO NEXT T

10060 RETURN

10070 DATA 62,13,50,124,230,62,2,205, 135
,0,205,74,0,214,4,71,35,205,74,0

10080 DATA 214,8,79,62,3,245,50,125,230,
205,135,234,241,60,254,13,32,243,201, 205
10090 DATA 135,0,205,74,0,144,48,2,238,2"
S5,254,6,208,35,205,74,0,145,48,2

10100 BAYA 238,255,254,6,208,58, 125,230,
50,124,230,201,58,122,230,40,50, 122,230,
254

10110 DATA 4,192,62,0,50,122,230,58,121,
230,60,50,121,230,254,15,32,32,62,0
10120 DATA 50,121,230,58,120,230,254,12,
40,20,60,50,120,230,205,135,0,62,24, 205 |
10130 DATA 77,0,35,237,95,198,56,205,77,
0,58,120,230,254,2,200,62,2,245,205 .
10140 DATA 135,0,205,74,0,40,205,77,0,25
4,130,32,13,35,205,74,0,254 , 255, 40

10150 DATA 5,62,1,50,126,230,241,71,58, 1
20,230,184,200,120,60,195,234,234,33,96
10160 DATA 24,1,160,2,62,231,205,86,0,20
1






S.0.S.

Recupere os pdra-quedistas com o auxilio de seu barco. Mas
este € arrastado para a margem.

O ndmero, situado entre o escore e o recorde, corresponde ao
namero de para-quedistas que seu barco contém. Se este chegou a 5,
vocé ndo pode mais recuperar para-quedistas.

Para esv

aziar o barco, volte a margem.

O barco pode ser movido com o auxilio das teclas do cursor

esquerda e

16
20
=0
40
50
&LHO
L)
80
20
100
110
120
120
140
150
160
170
180
190
200
210

e
220

direita.

RE M 3% % % % % % %

REM*#S.0.5%

RE M % % 3% 3% % % %

SCREEN 1,2

COLOR B,7,12

WIDTH 22

KEY OFF

DEFUSR=&60000!

ON STOP GOSUE 110
STOF ON:GOTO 120
COLOR 10,1,1:SCREEN O:END
GOSUR 520
GOSUE 10000
GOSUR 920
GOSUR 870
FOR T=2 TO 31
PUT-BPRITE T, (255,0),13,7
NEXT T
X1=2208

N=0:LOCATE 15,1:PRINT N
CO=1:DE=0:VI1=48

FOEE S9000!',0

By | e



230 FOKE 59001!,2

240 FOKE 60016!,VI

250 A=STICKE (0) : Z=USR (0)

260 VPOEE 1855 ,VFPEEK (1855) XOR 255
270 I=FEEE (59004 ')

280 IF Z=2 AND N=5 THEN Z=1

290 IF Z=2 AND N< >S5 THEN EEEF:SC=SC+1:G0
SUB 8702 N=N+1

300 IF Z=1 THEN PLAY "O1L&4C":DE=DE+1: VP
OKE 6201+DE,240: IF DE=S THEN 400
310 IF X1=208 AND N< >0 THEN PLAY "0OSL&4C
D" s N=0

I20 IF A=7 AND X13>19 THEN X1=X1-4
320 IF A=3 AND X1<20%5 THEN X1=X1+4
Z40 IF X1<>208 THEN Xi=X1+1

350 FUT SFRITE 1,(X1,160),1,1

360 LOCATE 15,1:PRINT N

Z70 IF FEEK(59005!)<322 THEN 250
280 IF VI»23 THEN VI=VI-B

I90 GOTO 220

400 IF SC*RE THEN RE=S5C:GOSUEB 870
410 LOCATE 9,10

420 PRINT "“"TECLE <S§3»"

470 IF INEEY#<:>"8" THEN 430

440 LOCATE 9,10

450 PRINT SFACEF(15)

4460 N=0O

470 FOR X=6202 TO 6206

480 VFOKE X ,32

490 NEXT X

S00 SC=0:FUT SPRITE 1, (0, 2093

510 GOTO 150

520 RESTORE 750

530 FOR T=0 TO 55

540 READ A

550 S#=5$+CHR¥ (A)

560 NEXT T

S70 SFRITE# (1) =LEFT#(S$,24)

580 FOR T=2 TO 31

590 SPRITE#(T)=MID# (S%,25,32)

600 NEXT T

610 FOR T=0 TO 23

—



&20 READ A
620 VPOKE 1848+T,A
540 NEXT T
650 VFOKE 8219,64
660 VFOKE 8221,167
670 VFDKE 8220,71
680 FOR T=0 TO 15
L£90 READ A
700 VFOKE 19204T-56%(T3>7) ,A
710 NEXT T
720 VPOKE B222,23
730 VFOKE 8223,164
740 RETURN
750 DATA 0 0 n,?4o,¢J5,255, 27,63
760 DATA 30,0,0,0,0
770 DATA 0 O, 15,355,:34,254,252
" 780 DATA 0,0,3,7 15,331 21
790 DATA 8,4,2,1,0,0,0,0
80O DATA 0,0,248,72 :,:54 255,25% .85
810 DATA 2,4,8,80,224,64,160,0
20 DATA 0,0,0,0,0,0,0, 153
830 DATA 255 ,Lqu,hus,:ba,ﬁuj,ysb,kaﬁ 25
B40 DATA 63,127,255, o bS,QSS,?SS
8%0 DATA “4 24, 1¢a 1”6,24,?4 o2
860 DATA o o - s T
870 LDCQTE 8,1
880 PRINT HIBHri( S TRE (10000480) , 4)
870 LOCATE 21,1
F00 FRINT RIGHT#(STR#£(10000+RE) ,4)
210 RETURN
R0 FOR X=0 TO 27
IO FOR Y=21 TO 24
P40 VFOKE &61444Y#3I24X,219
950 NEXT Y
P60 NEXT X
70 FOR X=0 TO 27
P80 LOCATE X,20
P90 FRINT CHR#(231);
1000 NEXT X 4
1010 FOR X=28 TO 31
1020 FOR Y=20 TO 24
1OZ0 VFOKE 6144+Y#324+X, 2352
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1040 NEXT Y

1050 NEXT X

1060 VPOKE 6812,233

1070 VFOEE 6907,248

1080 RETURN

10000 REM MOVIMENTACAD PARA+SALVA?

10010 RESTORE 10070

10020 FOR T=60000! TO 40167

10020 READ A

10040 FOEE T,0

100350 NEXT T

10060 RETURN

10070 DATA 62,0,50,124,230,50, 125,230,858
, 120,230,60,50, 1¢H,Mhu,¢%4,un 32,32,62
10080 DATA 0,50,120,230,58,121,230 254 ,2

2,40,20, 6n,qu 1“1,~~U,405 135,0 62,;4
10090 Dﬁfﬁ 205 7 “,uu, 1537,95,198,48,205
177,0,62,3,245,50,126,27 A,Mnﬁ 165,¢J4
10100 DATA 241 6n,¢q4,2?,3_,_4u,hu1,Lod,
135,0,205,74 O,hu4,-,20H 60,254,152,32
10110 DATA 53,58,126,230,50 1L5,L70 62,0
1205,77,0,35,205,74,( ,h45 6¢, 255,205
101‘0 DATA 77,0 6‘,1,hud lku,u,gq,guu,74

171,241,144 484~,hh y 255,254,8

1u1uu DATA Bh,6,62,1, 50,1ﬂ4,23u,201 62,2
+ 50,124, Jo,:n1 208,77 ,0.6.%,23%7

1U14U DATA 95,254 64,48,2,56,255,35,205,7
4,0,254,24,32,2,6,1,254,208,32

10150 DATA 2,6,255,128,205,77,0,201






CAVERNAS

O objetivo do jogo € apanhar os sacos de ouro espalhados nas
8 cavernas. Mas cuidado com os monstros!

Se vocé conseguir recuperar todos os sacos de ouro, deverd
subir a superficie para mudar de cavernas . . .

O nimero entre o escore e o recorde é seu bonus.

Se um dos monstros o tocar, vocé perderd 20 pontos e se seu
escore ndo d4 para tanto, a partida acabou, assim como se o bonus
for 0.

Para mover-se, utilize as teclas do cursor.

10 REM® %353 %% %%

20 REM#*CAVERNASH*

FT0 REM* ¥ %% %% %% %%

40 SCREEN 1,2

50 . WIDTH 32

&0 KEEY OFF

70 GOLEUR ¥ 1)

80 Z=RND (-TIME)

20 DEFUSR=&40000!

100 ON STOF GODSUEB 120
110 STOFP ON:GOTO 1730
120 SCREENO:COLOR 10,1 ,1:END
130 GOSUR 720

140 GOSUR 10000

150 Ni=1

160 GDSUB 1110

170 GOSUR 1290

180 GOSUEB 1340

190 RESTORE 250

200 FOR T=2 TO 5



210 READ A

220 X=RND (1) *200+20

220 PUT SPRITE T,(X,T*32-4) A, T
240 NEXT T

250 DATA 9,2,4,8

260 POEE S9000!',247

270 FOKE 592001!,4

280 FOEE 59002 ,249

290 FOKE 59003%!',8

F00 TIME=O

310 PUT SPRITE 1,(120,32),7.1
320 FOEE 59006! ,N1+5

Z30 BO=45-INT(TIME/S50)

T40 IF RBOz=0 THEN 440

EZ50 PLAY "ODZL64GARAGM

3260 IF SCrRE THEN RE=SC:GOSUR 1290
370 LOCATE 8,23

380 PRINT "TEELE <85>

390 IF PLAY (0O)==1 THEN 390

400 IF INEEY#$<:>"8" THEN 400

410 CLS:PUT SPRITE i, (0,208),,1
420 SC=0

40 GOTO 150

440 LOCATE 14,1

450 FRINT BO

460 Z=USR(0)

470 Z=FEEK (S2010!')

480 IF NB<N1 OR FEEK(59005!')<{>32 THEN 59
0

490 SC=SC+B0:GOSUR 1290

S00 IF N1<8 THEN Ni1=N1+1:G60T0O 570
510 LOCATE 8,23

520 PRINT "FIM DAS CAVERNAS";
930 FOR T=1 TO Z2000:NEXT T

540 LOCATE 8,23

550 FRINT SFACE#(16);

560 GOTO 250

570 ClL.8:PUT SBPRITE1, (0,208),,1
580 GOTO 1460

590 IF Z=0 THEN FOR T=1 T0O 40:NEXT T:6G0T
g 330

600 IF Z»5 THEN &80

610 FLAY "L&401DEDEDEDE"
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620 SPRITEF(1)=""

630 SPRITE# (1) =A%

640 IF PLAY(O)=-1 THEN &20

690 FPUT SPRITE 1,¢120,32),,1

660 IF 8C*19 THEN SC=SC-20:608UR 1290 EL
SE SC=0:60T0 IS0

&70 GOTO 330

&80 PUT SPRITE Z,(0,209) ,,2

690 FLAY"OSL&4CD"

700 NBE=NBE+1

710 IF PLAY (0)=0 THEN 330 ELSE 710

720 RESTORE 960

730 FOR T=0 TO 95

740 READ A

730 SE=5F+CHR¥ (A)

760 NEXT T

770 AF=LEFT$(5%,32)

780 SPRITEﬁ(i)*Ai

790 FOR T=2 T0O 5

BOO SFRITE#(T)=MID#(8%,33,32)

810 NEXT T

820 FOR T=6 TO ‘13

830 SPRITE#(T)=MID%(8%,65,32)

840 NEXT T

850 FOR T=0 TO 7

860 READ A

870 VFOKE 1835&6+T,A
880 NEXT T

890 VFOKE 8221,89
900 FOR T=0 TO 15
210 READ A

20 VFOKEE 1920+T,A
P30 NEXT T

240 VPOEE 8222,1461
Q50 RETURN

90 DATA 0,3,7,7,3.3,1°
970 DATA 23,25,23,7 .6, 4,320

280 DATA 0,192,224 ,224, 19;,194,24n,239
PO DATA ??2 232,332,224 96 F63112 5120
1000 DATA 7, 1“ 2o N S g ,31,24

1010 DATA =1, ql ﬁl,w ,Jl ?1,31,21

1020 DATA 224,24u 248 ,200,248,248,248, 24
10Z0 DATA 248,248,248,248,248,248,248,16

i
o4

23
y 1
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8
1040
1050
1060
-
1070
(§]
1080

=
wd

1090
L1100
1110
1120
1136
1140
1150
1160
1170
1180
1190
1200
1210
1220
1230
1240
1250
1260
1270
1280
1290
1Z00
1310
132

1350
1340
1350
1360
1E70
1380
1390
1400
1410
1420

DATA 10,15,7,3,7,31,63,255%
DATA 255,255,127,127,63,63,15,7
DATA 160,192,192,128,192,240, 248

DATA 254,254 ,255,255,254,254 ,252,24

DATA 255,126,129,129,129,129,126,25

DATA 24,24,24 ,63,63,24,24,24
DATA 24,24,24,252,252,24,24,24
FOR Y=& TO 24 STEF 4

LOCATE O,Y

FOR X=0 T0O =i

FRINT CHR$(232);

NEXT X

NEXT ¥

FOR N=O T0O 1

FOR Y=35 TO 17 STEF 4

GOSUR 1230

NEXT Y

NEXT N

RETURN

X=INT (RND (1) %&) ¥2+24N*14&

FOR T=0 TO 4

LOCATE X,¥Y+T

FRINT CHR#(240) 3 CHR$(241)
NEXT T

RETURN

LOEATE 7,1

FRINT RIGHT# (S8TR# (10000+50C) ,4)
LOCATE 21,1

FRINT RIBHT$(STH$(10000+REJ,4)
RETURN

RESTORE 1440

FOR T=6 TO 13

FUT SFRITE T, (0,209 ,,7

NEXT T

FOR T=& TO S+N1

READ X,Y

FUT SFRITE Ty XNy 134T
NEXT T

NE=0



14Z%0 RETURN

1440 DATA 124,160,220,64,44,128,90,96,20
0,128,60,64,50,160,108,94

10000 REM ROTINA PRINCIPAL

10010 RESTORE 10070

10020 FOR T=60000!'" TO &OZO2!

10030 READ A

10040 POKE T,A

10050 NEXT T

10060 RETURN

10070 DATA 62,0,50,130,230,205,76,235,62
s e 200, 135,0,208.74.,0., 71,359, 05 74

10080 DATA 0,79,197,62,8,205,65,1,193,20
3,103,32,20,121 ,254,8,40,101, 05,28
10090 DATA 235,254,0,32,94,121,214,8,205
v77,0,24,846,203,127,32,20,121,254,240
10100 DATA 40,77,205,28,235,254,0,32,70,
121,198,8,205,77,0,24,62,203,111,32
10110 DATA 26,205,55,235,205,74,0,254,24
0,32,48,62,1,205,135,0,120,214,8,205
10120 DATA 77,0,205,192,0, 4,M&,20:,119
32,28,205,55,235,17,64,0,¢ 205,74

10130 DATA 0,254,240,32,14,62,1,205,135,
0,120,198,8,205,77,0,205,192,0,62

10140 DATA 2,1,120,230,245,205,255,234,3
1241 ,60,254,6,32,245,205,76,235,201,205
10150 DATA 135,0,35,208,74,0,87,10,130,2
45,205,77,0,241 ,254,240,48,3,254,10
10160 DATA 208,10,238,255,198,1,2,201,12
0,254,32,40,19,254,64,40,15,254,96,40
10170 DQTA 11,254,128,40,7,254,160,40
G2 s 201 64,0,¢01,3¢,0 24 3 22,0

10180 DATA 89,*Ow,59,203,59,203,59,25,23
5,104,38,0,41,41,25,201,62,1,205,135
10190 DATA 0,205,74,0,?1,50,125,230,35,2
05,74,0,79,58,126,230,245,50, 131,230
10200 DATA 205,110,235,241,61, 254 L o S
43,201,205,135,0,205,74 Oy 144 48,;,2g8
10210 DATA 255,254,1b,208,35,205,74,0,14
9,48,2,238,255,254,10,208,58,131,230,50
10220 DATA 130,230,201

!‘-‘!

S8 =






MISSAO

Defenda seu planeta contra os ataques repetidos de estranhas
criaturas. Se 5 delas conseguirem pousar, vocé perdeu.

Para mover sua base, utilize as teclas do cursor esquerda e direita;
para atirar, a tecla do cursor para cima.

Vocé pode tornar uniforme o movimento dos invasores, pondo
em 1 a variavel JOGO na linha 90.

10 REM*3#3%%3%%

20 REM*MISSAD*

IO REM# %8544 %%

40 SCREEN 1,2

S0 COLOR .- 10,1,1

60 WIDTH 32 ¢

70 KEY: OFF

80 DEFUSR=&Q000!

Q0 VIi=5:JEU=2

100 ON STOFP GOSUR 120

110 STOP ON:GOTO 130

120 SCREEN O:END

130 GOSUR 500

140 GOSUR 10000

150 IF JEUX=1 THEN FOKE &60228!',128:VI1=1
160 GOSUER 620

170 GOSUR 740

180 PUT SPRITE 1, 0120, 160),15,1
190 PUT SPRITE 2,(80,209),9,2
200 FOR T=Z TO 7

210 PUT SFRITE T,(255,(T-3)%27),2,T
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220 NEXT T

230 SPRITE$(1)=A%

240 IN=1:PLAY "L&401"

250 Z=USR(0)

260 FOR T=1 TO VI:NEXT T
270 ZI=FEEEK (S9051!)

280 IF ZI=0 THEN 250

290 IF Z=50 THEN 330

I00 SC=8C+1:6G0SUB 740

310 PLAY "O1BC"

320 GOTO 250

3IJ0 FPLAY “CchCnY

240 SPRITE#£(1) =A%

3950 SPRITE#(1)=""

360 IF PLAY (O)=-=1 THEN 340
I70 IN=0

380 NE=NE+1

390 GOSUER 740

400 IF NE=35 THEN 420

410 GOTO 1460

420 IF SCHrRE THEN RE=8C:G0OSUER 740
430 FLAY "O7CDE"

440 LLOCATE 8,10

450 PRINT "TECLE <S>"

460 IF INEEY#<>"GS" THEN 460
470 PUT SPRITE 1,(0,209) ,,1
480 CLS:SC=0:NE=0

490 GOTO 160 .
S00 VFOKE B219,144

510 RESTORE &60

920 FOR T=0 TO &3

530 READ A

540 SE=8F+CHR$ (A)

990 NEXT T

560 AF=LEFT$(8%,32)

570 SFRITE#(2)=MID$(S%,33,8)
580 FOR T=3 TOD 7

590 SFRITE#(T)=MID#%(S%,41,24)
600 NEXT T

610 RETURN

620 FOR T=6848 TO &911

&30 VPOKE T,219

640 NEXT T
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650 RETURN

B60 DRTR 1,72, 7 Vit 0T d

670 DATA 1,199,223,255,255,231,195, 199
680 DATA 128,224,224,224,224,224,224,22
690 DATA 128,227,251,255,255,231,195,227
700 DATA 16,16,16,84,84,68,68,68

710 DATA 1,7,6,15,31,57,56,16

720 DATA 0,0,0,0,0,0,0,0

730 DATA 224,248,216,252,254,231,7,2

740 LOCATE 7,1

750 PRINT RIGHT#(STR#$ (10000+8C) ,4)

760 IF IN=1 THEN RETURN

770 LOCATE 14,1

780 PRINT NE

790 LOCATE 20,1

800 FRINT RIGHT#(STR$ (10000+RE) ,4)

810 RETURN

10000 REM ROTINA PRINCIPAL

10010 RESTORE 10070

10020 FDOR T=60000! TO 60328

10030 READ A

10040 POKE T,A

10050 NEXT T

10060 RETURN

10070 DATA 62,0,50,171,230,205,78,235,62
,1,205,135,0,35,205,74,0,245,62,8

10080 DATA 205,65,1,193,203,103,32,12,12
0,254,8,40,51,214,4,205,77,0,24,44

10090 DATA 203,127,32,12,120,254,232,40,
3s5,198,4,205,77,0,24,28,203,111,32,24
10100 DATA 62,2,205,135,0,205,74,0,254,2
09,32,12,62,152,205,77,0,35,120,198
10110 DATA 4,205,77,0,62,2,205,135,0,205
,74,0,254,209,40,19,254,24,32,7

10120 DATA 62,209,205,77,0,24,8,214,8,20
5,77,0,205,78,235,1,120,230,62,3

10130 DATA 245,205,228,234,241,3,60,254,
8,32,245,201,205,135,0,205,74,0,60,205
10140 DATA 77,0,254,168,32,34,35,205,74,
0,254,255,40,6,62,50,50,171,230,201
10150 DATA 43,62,24,205,77,0,237,95,198,
56,35,205,77,0,237,95,230,1,2,201
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10160 DATA 35,205,74,0,254,255,87,200,10
,254,0,40,8, 122, 198, 2,205, 77,0.24

10170 DATA 6 , 122,214, 2,205,77,0 ,254,30,4
8,5,62,1,2,24 21,254 ,220,56,5

10180 DATA 62,0,2,24,12,237,95,254,127,3
2,6,10,238,255, 199,L,A,201 58,171

10190 DATA 230,254,0,192, 62,2,205 135,0,
205,74,0,71,35,205,74,0,214. 5,79

10200 DATA 62,:,5u 170, 230, 205 117,235,5
8,170,230,60,254,8,32 242,A01 205,135,0
10210 DATA 205,74,0,144 ,48,2,238, 255,254
»12,208,35,205,74,0,145,48,2,238,255
10220 DATA 254,6,208, 58,170,230,50,171,2
30,205,135,0,35, 62, 255,205,77,0,62.2
10230 DATA 205,135,0,62,209 L 205,77 . 0,201






SLALOM

Alcance o melhor tempo nessa descida de esqui em que vocé
deve passar por 20 portas.

Cada porta ndo ultrapassada acarretara uma penalidade de meio
segundo. Também mudar de sentido fara vocé perder tempo.

Para manobrar seu esquiador, utilize as teclas do cursor esquerda
e direita.

10O REM% %% %% %%

20 REM*SL.AL.OM*

T0 REM% %% % % % % %

40 SCREEN 1,2

50 COLOR 1.15,15

&0 EEY OFF

70 LA=20: FOKE S9005! ,LA

80 DEFUSR=&60000!

Q0 Z=RND (~-TIME)

100 ON STOF GOSUR 120

110 STOF ON:GOTO 130

120 COLOR 10,1,1:SCREEN O:END
20 GOSURB 520

140 GOSUR 10000

150 SFRITE$ (1) =A%

160 X1=128:D=-2

170 CLS

180 GOSUB 740

120 FUT SFRITE 1y (X1,142) 9,1
200 FUT SFRITE S, 0110,112) .4, 5
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210
220
230
240
280
260
270
280
290
H00
310
S20

SE0

FUT SFRITE 4, (110+LA,112),4,4
Z=RND (1) %¥127+50

FUT SFRITE 5,(Z,200),4,5

FUT SPRITE &, (Z+LA,200) ,4,6
IF STICK(0)=0 THEN 250

TIME=0

FOKE S2003!,0

FLAY "D1L&4"

LOCATE 7,1

SC=TIME /S0

FRINT SC

A=STICK (0)

IF A=7 THEN D=-2:SFRITE$(1)=A$: TIME=

TIME+S

340

IF A=Z THEN D=2:SFRITE$(1)=R$: TIME=T

IME+S

250
S60
S70
280
390
400

IF D=-2 AND X1<3>24 THEN X1=X1-8

IF D=2 AND X1<3>208 THEN X1=X1+8

IF X1=24 OR X1=208 THEN 290

Z=USR (0)

PUT SPRITE 1,(X1,112),,1

IF PEEK(59002!)=1 THEN FLAY "C":TIME

=TIME+25

410

20
430
440
450
460
470
480
490
500
510
520
5I0
540
Hog
560
o570
580
990

IF FEEK (59003')<40 THEN 290
CLS

FLAY "DSCDEDC™

IF SC<RE OR RE=0 THEN RE=SC
GOSUE 740

LOCATE 9,10

D#=INKEY$

FRINT "TECLE <S>

IF INKEY#<:>"S" THEN 490
SC=0

GOTO 150

RESTORE 640

FOR T=0 TO 79

READ A

S#=5%+CHRE (A)

NEXT T

AF=LEFT$ (S%,32)

B$=MID% (S%,33,32)

C#=MID% (S%¥,65,16)



600 FOR T=3 TO 6

610 SPRITE$(T)=0C#

620 NEXT T

630 RETURN

640 DATA F93,3,1,7,11,11,19

650 DATA 4,5,6,152,97,38,24,0

660 DATA 128,128,128,0,192,160,160,144
670 DATA 224,198,88,96,128,0,0,0

680 DATA 1,1,1,0,3,5.5,9

620 DATA 7,99,26,6,1,0,0,0

700 DATA 192,192,192,128,224,208,208,200

710 DATA 32,160,96,25,134,100,24,0

720 DATA 16,24,28,30,31,16,16,16

730 DATA 16,16,16,164, 16,16,56,16

740 LOCATE 7,1

730 PRINT 8C

760 LOCATE 18,1

770 PRINT RE

780 RETURN

10000 REM MOVIMENTACAD PORTAS+FPASSE?R
10010 RESTORE 10070

10020 FOR T=&60000! TO &O0130!

10020 READ A

10040 FPOKE T,A

10050 NEXT T

10060 RETURN

10070 DATA 62,0,50,122,230,62,1,205,135,
0,205,74,0,214,8,71,35, 205,74,0

10080 DATA 198,4,79, 623y 45 50 120,230,
200,135,234, 241 60,_54 7,32,_4M,hul 203
1DH90 DATA 135,0,205,74,0,254, 16,40,44,2
14,4,MUS,7?,0 184 192,w5 58 12:,__

10100 DATA 60,50, 123,230 58,120,270,254,
4,40,15,254,6,40,11,205,74, 0 185,214
10110 DATA &2, 1,40 122,230,A01,;Uq,74,0,
185,556,244, 01 »62,200,205,77,0,35,58
10120 DATA 120,230,230, 1,;54 0,40,11,237
vy95,198,50,50,121,230, 205 TG, ul 58
10130 DATA IEI,ASO 87,58, 1_5,”*0 ido,;ﬂﬁ
227 40,201






LABIRINTO

Atravesse 0 mais rapidamente possivel o. labirinto. Para isso,
mova-se 0 menos possivel.

Utilize as teclas do cursor esquerda e direita, para mover-se.

Vocé pode passar de um extremo ao outro da tela sem problemas.

10 REM® %% 3% 3% 5% 3% % %%

20 REM*LABIRINTO#*

30 REM¥* 3% %3 35 % % 3% % %

40 SCREEN 1,2

S0 COLOR 10,0,0

&0 KEY OFF

TO I=RND (~-TIME)

80 DEFUSR=&0000!

20 ON STOFP GOSUB 110
100 STOF ON:GOTO 120
110 SCREEN Q:END

120 GOSUR 4460

120 GOSUR 10000

140 CLS

150 GOSUR 700

160 FOR Y1=14 TO 22 STEF 4
170 GOSUR &Z0

180 NEXT Y1

190 Y1=22

200 X1=120: X2=6607 1 DE=0:N1=0
210 TIME=O

ZZ20 LOCATE S5,1
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230
240
280

260

TE=TIME/S0O

FRINT TE
A=STICK ()

IF ACE7 THEN 290

270 IF X1=16 THEN X1=240:X2=X2+28

280 X1=X1-8: X2=X2~1: KEEF

290 IF A<>3 THEN 320

I00 IF X1=232 THEN X1=8:X2=X2-28

310 X1=X1+8: X2=X2+1: REEF

320 PUT SPRITE 1, (X1,96),9,1

330 IF VPEEK (X2)<»32 OR VFPEEK (X2+1) < 532
THEN 370

F40
350
H60
70
380
0
400
410
420
4720
440
450
460
470
480
490
S00
10
520
5930
540
550
560

Z=USR (0)
N1=N1i+1

IF N1<Z0 THEN GOSUB 630

IF N1<3Z4 THEN 220
FLAY "0O5L&4CDE

PUT SPRITE 1,(0,Z08),,1

IF TE<RE OR RE=0 THEN RE=TE

GOSUR 700
LOCATE 9,10
PRINT "TECLE <S3"

IF INEEY#<:>"8" THEN 440

GOTO 140
RESTORE 580
FOR T=0 TO 31
READ A
SE=GF+CHRE (A)
NEXT T

SFRITE# (1) =LEFT#$(S%,

FOR T=0 TO 7
READ A

VFOKE 1920+T,A
NEXT T

VFOKE 8222,244

)

570 RETURN
580 DATA 0,3,7,7,3,1,15
590 DATA 2%,23,93.7.6, )30

600
610
620

0
640

DATA 0,192,224,224,192,128,240, 232
DATA 232,232,232,224,96,96,112,120
DATA 255,66,36,24,24,36, 66,255

Z1=RND(1)%12+1
Z2=RND (1)%#13+14

TR



650
660
670
680
L0
700
710
720
7E0
740
750
760

LOCATE 0,Y1

FRINT STRING# (29 ,CHR#¥ (240) )3
LOCATE Z1,Y1:PRINT SPACE#(2)
LOCATE Z2,Y1:PRINT SPACE$ (2)
RETURN

LOCATE 0,1

FRINT SFACE# (32)

LOCATE 5,1

FRINT TE

LOCATE 19,1

FRINT RE

RETURN

10000 REM SCROLL BAS—->HAUT

10010 RESTORE 10070

10020 FOR T=&£0000!' TO &0029!

10020 READ A

10040 FOEE T,A

10050 NEXT T

10060 RETURN

10070 DATA 6,4,197,1,322,0,17,23,0,33,128

124,

205,74,0,237,66,205,77,0

10080 DATA 25,62,27,188,32,242,193,16,22
9,201

W el g n el






FUTEBOL

O futebol é um esporte de equipe. E um jogo que fard com que
vocé se convenca disso!

Vocé estd sO contra uma equipe inteira e deve marcar um maximo
de gols. Se o inimigo interceptar dez vezes a bola, vocé perdeu.

Chute com a tecia do cursor para cima.

Vocé pode, antes do chute, mover a bola horizontalmente com
o auxilio das teclas do cursor esquerda e direita.

10 REM® %0585 %%%

20 REM*FUTEBOL*

IO REM®® %% % %% %%

40 OFEN "GRF:" FOR OUTPUT AS#H#1
50 GOSUB 10000

60 COLOR 15,12,12

70 SCREEN 2,2

80 KEY OFF

90 DEFUSR=60000

100 ON STOF GOSUE 120

110 STOP OFF:GOTO 130

120 COLOR 10,1,1:SCREEN O:END
130 GOSUR 580

140 Sg=""

150 GOSUB S00

160 X1=128:Y1=184:C0O=0: NE=0
170 RESTORE 830

180 FOR T=2 TO 11

190 READ X,Y

200 PUT SPRITE T,(X,Y),4,T
210 NEXT T
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<20 PUT SFRITE 12, (128,48),8,172

230 X3=168:5C=RE: GOSUER 870

240 XEZ=72:8C=0:G0SUR 870

250 BGOSUE 940

260 ON SPRITE GOSUR 420

270 SFRITE ON,

280 A=STICK (0) : Z=USR (O)

290 IF A=7 AND X1< 3946 AND Y1=184 THEN X1
=X1-8

300 IF A=3 AND X1< 3160 AND Y1=184 THEN X
1=X1+8

310 IF A=1 AND Y1=184 AND B=0 THEN Y1=17

&:FPLAY "0OSL.&4RB"

I20

320

IF Y1<>184 THEN Yi=Y1-8
IF Y1=40 THEN SC=SC+1:G0SUE 870:FLAY

"OSL64CD": Y1=184

240
I50
260
370
80
370
400
410
420
470
440
450
460
470
480
490
S00
510
520
S30
540
b1 9]
560
270
S80
020
600

PUI BPRETE T 40X, Y1) 1

IF CO=0 THEN E=0:60T0 270
IF SC*RE THEN RE=SC: X3I=168:G0SUE 870
SC=0

FSET (80,24) ,12

PRINT #1,"TECLE <g>»"

IF INEEY#<>"S" THEN 400
NE=0:GOTO &0

SFRITE OFF

Y1=184:FPLAY "01L&4D"

FOR T=1 TO 1S50:NEXT T

PUT SPRITE L, (XE,¥1) 151
NE=NE+1: GOSUR 940

IF NE=10 THEN (C0=1

B=1

RETURN

LINE(Q,56)—-(255,56&)
FSET (96 ,56)

DRAW "M%6,Z2M168,32M168,56"
FSET (BB ,56)

DRAW "MB80,BOM184,80M176,56"
FSET (48,56)

DRAW "M16,120M248, 120M216,56"
RETURN

RESTORE 720

FOR T=0 TO 39

READ A



610
620
630
640
650
660
&70
&80
620
700
710
720
730
740
750
760
770
780
790
800
810
820
830
840
850
860
870
880
890
P00
10
P20
30
40
P50
P60
70
80
90

S$=G$+CHRE (A)

NEXT T
SPRITE# (1) =LEFT$ (S%,8)
FOR T=2 TO 12
SPRITE#$(T)=MID$(S$,9,32)
NEXT T

FOR T=0 TO 32

READ A

POKE S59000!+T,A

NEXT T

RETURN

DATA 0,60,126,126,126,126,60,0

DATA 5,3, 8,1 57,51 11,11

DATA 11,2,2,2,6,0,0,0

‘DATA 128,128,128,0,192, 160,140, 160

DATA 160,128,128,128,192,0,0,0

DATA 40,120,1,80,176,1,136,216,0
DATA 72,120,1,134,184,0,80,120,1
DATA 136,176,0,80,176,0 _
DATA 40,120,1,136,216,0,96,160,1
DATA 56,144,128,160,200,144
DATA 96,128,160,128,96,104

DATA 160,104,128,88

DATA 56,72,200,72

COLOR 12

FPSET (X3,8) ,12

PRINT #1,STRING# (4,CHR$ (200))
COLOR 15

PSET (X3,8) ,12

PRINT #1,RIGHT#(STR$ (10000+8C) ,4)
RETURN

COLOR 12

FSET (128,8) ,12

PRINT #1,CHR$ (200) ; CHR$ (200)
COLOR 15

PSET(128,8) ,12

PRINT #1,RIGHT$ (STR$ (100+NE) ,2

1000 RETURN

10000 REM MOVIMENTACAO JOGADORES
10010 RESTORE 10070

10020 FOR T=60000! TO 40058!

~Shgn =



10030 READ A

10040 POKE T,A

10050 NEXT T

10060 RETURN

10070 DATA 1,120,230,62,2,245,205,113,23
4,241,3,60, 254 13,32.245, 201,205,135,0
10080 DATA 35,205 74,0,87,10 186,& 32,6,
3,62,1,2,24,8,10,186,3, 32

10090 DATA 3,62, 0,2,10,:54,0, 29 .30 4,739
2,30,2%52,131 ,205,77,0,201






MINAS

Atravesse esse campo de minas. Mas, cuidado, vocé sera crono-
metradao!

Mo inicio, o computador mostra as zonas minadas. Mas, a sequir,
elas se tornardo invisiveis. Para tornar a veé-las, aperte a tecla < G >,
Mas iss0 faz voceé perder tempao.

Para mover-se, utilize as teclas do cursor,

10 REM## %% %%%

20 REM=*MINASH

Z0 REM*%5H%%%%

40 SCREEN 1,2

S0 COLOR 1,10,1

&0 KEY OFF

70 Z=RND(-TIME)

80 DIM X{10) ,¥(10)

0 ON STOFP GOSUER 110

100 STOF OM:GOTO 120

110 COLOR 10,1,1:5CREENM 0O:END
120 GOSUR sS40

130 CLS

140 SC=0

150 GOSUB 730

160 X1=247Y1=324+INT(RND (1) #33) %4
170 C=1:G08UB B840

180 SPRITES(1)=""
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190 PUT SPRITE 1,(X1,Y1),9,1

200 FOR T=1 T0 3500:NEXT T

210 C=0:GOSUE 880

220 TIME=0

230 SPRITES$(1)=A%

240 ON SPRITE GOSUER 470

250 SFRITE ON

260 SC=TIME/SO

270 LOCATE 7,1

280 PRINT SC

290 A=STICK (O)

200 IF A=5 AND ¥Y1<>*1&60 THEMN BEEP:Y1l=Y1+4
310 IF A=1 AND Y1<>32 THEN BEEFP:1Yl=Y1-4
320 IF A=7 AND X1<>24 THEN BEEF:X1=X1-4
330 IF A=3 THEN BEEP:X1=X1+4

340 IF INKEY$<3>"G" THEN 3B0

350 C=1:GOSUB 880

360 FOR T=1 TO BOO:B$=INKEY$#:NEXT T

370 C=0:GB0SUB 88O

IB0 PUT SPRITE 1, (X1,Y1),9,1

390 IF X1<3»224 THEN 240

400 PLAY "OSL&4CDE"

410 IF RE>SC OR RE=0 THEN RE=SC:GOSUER 81

420 LOCATE 7,10

430 PRINT “TECLE <S3>"

440 IF INKEY$<:"S" THEN 440
450 FUT SFRITE 1,(0,208),,1
460 BOTO 130

470 SPRITE OFF

480 PLAY "D1L&4CDCDCDCD™
490 C=1:GOSUB BBO

500 SPRITES$(1)=A%

510 SPRITE$(1)=""

520 IF PLAY(0)=-1 THEN S00
530 GOTO 420

540 RESTORE &S0

S50 FOR T=0 TO &3

S60 READ A

570 S#=S$+CHR$ (A)

SB0 NEXT 7

590 AF=MID$ (S5%¢,33,3I2)

600 FOR T=2 TO 10

— 1048



610 SPRITE$(T)=LEFT$ (S%,32)

620 NEXT T

630 VFOKE B219,24

640 RETURN

650 DATA 192,224,112,56,28,14,7,3
460 DATA 3,7,14,28,56,112,224,192
670 DATA 3,7,14,28,56,112,224,192
680 DATA 192,224,112,54,28,14,7,3
690 DATA 3,3,3,1,7,11,11,11

700 DATA 11,2,2,2,6,0,0,0

710 DATA 192,192,192,128,224,208,208, 208
720 DATA 208,54,64,64,96,0,0,0
730 FOR X=0 TO 29

740 LOCATE X,3

750 PRINT CHR$(219);

760 NEXT X

770 FOR X=0 TO 29

780 LOCATE X,22

790 PRINT CHR$(219)

BOO NEXT X

810 LOCATE 7,1:PRINT SC

820 LOCATE 18,1:PRINT RE

830 RETURN

B840 FOR T=2 TO 10

B50 X (T)=48+RND (1) #70+90% (T AND 1)
BHO Y (T)=32+415% (T-2) +INT (RND (1) #8)
B70 NEXT T

880 FOR T=2 TO 10

B70 FUT SPRITE T, (X(T),Y(T)),C,T
900 NEXT T

210 RETURN
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