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AMIGOS DEL
AMSTRAD

EDITORIAL

Tras un breve lapsus de tiempo, aqui estamos de
nuevo con nuevos e interesantes programas para
todos aquellos “AMIGOS DEL AMSTRAD".

Ante todo, comenzar agradeciendo el carifio con el
gue hemos sido recibidos por todos vosotros, y
aunque se haya dicho muchas veces esto nos
obliga a superarnos en ofrecer lo mejor cada mes.

En este ya nuestro nimero 2, os ofrecemos una
serie de programas listados con mayor o menor
dificultad, en los cuales podéis introducir una serie
de cambios y mejoras, dejando de esta forma
campo abierto a vuestra imaginacion y vuestros
conocimientos del ordenador.

Esperamos que os sean de utilidad e interés y, con
vuestra voluntad y nuestra pequefia contribucion,
sedis capaces de elaborar poco a poco, programas
cada vez mas complicados.

Gracias y hasta el proximo mes.

Edita: Editorial GTS. C/. Bailon, 20. 1.° Izda. 28005 MA-
DRID. Secretaria Redaccion: Margarita Rancero. Colabo-
radores: Eugenio Garrido, J. F. Martinez, J. Bernal, R Ca-
rralén, J. Ramos, Juan JesUs Ortega. Direccion Artistica
y Técnica: Carlos Gorrindo. Publicidad: Bailén, 20. 1lo.
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26:INK  7:1INK

> ORIGIN

110
120

140

O 2P1 STEP PI1/70

DRAW L™ ia) ,150 j

DRAWR 0 ,30*SIN'®) ,3

NEXJ

PRINT CHRF( )+CHR-1(1);
I

150 LOCAT

160
170
180
190

220
230
240
250
260
270
280

350
360

PRINT "'PHANTOMFIRE"
PRINT 1CHR* (2)~CHR*(0) ;
INK 2,7,0:INK 3,0,18

POR @~ T 00:SOUND 1,a,l ,1
th-T1%D S?& 0O 4 <0

INK 2,7:INK 3,18

FOR a=1 TO 500:NEXT a

FORa*0TO 50sPRINT CHR*<7

MODE 1

GOTO 310

PRINT EN(a*>/

b*=MI PRINT b*;:IF b*<>

,>,1:SOUND

a*2,1INEXT a

bsNEXT

PRINT:A*="PON LA NAVE A TIRO (SUENA UN SONIDO) Y":Gi
A*="ENTONCES PULSA -SPACE- PARA DISPARAR":GOSUB 270
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370
380
390
400
410

INK
420
430
440
450
460
470
480
490
500
510
520
530
540
550
560

600
610
620
630
640
650
660
670

700
710
720
730
740
750
760
770
780
790
800
810
820
830
840
850
860
870
880
890
900
910

930
940
950
960
970
980
990

PRINT:A#=""PARA DESPLAZAR LA NAVE EMPLEA LAS":GOSUB 270
A*""TECLAS DEL CURSOR'™:GOSUB 270

PRINT :A$=>"PULSA -S- PARA EMPEZAR"™ :GUSUB 270

IF INKEY <60)00 THEN 400

v=i :GQSUB 940.-INK 0,26sPAPER O :BORDER 26:INK 1,18:INK 2,19:1NK 3,21:INK 4,0

5,6:INK 6,15,5:INK 7,11;MODE O:ENT 1,10,-1,1
ENV 1,30,-1,1:ENT 2,50,1,1
WINDOW #1,7,14,22,22:PEN #1,5
WINDOW #2,6,15,24,24 sPEN #2,6
v*=""888&8&8&8&&&""
y=200:FOR n=1 TO 5
PEN 1:FOR a=1 TO n*2:y=y-2:PLOT O,y,l1:DRAWR 650,0:NEXT a
FOR a=1 TO n*3:y=y-2:PLOT 0,y,2:DRAWR 650,0:NEXT a
FOR a=1 TO n*4:y=y-2:PLOT 0,y,3:DRAWR 650,0:NEXT a
NEXT ni 1
FOR a=150 TO 250:PLOT a,0,0:DRAWR O ,a-150:DRAWR -50,0:NEXT a
FOR a=250 TO 370:PLOT a,0 :DRAWR 0,100:NEXT a
FOR a=370 TO 470:F°"LOT a ,0:DRAWR O0,ABS <470-a) .-DRAWR 50,0:NEXT a
LOCATE 8,20:PEN 7:PRINT"&&&&&&""
p=0:GOSUB 880.-GOSUB 860
y=300:x=150:PRINT CHR$(23)+CHR*(1) :TAG
v—1 THEN INK 1,9:INK 2,18:INK 3,19
v=2 THEN INK 1,19:INK 2,9:INK 3,18
IF v=3 THEN INK 1,18:INK 2,19:INK 3,9
SOUND 4,500,10,10,0,0,31
x=x+1INT <16*RND-16*RND) :1IF INKEY(0)=0 THEN x=x-B
IF INKEY (2)=0 THEN x=x+8.
y=y+INT(16*RND~16*RND) :zIF INKEY <8)=0 THEN y=y+8
IF INKEY(1)=0 THEN y=y-8
IF x<124 THEN x=124
MOVE vy ,x ,4 :PRINT"” CD" j:IF RND>0.99 THEN GOSUB 890
v=v+I1:IF v>3 THEN v=I
IF x<240 THEN IF x>210 THEN IF y<310 THEN IF y>270 THEN SOUND
IF INKEY(47)=0 THEN GOSUB 720
MOVE y ,X :PRINTfI 3" - -.+ 3 U.
GOTO 570
MOVE 200,100 :DRAW 316,220: MOVE 47,° ,100:DRAW 320,220
SOUND 2,50,20,15,0,2
IF x>240 THEN GOTO 810
IF x<210 THEN GOTO 810 tH-
IF y>310 THEN 810
IF y<270 THEN 810
SOUND 3,100,30,15,0,2,31:p=p+15:GOSUB 880
MOVE y,X:PRINT"C3"; :x=200+INT(RND*200) :y=INT(RND*600) :MOVE y,X
GOTO 830
p=p-2:1F p<O THEN p=0
GOSUB 880
REM
MOVE 200,100:DRAW 316,220:MOVE 422,100:DRAW 320,220
RETURN®™ 1
PRINT#2,v$:1F LEN(v$)=0 THEN GOTO 1030
RETURN
FRINT#¢ ,p:-RETURN
MOVE vy ,x-8:DRAW 312,114:MOVE y+64,x-B:DRAW 312,114
SOUND 1,100,10,15,0,1 jl
v$=MID$(Vv$,2,11):GOSUB 860

RET! RN

SYMBOL AFTER 32 i J
symBOL 160,1,3,6,15,31 ,57,112, 63
SymMBOoL 161 ,128,192,96,.240,248, 156,114,252
SYmMBOL 64,66,153,165,2119,255,189,153,66
SYMBOL 91.0.7.9.61.119 .192.128 ,0

SYMBOL 93 jo0j2241144,188,230,3, 1,0 L e

1000 SymBOL 92,20,65,8,34,144,4,65 ,20

1010 SYMBOL 38,254,254,254 ,254,254 ,254,254 ,254
1020 RETURN
IUJO KEtM *** GAME UVEK *¥*
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1040 FOR A=1 TO 20:FOR B=100 TO 200 STEP AsSOUND 1,B,1,15,0,0,31:NEXT BiNEXT A
1050 INK O,0:INK 1,26:INK 2,15,0:PAPER OjBORDER O:PEN 1:MODE O

1060 PEN 2:LOCATE 6,7:PRINT"GAME OVER"

1070 PEN 1:LOCATE 4,12 :PRINT™PUNTOS :-"" ;USING "###H#H##" ]

1080 PEN 3:INK 3,15:LOCATE 5,17:PRINT "OTRA? (S/N)"

1090 FOR A=1 TO 50 :A*=INKEY*:NEXT A

1100 PEN 1

1120 1IF INKEY (46)?
1130 GOTO 11N

10 REM * ok ok ok ok ok K SUICIDA * ok ok ok ok ok ok Kk
20 REM «ANGEL BARCIA DELGADO *

30 REM E e = o o G _ T _ S _ R e e

40 REM il

50 MODE O

60 INK O,0:INK 1,26:INK 2,7:INK 3,18

70 PAPER O0:BORDER O

80 ORIGIN 318,210

90 FOR a=0 TO 2*P1 STEP PI/70

100 PLOT 0,0,2

110 DRAW 300*C0S(a),150*SIN(a)

120 DRAWR 0,30*SIN(a),3

130 NEXT a

140 PRINT CHRi (22)+CHRIQ) ;

150 LOCATE 8,12

160 PRINT "SUICIDA™

170 PRINT CHRi (22)+CHRI(0);

180 INK 2,7,0:INK 3,0,18

190 FOR a-1 TO 300:SOIJND 1,a,1,15:NEXT a

200 INK 2,18,7:INK 3,7,18

210 FOR a=300 TO 1 STEP -2:SOUND 1,a,l:SOUND 2,a*2,1:NEXT a
220 INK 2,7:INK 3,18

280 FOR. a=1 TO 500:NEXT a

240 FOR a=0 TO 50:PRINT CHRI(7):FQR b=l TO 50:NEXT b :NEXT a
250 MODE 1

260 GOTO 310

270 PRINT TAB(20-LEN(ai)/2):FOR a=1 TO LEN(al)

280 bi=MIDI(ai,a,1):PRINT bl;:IF bi<>" ' THEN PRINT CHRii 7)
290 NEXT a

800 PRINT:PRINT:FOR a=1 TO 200:NEXT a :RETURN

310 REM *** |INICIO DEL PROGRAMA *** 1_1

820 Ai="'<<< SUICIDA > >":GOSUB 270

330 PRINT:AI="EN ESTA OCASION ERES UN LOCO PELIGROSO'":GOSUB 270
340 AI="Y TE HAS PROPUESTO ESTRELLARTE CONTRA'":GOSUB 270
[3™ tAMFT(]IDOSMLOS COCHES QUE SALGAN A TU PASO™ :GOSUB 270
360 PRINT:AT="Q. MUEVE ARRIBA'":GOSUB 270
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370 A$="A. MUEVE ABAJO"sGOSUB 270

380 PRINT:A$="PULSA -S- PARA EMPEZAR

390 BOSUB 2704-.i..l.4..L.!_ _4..J.i.

400 IF INKEY (60)00 THEN 400

410 GOSUB 870

420 INK O,0:INK 1,26:INK 2,17:INK

430 PAPER O;BORD£R 0 :PEN 1

440 MODE i\ H -j 4 i i

450 b*=CHR*(1601+CHR*(161) :m*=CHR$(162)+CHR*(163)
460 E$=CHR$(164)+CHR*(165)

470 H=13 i
480 P=0:F=0
490 GOSUB 770
500 X=13:Y=37s1=1
510 ORIGIN O,200:PLQT 0,60,1:DRAWR 650,0 sPLOT 0,-6 0 sDRAWR

520 PEN 2 :LOCATE 10 ,HsSPRINT" "1-4 .1 1. 3

530 IF INKEY (67)=*0 THEN H=H~1:IF H<10 THEN H=10

540 IF INKEY(69)=0 THEN H=H+1:IF H>16 THEN H=16

550 LOCATE 10,HSPRINT B$

560 SOUND 1,1000,1

570 PEN 3 f-M-

580 LOCATE Y ,X:PRINT"

590 X=X+l !

600 Y=Y—1 | 1

610 IF X>15 THEN I=-1

620 IF X<1ik THEN 1=1

630 IF Y<1 THEN Y=37:F=F+1 :GOSUB 770

640 LOCATE! Y, X:PRINT M*

650 SOUND i ,800,1—<3—j—F

660 iE X=H THEN IF Y=rlO OR Y=11 QR Y- 12 THEN GOTO 680

670 GOTO 520J

6BO LOCATE 11,H:PRINT E*:GOSUB 750

690 LOCATE 10,H:PRINT E$:GOSUB 750

700 LOCATE' 11,H:PRINT E$sGOSUB 750

710 F—P+15 jGOSUB 770

720 GOSUB 750:GOSUB 750

730 LOCATE 10,H:PRINT " GOSUB 750

740 Y=37:GOTO 520

750 FOR A=1000 TO 1100 STEP IOSSOUND 1,A,1,15,0,0,31:NEXT A:RETURN

760 END

770 PEN 1:LQCATE 4,3 :PRINT"PUNTOS ! " ;P ;TAB (25) ;"FALLOS: " ;F

780 IF F>9 THEN GOTO 800

790 RETURN

800 INK 2,15,0

810 FOR A=1 TO 20:FOR B=100 TO 200 STEP A:SOUND 1,B,1,15,0,0,31:NEXT B:NEXT A
820 MODE O

830 PEN 2 :LOCATE 6,7 :PRINT"GAME OVER"

840 PEN 1:LOCATE 4 ,14:PRINT"PUNTOS:" ;USING "######",P

850 FORA=1 TO 10000:NEXT A

860 GOTO 250

870 SYMBOL AFTER 160

880 SYMBOL 160,31,57,113,225,255,199,187,56

890 SYMBOL 161,128,64,32,240,254,199,187,56

900 SYMBOL 162,1,2,4,127,255,199,187,56

910 SYMBOL 163,128,128,128,255,255,227,221,28

920 SYMBOL 164,99,136,18,64,43,136,34,153

930 SYMBOL 165,198,17,72,2,212,17,68,153

940 RETURN
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1 1
LLi i
g i

irnrn nmn irrrrer

18 8IR
30 REM
40 RFh
50 MODE

60

INF 0,0:INF 1,26:INK

70 +"AR « BORDER Or
80 ORIGIN 318,210

0
100
110
120
130
140
&
J170
180
1x
200
210

230
240
250
260
270
280
290
300
310
320
330
340
350
360
370
380
390
400
410
420
430
440
450
460
470
480

500
510

POR a0 Tu 2#P1 STEP FI/70

PLOT 0 O 2

DRAW 300*CUS I@ 150*SIN @)

DRAWE O SO*SINIa)

NEXT a

PRINT CHR* 22)+CHR*(1) ;

LOCATE 8,12

%rlnt “hdcleo

RINT CI-R—f 22)+CHRI 0) ;
NK 2,7,0:INK 3,0,18

FOR a 1 TO 800: SOUND 1, 1,15:NEXT a

I 2,18,7:1INK 3,7,18

FOR a-300 TO 1 STEP -2:SOUND 1,a,1:SOUND 2,a*2,1:NEXT
2,7:1NK 3,18

FOR a=1 10 500:NEXT

FOR a-0 TO 50:PRINT CHR*<7):FOR b=l TO SOtNEXT b:NEXT a

MODE 1

GOTO 310

F*RINT TAB (20-LEN<a$)/2) :FOR a~1 TO LEN(at)

bf=MIDi(a%$,a, I>SPRINT b*;:IF b*<>" " THEN PRINT CM««i7)

NEXT a

PRINT:PRINT:FOR a=1 TO 200:NEXT a:RETURN

REM *#* INICIO DEL PROGRAMA **=*

A*=""<< NUCLEO ENERGETICO >>M:GOSUB 270

PRINT:At="DEFIENDE TU NUCLEO ENERGETICO":GOSUB 270

A*="DE LOS ATAQUES DE LOS ALIENIGENAS":GOSUB 270

A*="DEL PLANETA DRAKOV":GOSUB 270

PRINT:A4=""LOS CONTROLES SON:":GOSuUB 270

A*="Q. ARRIBA A. ABAJO"rGOSUB 270

A*="0. 1ZQUIERDA P. DERECHA":GOSUB 270

PRINT :Af*=""PULSA -S- PARA EMPEZAR' :GOSUB 270

IF INKEY(60)<>0 THEN 400

GOSuB 870

C0=24

DIM M (8,2)

MODE 1

ENT 1,10,1,1,10,-2,1

ENT 2,20,1,3

INK 1,26:INK 3,18:INK 2,C0,C0+3

B*="":FOR A=1 TO 6 :B*=B*+CHR*(160) :NEXT A

D»=C*+CHR*(160)+CHR*(160) ;
LOCATE 5,8 LS i oM
M S
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520 A*=B*sGOSUB 970sA*=C*sGOSUB 970i1A»=D*«FOR A=1 TO SsGOSUB A
530 A#=*C$:GOSUB 970sA*»B*sGOSUB 970 -1
540 X=10sY=5

550 XB=X sYB=1

560 FOR A=1 TO 8

570 GOSUB 980

580 NEXT A

590 A®1

600 PEN 3sGDSUB 740

610 A-A+1.-IF A>8 THEN AHL

620 1F INKEY(67)-0 THEN X»X-t jIF X<l THEN X=1
630 IF INKEY (69) =0 THEN X-X+IslF X>25 THEN X«25
640 IF INKEY(34)=0 THEN Y«=Y-11iTF Y<1 THEN Y=l
650 IF INKEY(27)="0 THEN Y*=Y+IsIF Y>39 THEN Y-39
660 LOCATE Y,XtCALL 30000 sC®PEEK(29999)

670 IF C=*0 THEN X=XBsY YB

660 IF C=161 THEN GOSUB 840

690 PEN 1

700 LOCATE YB,XB:PRINT" LOCATE Y,XsSPRINT CHR*(248+RND*3)
710 XB=X:YB=Y

720 SOUND 4,100,20,5+C0/3,0,1

730 GOTO 600

740 XM=*M(A,1) sYM=M(A ,2) :LOCATE YM ,XMSPRINT*
750 IF XM>12 THENIF RND>0.5 THEN XM=XM-1
760 IF XM<12 THENIF RND>0.5 THEN XM=XM+1
770 IF YM<20 THENIF RND>0.5 THEN YM=YM+1
780 IF YM>20 THENIF RND>0.5 THEN YM=YM-1
790 LOCATE YM,XM:CALL 30000 :C*PEEK (29999)
800 IF C=0 THEN GOSUB 1040

B10 PEN 3:LOCATE YM,XM:PRINT CHR$<161)
820 M(A,1)=XMIM(A,2)=YM

830 RETURN

840 FOR A=1 TO 8

gﬁo IF M(A,D>X THEN IF M(C 2)=Y THEN SOUND 1,200,25,15,0,2sGOSUB 980 P=P+5 sSRETU

860 NEXT A jA” 1iRETURN i M
870 REM t* CODE SCREEN* **
880 DATA 205,96,187,50,47,117,201
890 RESTORE 880
900 FOR **=30000 TO 30006:READ bsPGKE a,bsNEXT a
910 SYMBOL AFTER 160 i
920 SyYmMBOL 160,126,219,165,219,219,165,219,126
930 SYMBOL 161,255,153,189,255,129,255,66,231
940 SymBOL 162,0,36,90,36,36,90,36,0
950 RETURN
960 REM tttttttttttt ******
970 PRINT TAB(20-LEN(A*)/2)jiPAPER 3tPEN 2:PRINT A*IPAPER OsPEN 1jRETURN
980 X¥=»1+ INT(RND*24> sSYY=»1+INT(RND*39) i
990 LOCATE YY,XXsCALL 30000
1000 IF PEEK129999)<>32 THEN GOTO 980
1010 MCA, D=XXIM(A,2)**YY
1020 LOCATE YY,XXSPEN 3 SPRINT CHR*(161)
1030 RETURN
1040 REM *** MUERTO *t*
1050 XM«M(A,1)jYM-M(A,2)
1060 FOR Z®1 TO 200 STEP I0sSQUND 2,Z,2,15,0,1sSNEXT Z
1070 CO=CO-2:INK 2,C0,CO+3slF CO<1 THEN GOTO 1090
1080 RETURN
1090 REM *** 6AME OVER ***
1100 FOR A=1 TO 20:FOR B=100 TO 200 STEP AsSSOUND 1,B,1 ,15,0,0,31 sNEXT BSNEXT A
1110 INK O ,0sINK 1,26:INK 2,15,0sPAPER OsBORDER OsPEN 1sMODE O
1120 PEN 2SLOCATE 6,7sPRINT"'GAME OVER"
1130 PEN 1SLOCATE 4,12sPRINT'PUNTOSS" JUSING '"e###H#H" " >P
1140 PEN 3sINK 3,15sLOCATE 5,17sPRINT "OTRA? (S/N)"
1150 FOR A=1 TO 50sA*»INKEY#SNEXT A
1160 PEN 1
1170 1F INKEY (60) %0 THEN RUN 250
1180 IF INKEY(46)»0 THEN CALL O
1190 BOTO 1170
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NAUFRAGO

10 REM *** NAUFRhb[> ***
20 REM * ANGEL GARCIA *

30 REM Tt L G.T.S. ***=*

40 REM

50 MODE O

60 INK 0,0: INK 1,26:INK 2,7:INK 3,18

70 PAPER OsBORDER O

80 ORIGIN 318,210

90 FOR a=0 TO 2*P1 STEP PI1/70

100 PLOT 0,0,2

110 DRAW 300*COS<a>,150*SIN<a>

120 DRAWR 0,30*SIN<a>,3

130 NEXT a

140 PRINT CHR*(22)+CHR*<1);

150 LOCATE 7,12

160 PRINT "NAUFRAGO"

170 PRINT CHRi<22)+CHR*<0>;

180 INK 2,7,0 :INK 3,0,18

190 FOR a=l1 TO 300:SOUND 1,a,l ,15:NEXT a
200 INK 2,18,7:1NK 3,7,18

210 FOR a=300 TO 1 STEP -2:SOUND I,a,l:SOUND 2 ,a*2,l:NEXT
220 INK 2,7sINK 3,18

230 FOR a=l1 TO 500:NEXT a

240 FOR a=0 TO 50:pRINT UHRIt7> :FOR b=l TO 50:NEXT b sSNEXT a

250 MODE 1

260 GOTO 310 4-

270 PRINT TAB(20-LEN(ai)/2):FOR a=1 TO LEN(ai)
280 bI=MIDI(ai,a,1):PRINT bl;:I1F bi<>" " THEN PRINT CHRI(7)
290 NEXT a

300 PRINT:PRINT:FOR a=1 TO 200:NEXT a:RETURN

310 REM *** [INICIO DEL PROGRAMA ***

320 Ai="<< NAUFRAGO >>":GOSUB 270

330 PRINT:AI=""RECOGE LAS PROVISIONES QUE TE"sGOSUB 270
340 AI="ENVIA EL AVION PARA QUE SOBREVIVAS'":GOSUB 270
350 AI="AL NAUFRAGIO, HASTA QUE VENGA":GOSUB 270

360 AT="UN BARCO A RESCATARTE":GOSUB 270

370 PRINT:AT="CONTROLES DE TU BARCA:"'sGOSUB 270

380 AI="F1. MUEVE A LA 1ZQUIERDA":GOSUB 270

390 AI="F3,MUEVE A LA DERECHA":GOSUB 270

400 PRINT:AT="PULSA -S- PARA EMPEZAR'":GOSUB 270

410 IF INKEY (60)00 THEN 410

420 ENT 1,10,1,1,10,-1,1

430 GOSUB 720

440 INK 0 ,23:PAPER O :BORDER 23:INK 1,0 :PEN If:MODE

450 INK 2,4:1INK 3,6:INK 4,14rINK 5,26

460 WINDOW #1,1 ,20,24 ,25:F"EN #1,5:PAPER #1,4:WINDOW

#2

470 AC=0:FA=6:GOSUB 660

480 pa=l :xp=5:yp=5

490 y=8

500 xa=1+INT(RND*10):ya=0
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510
520
530
540
550
560
570
580
590
600
610
620
630

IF INKEY(13)=0 THEN y=y-l:1F y<2 THEN y=2

IF INKEY 5)=»0 THEN y=y+I1:IF y>18 THEN «=1B

EVERY 50 GOSUB 830

LOCATE y-1,18:PEN 3:PRINT ba*

ya=ya+l:1F ya>17 THEN LOCATE ya,xa:PRINT xa=1+1INTQ@RND*10) :ya=I
LOCATE ya ,xa:PEN 1:PRINT av$

SOUND 1,800,10,10,0,1,31

ON pa GOSUB 600,620

GOTO 510

IF RND>0.95 THEN pa=2:xp=xa+l:yp=ya+2rSOUND 2,100,10,15

RETURN

LOCATE yp ,xp iPRINT" " rxp=xp+l :LOCATE yp,xp:PEN 2:FRINT pct

IF xp>16 THEN LOCATE yp ,XprPRINT" ™ rLOCATE yp ,xp+ 1 rPRINT" pa=1 :Ta-fa+1:SO0U

ND 2,400,20,15:GOSUB 660

640

IF xp=15 OR xp=16 THEN IF yp=y OR yp=y+l THEN SOUND 2,200,20,15:ac=ac+1:GOSU

B 660rLOCATE yp,XprPRINT” f _«LOCATE yp,xp+l1:PRINT"

pa=I
650
660
670
680
690
700
710
720
730
740
750
760
770
780
790
800
810
820
830
840
850
860
870
880
890
900
910
920
930
940

RETURN
LOCATE #1,4,1rPRINT #1,"AC:" :USING "##":AC

LOCATE #1,13,1rPRINT #1 ,"FA: "";USING "##" ;FA

IF FA>19 THEN GOTO 700

RETURN

F*=AC* 15 rFOR A=1 TO 20 :A*=INKEY» rNEXT A

GOTO 840

SYMBOL AFTER 160

SYMBOL 160,224,240,240,249,135,126,63,0

SYMBOL 161,0,0,129,64,253,255,248,1

SYMBOL 162,60,78,191 ,255,129,66,36,24

SYMBOL 163,110,255,126,255,255,110,0,0

SYMBOL 164,3,11,5,3,255,127,31,15

SYMBOL 165,192,208,160,192,255,254,248,240
av*="*+CHR»(160)+CHR» (161)

pC#=CHRT <162)+CHR* <8)+CHR*(10)+CHR» (163)

ba*="> "+CHR* (164)+CHR*<165>+" H

RETURN

CALL &BD19rRETURN

REM *** GAME OVER ***

FOR A=1 TO 20rFOR B=100 TO 200 STEP AiSOUND 1,B,1,15,0,0,31rNEXT BrNEXT A
INK 0,0:INK 1,26rINK 2,15,0rPAPER OrBbRDER OrPEN 1tMODE O
PEN 2 rLOCATE 6,7rPRINT"GAME OVER"

PEN 1rLOCATE 4,12rPRINT"PUNTOSI" ;USING "######" ;P

PEN 3:INK 3,15rLOCATE 5,17rPRINT "OTRA? <S/N)"

FOR A=1 TO 50rA*=INKEY*rNEXT A

PEN 1 ] i 1 ( LJ 1 )

IF INKEY(60)*0 THEN RUN 250

IF INKEY<46)=0 THEN CALL O

GOTO 920

1986 1 AMIGOS DEL AMSTRAD -11



* ANGEl  GAROI A

00 portier PAPER i>:PENT 1

MORE o
io0 ORIGIN o
_ IRAW ;: rM(Ai* (150+RND* 1G ) ,clig (a
130 NEXT A
J40 prini mpr
C. COr r. rmi
Mrimi muasculos
1 IHPN GOTO
ROUND (1
-OUND ATICr
.OUNR
m QUICH
FEME 7 MENU >~
Monr i
J ,0 :DRAWR 6L j ,1:DRAWR 0,397 :DRAWR
E'RINT

320 PEN 3SPRINT **+* ELIGE :¥ opcion
330 PRINT ™ ™

340 PEN 1SPRINT TIUNARIG™
350 PRINT
360; PRINT
3. TERMI
Eara-a~a-aa- s S

PRINT" " 2 #3k sk

EY(64)=0THEN Nnm A
fAKEY (57
450 GOTO 420
STIUNARIU

480 POR F=I TO

80+RNI 1*1¢.0)

DRAWR



520 IF N=1 THEN RESTURE 980
530 IF N=2 THEN RESTORE 1000 ) )
540 READ R*,NN:NN--=INT<RND*NN) :FOR Z=U TO NN:READ [I*:NEXT Z

550 PEN 3:PRINT™ ™ M 1

560 PRINT"F*REGUNTA :”;P;TAB<17) ;"MUSCULO: "si*

570 PRINT ™ ":PEN 2 j

580 PRINT 1" ™

590 PRINT "A QUE PARTE PARTE DEL CUERPO CORRESPONDE™;¢PRINT “¢PRINT"

EL MUSCULO CITADO:"
600 PRINT™ ™¢F'RINTG.*. L

610 PEN 3 ¢PRINT ™ (PULSA 1,2 0 3)" i

620 PEN 1:PRINT ™ °

630 PRINT" " :PRINT " 1. CABEZA (Y CUELLO)"

640 PRINT" ", PRINT " 2. TRONCO (TORAX-ABDOMEN)"
650 PRINT" "G PRINT * 3. EXTREMIDADES"

660 SOI'IND 1,100,10

670 REM

680 IF INKEY(64)=0 THEN NR=0:GOTO 720

690 IF INKEY(65)=0 THEN NR-1;/GOTO 720

700 IF INKEY (67) =0 THEN NR”2:60TO0 720

710 GOTO 670

720 PEN 2sFRINT ' "SPRINT" '':JF NR-N THEN PRINT " <1"CORRECTO"1" LA RESPUESTA ES
"RTSFR B~1 TO 3:POR A-15 TO O STEP.-1;TNK 0,A;SOUN 1

D'1A,L:NEXT A,BA0-"A01

730 IF NRON THEN PRINT "INCORRECTO. LA RESPUESTA ERA "';R*:SOUND 1,600,100:POR A
= ™ DE_POSPLOT RNDK60O , RND*400 ¢NEXT A

750 MODE O:FUR A=1 TO 15:1NK A ,27-A :NEXT A
760 PEN 5 ¢PRINT *#*** RESULTADOS **e*"— U
770 PRINT' '"SPRINT™ ™

780 PEN 2SPRINT ” ACIERTOS... ™:;AC
790 PRINT ™ ™
800 PEN 3SPRINT " FALLOS.... 1<-0-AC

810 PRINT"™ "¢PRINT™ "¢PRINT"™

820 PEN 1¢PRINT" PORCENTAJE ;AC*5;"X"
830 PRINT"™ "¢PRINT™ "¢PRINT™ ™

840 PRINT Ligly |

850 FOR A=0 TO 100¢A$=*INKEY* ;SOUND 1,A ,1,15¢(NEXT A
860 IF INKEY$=""THEN 860

870 GOTO 250

880 MODE 2:RESTORE 960

890 FOR A=1 TO 3

900 READ.A*,N.i 1 .. L 1i-L

910 PRINT F- ";AT;":"¢PRINT"

920 FOR B=1 TO NSREAD B$:PRINTj " ;B$,SNEXT B
930 PRINT™ ™"SPRINT" "¢PRINT " ¥
940 NEXT A

950 GOTO 850

960 DATA CABEZA,9

970 DATA TEMPORAL ,MASETERO,PTERIGOIDEO,ORBICULAR,SUPERCILIAR,BUCCINADOR,LINGUAL,
ESTERNOCLEIDOMASTOIDEO,CUTANEO i

980 DATA TRONCO,8 !

990 DATA PECTORAL .SERRATO.INTERCOSTAL.RECTO,OBLICUO.TRANSVERSO,CUADRADO,DIAFRAGM
A

1000 DATA EXTREMIDADES, 18

1010 DATA DELTOIDES,SUPRAESPINOSO, INFRAESPINOSO ,REDONDO,SUBESCAPULAR,BICEPS,TRIC
EPS.BRAQUIAL .CUBITAL.RADIAL,SUPINADOR.EXTENSORES,FLE

XORES ,SARTORIO,SEMITENDINOSO,TIBIAL ,PERONEOS ,GEMELOS

1020 DATA 8,4,4,5,4,7,4,7,4,5,4,4,4,2,4,0,4,0,4,2,4,4,8,4,2,2,8,2,8,4,4,5,4,7,4,
7,4,5,4,4,4,2,4,0,4,0,4,2,4,4,8,2,2,0,9,0

1030 DATA -1,-1
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MODULO LUNAR

20 REM * ANGEL
30 REM L o o o o 5
40 REM ... ..
50 MODE O
60 INK 0,0:1NK 1,26:INK 2,7:INK 3,18
70 PAPER O :BORDER O
80 ORI61IN 318,210
90 FOR a=0 TO 2*P1 STEP PI1/70
100 PLOT 0,0,2
110 DRAW 300*C0S(a>,150*SIN(a)
120 DRAWR 0,30*SIN <a) ,3
130 NEXT a
140 PRINT CHR4(22)+CHR*(1)
150 LOCATE 8,12
160 PRINT '*MODULO"
170 PRINT rnRti?7
180 INK 2,7,0: INK 3,0,18
190 FOR a=l TO 300:SOUND 1
200 INK 2,18,7:INK 3,7,18
210 FOR a=300 TO 1 STEP -2:SOUND
220 INK 2,7:1NK 3,18
230 FOR a=1 TO 500:NEXT a
240 FOR a40
250 MODE 1
260 GOTO 310 [
270. PRINT TAB (
280 b*=MIDf<a*
290 NEXT a
300 PRINT: PRINT:FOR
310 REM *** INICIO
320 Aj="'<< MODULO
330 PRINT:A$=""RECOGE
340 A$="'SOLARES QUE SE ESTAN RECARGANDO":GOSUB 270
350 A$="FUERA LA ATMOSFERA, PROCURA" :-GOSUB
360 A*=" NO ESTRELLARTE CON LOS ASTEROIDES":60SUB 270
370 PRINT:Af=" CURSOF <. MUEVE IZQIJIERDA" :GOSUB 270
380 A*="CURSOR >. MLPV'E DERECHA":GOSUB 2/0

0 A$="SPACE. ACTI\,)A RETROCOHETES":GOSJB 270
dnl)PR"ﬂT-* "PIEQA .5 PARA EMPEZAR":GDSUB 27fi
410 IF INKEY (60)00 TFIEN GOTO 410 i
420 GOSUB 710: INK O .O0f INK 1,2&<][NI< 2,20 :INK 3,24,6: INK 4, 18 :INK 5 3
430 PAPER O0:BORDER C :PEN 1 :FIODE O
440 WINDOW 1,20,3,25:WINDOW # 1,20 ,3
450 p=o:v*="tt##"
460 CO=0:LLEVAR=0:XN=1JO:YN—1u

YR-YIU ,YR-VN
480 CLS:GOSUB 880 ~"RINT"~ & & e & &
490 FOR A1 TFf 10:X= 4hINT(RNRr16) 1Y=14-INT (RND*19)
500 PEN 5 :LOCEHE Y ,X :FRINT" "M:NEXt A
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<D PEN 1aLOCATE 9 ,21aPRINT"\\\\ I

530 IF TOO THEN XN=XN+1:1F XN>21 THEN GOSUB 760 1

540 IF INKEY (8)=0 THEN YN=YN-1:1F YN<1 THEN YN=1 4

550 IF INKEY(1)=0THEN YN=YN+1:IF YN>20 THEN YN=20

560 LOCATE YN,XN:CALL 30000 aC=PEEK(29999)

570 IF C<>32 THEN GOSUB 610

580 PEN 2 alLOCATE YB,XBaPRINT" ":LOCATE YN,XN:PRINT"["

590 XB=XN:YB=YNil t {

600 GOTO 520 [ 1 i

610 IF C=64 THEN IF LLEVAR*=1 THEN SOUil bl ~ 900,5,15 aXN=XB aYN=YB
620 IF C=64 THEN IF LLEVAR=0 THEN LLEVAR-1aFOR A=1 TO 100 STEP 10aSOUND 2,A,1,15
INEXT A

630 IF C=123 THEN GOSUB 760

640 IF C=92 THEN GOSUB 660

650 RETURN

660 IF LLEVAR=1 THEN FOR A=100 TO 1 STEP -10sSOUND 2,A,1,15:NEXT A :P=P+15:GOSUB
B80:C0=CO+1:LLEVAR=0:1F C0>9 THEN GOTO 690

670 IF LLEVAR=0 THEN XN=XB:YN=YB

680 RETURN

690 FOR A=1000[TO 1 STEP -8:SOUND 1,A,1,15:NEXT A

700 GOTO 460

710 REM ** CODE 5CREEN* #*

720 DATA 205,96,187,50,47,117,201

730 RECTORE.720..i....i....1...... i_* L -

740 FOR a=30000 TO 30006:READ aPOKE a ,b :NEXT a

750 GOTO 800

760 LOCATE YB ,XBaPRINT"™ LOCATE YN ,XN :PEN 3 sPRINT CHRi (160) :PEN
770 FOR A=1 TO 400:SOUND 4 ,A,1,15,0,0.,31aNEXT A
780LOCATEYN,XNaPRINT™

790 Vi=MID«:(V$ 1 ,LEN(V.$) 1)aGOSUB 880 XN=20:yn=10aRETURN

800 SYMBOL! AFTER 32

810 SYMBOL! 91 ,24 ,44,794,1 ,126

82 0SYMBOL 93, 16 356,792%51-7 -- 71—16,0

830 SYMBOL 91 255,255,255,44,44,44,94, 191

840 SYMBOL i 160j, 145 ,0,84 ,56,253,16,68,146

850 SYmMBOL-64,24,60,102,219,219,102,60,24

860 SYMBOLj 123,0,24 ,62,126,63,*127,62,24.L

870 RETURN

880 PEpt ,4:LOCATE.#1,1,1 aPRINT#1," PUNTOS:";: F'"EN#1,1: PRINT#1 ,P aLOCATE #1 ,17,1 :P
EN#1,2 SPRINT #I,Vi;"

890 IF LEN(VI)-0 THEN GOTO 910

900 RETURN

910 REM *** GAME OVER ***

920 FOR A=1 TO 20jFOR B*=100 TO 200 STEP A:SOUND 1,B,1715,0,0,31 :NEXT B :NEXT A
930 INK 0,0:1INK 1,26 2,15, 0: PAPER O :BOR"DER O&EN 1 MODE O
940 PEN 2:LOCATE 6,7 :PRINT"GAME OVER"

950 FElit 18 0OCATE 4%*%12 :PRINT"PUNTOS s" ;US ING "######" ;P

960 PEN 3alNK 3,15:LOCATE 5,17aPRINT "OTRA? (S/N)*“

970 FOR A=1 TO 50 aA*=INKEYtaNEXT A

980 PEN 1

990 IF INKEY(60)=0 THEN RUN 250

1000 IFINKEY (46)=0 THEN CALL

1010 GOTO 990



10 RFM ******* ARTILLERIA *******
20 REM * ANGEL GARCIA DELGADO ***
30 REM KAAAAAAXKX G _ T _ S _ KAAIAAAAAX
40 REM

50 MUDE 0 iJ

60 INK O ,0:INk 1,26:1NK 2,7:1NKk
70 PAPER 0:BORDER O

80 ORIGIN 318,210

90 LOR a—0 Tu 2*P1 GTEP P1/70

100 PLOT 0,0,2

110 DRAW 300*C0S(a),150*SIN(a)
120 DRAWR 0 ,30*SIN@>,3

130 IMEXF a

140HPRINT CHR*<22)+CHR#(1);

050 LOCATE 6,1

160 PRINT “ARTIULERIA™

170 PRINT CHRS<22)+CHR*(©)

190 FQR a=21 TO 100 rSOUNL1 i)df. 15:NFXT a i

200 INK 2,18,7:1NI 3,7,18 |

21:0 KCR*" a=300 re STEP 2 :SUUN1J 1,a,1:SOUND 2 a”™2,1 N XT a
220 jINK «1' J 10

230 FOR TO *(V :NEXT
240 FOR a-0 TO 50 PRINT CHR*(7) :FOR b=1 TO 50 :NEXT b :NFXT a
250 MODE 1

i260 GOTO 31C ;

280 b$=MI Di (a$ ,a,1) :PRIMT b*;: IFb*<: THEN PRINT CHR* T
290.NEXT &M — % +4 M-4-~

300 PRINT :PRINT sFOR a~l1 TU 200:NEXT a :RETURN

310 REM *** INICIO DEL PROGRAMA ***

320 A*= < : ARTILLERIA >mi':GOSUB 270

i330 PRINT :Ai— “DESTRUYE UIN TANQUE QUE SE ENCUENTRA" :GOSUB 2 70
340 A$-"AL OTRO LADO DE LA CADENA DE MONTES:GOSUB 270

i350 PRINT:A*--"TU PUEDES REGULAR EL ANGULO DF TIRO" :GOSUB 270
860 AI="Y EL IMPULSO (VELOCIDAD INICIAL) "i:GOSUB 270

<370 A*=".DE TU UNIDAD ARTILLERA" :GOSUB 270

380 PRINT :A*="POR CADA TANQUE DESTRLJIDO Sfe TEF*:GOSUB 270

390 A$=""AUMENTARA EN 100 UNIDADES EL INPULSO'":GOSUB 270

j400 PRINT :A*="PULSA -S- PARA EMPEZAR" :GOSUB 270

410 IF INKEY(60)<>0 THEN 410 P

420 SYMBOL AFTER 32,

430 SYMBOL 91,1,7,127,7,127,255,255,127  4— L

440 SYMBOL 93,128,224,224,224,254 255,255,254

450 SYMBOL 92,218 ,{173,189,81,127,103,188,24

460 SYMBOL 64,129,66,36,152,104(102,233,150j

470 1M=300:AC=0

SEOOINK 0,23:PAPER 0:BORDER 23.-INK 1,0 :INK 2,9:INK 3,2: INK 4,3:INK 5,26:PEN 1 :MO
490 DEF FN R <X>*INT<RND*X) :ORIGIN 0,0

500 LOCATE 1,22:PEN 4:PRINT"@"
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510 POR A=0 TO 47:PLOT 0,A,2
520 DRAWR 650,0
530 NEXT A
543WINDOW #2,1 , 0,24,25 :PAPER #2,2:PEN #2,5
550 WINDW 1,8,20.1,2:PEN #1,5
560 GOSUB 980
70 FOR Z=250 TO 350 STEP 4
580 PLOT Z,47:DRAWRO,FN R (100)
90 NEXT Z
19 FN R<8)
610 LOCATE._X,22:PEN 3aPR]
O IF IM<1 THEN BOTO 95<
630 CLS  :INPUT #2,"ANSI ANG

640 INF"UT #2, "1 ULSO: <0 OR I>IM THEN SOUND

650 IM=I1
660 X=1: =200
670 ENT 1,10,1 ,20,-1,1
680 DEB: SOUND 500,30, ,0,1,31
690 VX=1 <COS(ANS):VY=1*S INCANS)
Z00 FOR 8 TO 650 STEP
710PLOT X,LY .0
720 T=Z/VX:X=Z+1
730Y=55+VY#T-4.
740 TI=T ST.(X.,YL .
750 PLOT X,Y,1
760 SOUNO*2 ,Y*2 , 13
770FOR™ 1 TO 30 :NEXT V
780 IF T1=2THEN BOTO 8 sREM — CHOQUE CON
T =3 THEN BOTO 920:RE
800 IF Y 8 THEN 60TO 820
810 NEXT Z
0 ORIGIN X,Y
830 F"RINT CHRF <23) ;CHR*<1) :TAG:f >R N=1 TO
40 NOVE PRI hT" ;
50 MOVE -RND*N,RND*N:PRINT *";
860 REM MOVE -RND#N,FRND*NrPRINT
70 REM move rnd*n I,-rnd*NSPRINT"
880 ,A*5, 31
890 NEXT N STAGOFF:PRINT CHRt(23) CHRI ()
900FOR I=1 TO OOOSNEXT N
10 GOTO 480
2 0 SOUND 3,50,30,15,0,1:AC=AC+1 50SUB 980
M+
*0 GOTO 820

PAIST
TANQL

95 FOR =1 TO 20:SOUND 3,50,30, 15,0,1 :NEXT A

960 GOTO 990
970 LOCA E 1,1 :END

00:GOTO 640

‘a80 CLS #1:PRINT#1,"1 JUSING "'###" S5IMEPRINT#rr IMPACTOS r~"11ISING "'###"

AC :RETURN
990 REM
1000 REM =*** SAME OVER

010 FOR A=1 TO 20:FOR B= 200 STEP A :SOUND 1,B,1,15,0,0,31:NEXT NEXT A
1020 INK 0,0: INK" 1,267 INWP 2- PAPER  :BORDER O:PEN 1 MODE

1030 PEN 2:LOCATE 6,7 :f NT"GAME OVER"

1040 PEN 1:LOCATE 4,12 :PRINT PUNTOS:" ;1 [NG
1050 PEN 3:INK 3,15:LOCATE 5,17 PRINT <“OTRA?
1060 FOR A=1 TO 50:AI=INMKEY* A -

1070 PEN 1

1080 IF 1NKEY(60 =0 THEN

1090 IF NKEY(46) =0 THEN

100 BOTO 1080

VHiHH A P

S/N) " ¥
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REM

REM

REM

REM I

MODE O 1

INK 0,0:INK 1,261 INK

PAPER O zBORDER O

ORIGIN 318,210

FUR a-0 TO 2*PI STEP

PLOT 0,0,2 1
DRAW 300*C0S<a>,150*SIN<a) )
DRAWR 0,30*SIN(a),3 _
NEXT a

PRINT CHR*(¢2)+CHR*<1) ;
LOCATE.—>,12 1

PRINT “SLIPPERY"

PRINT CHRT(22)+CHR*10) ;
INK (217,0;INK 3,0,10 L
FUR a-1 TO 300:SUUND 1,4,1 15:NEXT a ,

INK 2,18,7:1INK 3,7,18 b

FUR a-300 TO 1 STEP -2:SUUND 1 .,a.l :SOUND 2,.a*2,1:NEXT a 1
INK 2,7: INK 3,18
FUR a=l TO 500:NEXT a ;
FOR a=0 TO 50:PRINT CHR*(7):FOR b=I TO 50:NEXT b:NEXT a

K MODE 1 . 1. 4

260 GOTO 310

270 PRINT TAB (20-LEN (aU/2) :FOR a=l TO LEN(a$>j

280 b*=MID*(a*,a,1>:PRINT b$:;:IF b$0"” h THEN PRINT CHR*<7)

290 NEXT & i_ L

300 PRINT:PRINT:FOR a=l TO 200:NEXT a:RETURN

310 REM *** INICIO DEL PROGRAMA **=*

320 A$="<< SLIPPERY >>":GOSUB 270

330 PRINT:A$=“AYUDA AL GUSANO SLIPPERY PARA QUE COJA":GOSUB )

340 A*="L0S CARAMELOS QUE HAY EN LA HABITACION":GOSUB 270 -

350 A*=" PERO TENIENDO MUCHO CUIDADO, PARA NO™:GOSUB 270

360 A$="CHOCAR CONSIGO MISMO O CONTRA EL MURO™:GOSUB 270

370 PRINT:A$="PARA DIRIGIRLO EMPLEA:":GOSUB 270

380 A*="Q. ARRIBA":GOSUB 270

390 A*="A_ABAJO":GOSUB 270 —

400 A*="0, 1ZQUIERDA":GOSUB 270

410 A$="P. DERECHA":GOSUB 270

420 PRINT:A$=" PULSA -S- PARA EMPEZAR":GOSUB 270

430 IF INKEY (60)00 THEN 430

440 GOSUB 750°=0:7*="##®" - -

450 INK 0,0:PAPER O :BORDER O0:INK 1,6:INK 2,1B,I5iINK 3,112:PEN 1:MODE 1

460 WINDOW 1,40,3,25

470 X=10:Y=10 :Dst

480 A*=STRING*(40,"C"> "

490 PEN 1:PRINT A*::FOR A=1 TO 20

500 PEN 1:PRINT"C"j:PEN 2 :PRINT STRING*<<38,'\') :PEN 1SPRINT"C",
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510

:> 520
= 530

v+ 540

:>__ 550

~ 560
1=~ 570
— "' 580
® 590
> - 600
- 610

"=, 620
630
> 640

\—- 650
'™ 660

O 670

- 680
_. 690
== 700

=

- 720
= 730
.. 740
_ 750
760
E"' 770
- 780
790
O 800
». 810
820
E; 830
'~ 840
=, 850
N.= 860
_. 870
E;B'- 880
= 890
900
o « 910
- 920
o~ 930
- 940
e 950
-
cC .
)

NEXT AtPRINT A*;
GOSUB 710

ENT 1,5,-1,1

IF INKEY(67)=0 THEN D=1
kFj jNKEY (69) =0 THEN D=2
IF INKEY(34)=0 THEN D=3
IF INKEY(27)=0 THEN D=4

X=X+@ AND D=Z))-KI AND D=1)jY=Y+(1 AND D=4) (1 AND D=3)
LOCATE Y,X:CALL 30000 jC=PEEK(29999)
IF C=92 THEN SOUND 1,100,5,15,0,1:P=P+5jGOSUB 740

IF C=91 OR C=64 THEN GOSUB 640
LOCATE Y,X:PEN 3:PRINT"@"

GOTO 540

REM ::: PIERDE VIDA j::
V*=MID$(Vi,b2,3)

FOR A=100 TO 1 STEP -2_.-SOUND 2,A,1,15,0,0,31 SNEXT A

GOSUB 710
X=1+INT(RND*20)sY=1+INT(RND*39)

LOCATE Y,X:CALL 30000:1F PEEK(29999)=92 THEN RETURN

GOTO 680

PEN#1,1«LOCATE #1,1,1:PRINT#1,"PUNTOS.-";USING

PRINT #1, V * ;]

IF LEN(Vi)=0 THéN PEN#1,2:PRINT#1,"R.1.P.":GOTO 850

RETURN ..J , S L.

“#H#HA#H" PIPEN#1,3:LOCATE #1,3

PEN#1 ,1 SLQCATE #1 ,8,1 sPRINT#I ,USING *"#####H-jP -RETURN

REM ** CODE SCREEN* **
DATA 205,96,187,50,47,117,201
RESTORE 760

FOR a=30000 TO 30006tREAD b:PUKE a ,b:NEXT a

GOTO 800
SYMBOL AFTER 32

SymBoL 64,60,102,223,191,191,255,126,60

SYmBOL 92,0,0,24,44,60,24,0,0

SYMBOL 91,0,239,239,239,0,254,254,254

RETURN
REM *#* GAME OVER #**

FOR A=1 TO 20iFOR B=100 TO 200 STEP AjSOUND 1,B,1,15,0,0,31:NEXT B sNEXT
INK 0,0:1INK 1,26:INK 2,15,0:PAPER O:BORDER O:PEN 1jMODE O

PEN 2 :LOCATE 6,7 !'PRINT*"GAME OVER"

PEN 1:LOCATE 4,12:PRINT"PUNTOS:" ;USING =######, ;P

PEN 3:INK 3,15jLOCATE 5,17:PRINT
FOR A=1 TO 50:A*=INKEY*:NEXT A
PEN 1

IF INKEY(60)=0 THEN RUN 250

IF INKEY(46)=0 THEN CALL O

GOTO 930

DIBUJO

20 REM * ANGEL GARCIA DELGADO *

30 REM Rk G _ T . S _ R R o

40 REM
50 m=l1 _-GOSUB 430 jGOSUB 620

"OTRA? (S/N)"
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&P POR A-O TO 15:1NK A f
70 PAPER O :BORDETR; OsINK j J)OE n

ANE n ) I-1 ZINK 1,26:PEN 1

90 ORIGIN 0,0
100 METE=20100:SACA=20150

L7110 X=320:Y=210 :x=; :yb=y
120 1IF =0 THEN Y=Y+2
130 IF INKEY (2): =0 THEN Y=Y-2
=0 THEN, X=X-n
=0 THEN X=X+n
1.0 CALI 7?<EC59,1 :TAG :MOVE X,Y :PRINT CHRF (160);:MOVE X,Y :PRINT CHRF (i60) ; :CALL 2B
C59 ;TAGOFF
170 IF INKEY<71)-0 OR INKEY (76) (G THEN PLOT X-n," -8rxb~x-n:yb=y-
180 IF INEEY<47;=0 THEN PLUT xb,yb:DRAW X-n ,Y-8:>b=x~n:yb=y -8

190rIF iINKEY <68) =*p THEN GOSUB 210 11 ; 11
'"'2p0 GOTO 120

210
220
230
270

CAL.L mete: POR a=1 TO 20 :aF- INKEYF :NEXT a:WINDOW #0,1,20,20,2"

CLSj INPLJT *"COMANDO :" ;CF
cF=UPPERF <cF>
BF=MIUF(CF,1 ,i2) :AF=MI DF<CF,3,LEN(CF) 2)

250 PRINTrOK . ;BF]; ™ ," ;AF

260
270
280
290

3§0.

310
310
330
-340
350

FOR AJFL TO 800 :NEXT A

IF BFJ=""SA™ THEN CALL SACArSAVE AF ,B,49152,16384 :SOUND 1,200:CAl.L METE

IF8F="LD"THEN LOAD AF ,49152 :SOUND 1,100:CALL METE

IF BF-"MO" THEN M=VAL(AF):MODE M:n (1 AND m=2)t(2 AND m=1)+(4 AND m=0)

IF BFp"BU" THEN BORDER VAL(AFj)

IF bF-"TI" THENMOVE X,Y VAL

IF BFJ="DT" ThEN INPUT "COLOR: " ;CO:INF VAL(AF) ,CO
IF BREY¥CI ” THEN R-VAL (AF) :GOSUET 380

IF.BF="CL THEN CALL SACA :CL.G:CALL ME E

IF bF="IN" THEN GOSUB 430

1360 IREM

370

CALE BACA :RET(JRN

380 'REM -J-1RCULO-1

:390.CALL SACA :DEG:XO=X-N :YO=Y-8:0RIGIN XO,YO:FOR A=0 TO 360 STEP 10

400

B-A-10:PLOT RICOS(B),R*SIN(B)

44 04DRAWRICOS(A) ,RISIN(A)

40
430
440

NEXT A:ORTGIN O ,0 :CALL METE :RETIJRN
PEN.1 INK, 1 !6:MODE
PRINT -L- DIBUJO AUTOR: ANGEL GARCIA DELGAEO - G.T.S.

4 OrPRINT :PRINT"I MOVIMIENTO LAF"IZ ; CON LAS TECLAS DEL aQUl

460
470

PRINT _«PRINT"™* Z_. DIBUJA UN PUINTO™ t
PRINT :PRINT"* SFACE . TRAZA WIALINEA DESDE EL ULTIMO

O ICION ACTUAL™

480

PRINT :PRINT”* TAB. ACCEDE AL MODO COMANDO, DONDE DISP

INSTRUCC IONEST"

490
777300

PRINTZPRINT" MO X FIJAR EL MOBO DE PANTALLA (O, o 2>*
PR INT "—.“E TI ..r:..1sALECCIONA LA TINTA EN CURSO ¥ (0=BORR

OPRINT™ ; 1 CI X. TRAZ UN CIRICULO, CON CENTRO EN EL CURSOR Y

20
30

40

50
60
70
80
90

6->0
6 .0
620
630
640
650
660
670
680

PRINT DT X..OEFINE ELTI NTERO IDE LA PLUMA X"
PRINT" SA NOMBRE GRABA LA PANTALLACON NOMBRE
PRINT LD NOMBRE CARGA UNA PANTALLA"

PRINT CL BORRA LA PANTALLA"

PRINT BO X. PONE EL BORDIE DEL COLOR X'

PRINT IN IMPRIME ESTA FAGINA DE INSTRUCC

REM) -

PRINT PRINT:PRINT PULSA

IF INKEY(60)< O THEN 600

MODE M: RETIJRN

REM SUBRUTINAS C .M, S-9000 L 9045 1-20100 O-
DATA-17y0-,79,33 0%, 192,1 ,0,64 ,237,176,201
RESTORE 630:FOR a=20100 TO 20111 REAEf b:POKE
DATA 17,0,192 ,1,0,64,237,176 201
RESTORE 650.-FOR a=20150 TO 20161 READ b :POKE
SYMBO AFTER 160:SYMBOL 160,0 ,0,15,63,227,63,:
RET
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* LA MANZANA ENVENENADA ***
20 REM *** ANGEL GARCIA DELGADQ ****
30 REM R R G_T_S *khkkkkkkkkkk
40 REM
SO SYMBOL AFTER 160
60 SymBOL 160,60,6,59,113,1,29,63,103
70 SYMBO - 161,0, :s0,0,0, 120,252,
8 0 SymBOoL 162,11 1,95,95, 127,127,
90 SYMBO _ 163,254,254,254,254,25
jUO MODE 0 :INK. 0 ,24:INK 1,0:INK
110 BORDER 24 jPAPER 0:CLS
170 ORIGIN 320,200
140 FOR A=0 10 2*Pl STEP PI1/SO
150 PE.OL 0,0,j:DRAWR LOS (A)*300 ,SIN (A)*100
160 NEXT A
I» 170 PRINT CHR*<32)+CHR* (1)
180 PEN 1
190 LOCATE 8,13:PRINT"MANZANA™
200 FOR A—t TO 1000 STFf" 4 :3UUND 1 ,A,1,15r* ,0,31 :NEXT A
210 INF 3,18,34
NE%%FXR A-1 TO 1000 STEP 5 :SOIIND 1,A,1,ljs:SUUND 7 ,A+10, ,ISrSOUNM 3,T00Y-A,1,15
?30 AF=F.HR* (1601 *CHRIT <16j1 )+CHR* (LOHCHR1 (8) +CHR* (8MCHRIT t162) #LHR* (163)
240 INK 3,18
250 MODE 1
160 PIN 1
¢70 PRINT ™, LA MANZANA LNVENT.NADA A G .
9 2Ho PRINT SPRINT:PRINT"VE COMIENDOTE LAS MANZANAS DEL CESTO
290 PRINT :PRINT"PERO SOLULAS MADURAS , YA QUE SI MUERDES*
300 PRTNT"UNA QUE ESTE VERDE PERDERAS.!-
O 310 PRINI :PRINT:E*RINT“PARA ELEGIR LAS MANZANAS INTRODUCE"
320 PR INT PR INT PR IMERAMFNTFI LA FILA, Y LUEGO LA COLUMNA™
330 FOR A=1 TO 39 STEP 4 jPEN 2 jLOCATE A ,"20jiPRINT A*;j{PEN 3 jPRINT A* jNEXT A
340 INK 2,6,18:1NK 3,18,6
350 IF INKEYS=S:* THEN 350
360 INK 2,6:INK 3,18
370 MODE 1:F"=0:DIM M<8,5)
380 PEN 1
390 FOR A=1 TO 10:M(@+ INT(RND*8) ,1+1NT<RND*5>)=2
400 NEXT A
420 MODE 1
430 ORIGIN 0,200
440 F"LOT 0,150,1:DRAWR 700,0
450 PLOT10,-150:DRAWR 700,0
460 WINDOW #1,12,35,9,19
470 PEN#1,1
480 LOCATE 12,7 :F*RINT'A B C D E F G H"
490 B*="1 2345
500 FOR X=1 TO 10 STEP 2
510 PEN  jLOCATE |10 1)
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520
530
540
550
560
570
580
590
600
610
620
630
635
640
650
660
670
680
690
700
A1

TI7TA

730
740
750
760
770

790
800
810
820
830
840

11

P 2

| |

PRINT#1,A$ |
NEXT Y:NEXT X

4,24
PEN#2,1
P=0
GOSUB 740

INPUT #2,1* FILA (1-5) 4 <P
IF F<1 OR F>5 THEN SOUND M ,400,50:GOTO 610
INPUT #2,"COLUMNA <A-H):"';C$
C*=UPPER$<C*>
B*="ABCDEFGH"
C=0:FOR A-1tTO LEN<BI)
IF C*=MID$<B*,A,1) THEN C=A
NEXT A:IF c 0 THEN SOUND 1,400, 50'GOT0 630
c.F) | | 1] M |1 §i44 1]
IF B 2 THEN PEN#1, 3 GOSUB 730 SOUND 1,400,50:G0TO 750
IF B=0 THEN M<C /)=l :P=P+5 :PEN#1 ,2:GOSUB 730SFOR A=l TO 1000 STEP 10:SOUND 1

IF B=1 THEN SOUND 1,400,200:GOTO 610
GOTO0.590...J3. | E

LOCATE #1,C*2-1,F*2-1:PRINT #1 ,A$
LOCATE 1412:PRINT "PUNTOS s";P :RET
FOR A=400 TO O STEP

FOR C=1 TO 8:FOR F=1 TO 5
N=M(C,F):1F N=0 OR N=1 THEN PEN#1

IF N=2 THEN PEN#1,3

QO O 0 <



SYMBOL 204,192,195,225,80,48,104,161,3

SymBoL 205,0,160,208,232,104,208,232,244

Symbol 206,0,7,2,6,2,3,0,0
SYMBOL-207,0,224,240,176,112,224,0,248 i

sSymBoL 208,1,0,97,222,129,126,0,1

SYMBOL 209,4,164,68,132,126,199,157,243

symBoL 210,0,5,11,23,22,11,23,47

symBoL 211,3,195,135,10,12,22,133,192

symBoOL 212,0,0,0,119,238,0,0,0

BORDER 26 :MODE 1:INK 0,26:INK 1,0:INK 2,15:INK 3,3

WINDOW #1 ,2,39,2,2 :F'"EN #1¢;1:PAPER #1,0:CLS #1

PAPER O:PEN.... _-J_.L

A$=""+CHRIT (200) +CHR* (201) +H T+CHR* (206) +CHR$ (207) +”
C*="":FOR A=F1f(S5"9:Ct=C$:+CHRJ:(212) sSNEXT

B4=* "+CHR# (202);+CHR* (203) +C*+CHR* (208)+CHR$ (209)+"

C*=" "+CHR$ (204) +CHR$ (205)+" 1 [ 1 «=+CHR* (210) +CHR* (211)+"
T=2 :LOCATE 1,5sFOR A=1 TIO 200:PRINT CHR*(231);:PEN T:T=T+1
NEXT AL JJ i

PLOT O ,145:DRAWR 0,100:DRAWR 630,0:DRAWR 0,-100iDRAMR -630,<
FOR A=0 TO 130 STEP 4sPLOT O ,a :DRAWR 630,0:NEXT a

PLOT 0,399: DRAWR 633, OsDRAWR 0O ,-40: DRAWR -633,0 :E»RAWR 0,40
PEN 1

PRINT #1," -—h PREPARADOS .vr* :SOUND 1,478,100,15

FOR A=1 {10 1000 :NEXT

PRINT 41," LISTOS.sSOUND 1,400,100,15

FOR A=1 TO 1000:NEXT

PRINT 41," 11111 ADELANTE 11 11”

SOUND 1,100,50,1!

k=12

IF INKEY(67)=0 THEN X=X-1:1F X=4 THEN G=1:GOTO 450

LOCATE X ,13:PRINT A*:LOCATE X,14:PRINTU* :LOCATE X,15:PRINT
IF INKEY(27)=0 THEN X=X+1:1F X>19 THEN G=2:GOTO 450

LOCATE X ,13:PRINT ASjLOCATE X,14:PRINT B$ :LOCATE X,15aPRINT
GOTO 400

PRINT #1," GANA EL JUGADOR";G

INK 2,15,3:1NK 3,3,15

FOR A=0 TO 500 STEP 2:SOUND 1,A,1,15:A*=INKEY*SNEXT A

IF INKEY$=""THEN! 480

RUN 60

INK 0,26:-INK 1,0,8:INK 2,1

BORDER 26 :MODE O

PRINT ?%#772% SOGA »* o Ix
PEN 2 sPRINT" ":PRINT"TIRA DE LA SOGA 1i1J"
PRINT" ":PRINT" ANARA EL JUGADOR"
PRINT" ""sPRINT'QUE SE LLEVE LA SOGA™
PRINT™ . TWSPRINT'" "SPRINT"" Q. JUG 1ZQUIERDA™
PRINT'I " PRINT" P . JUG. DERECHA"
PEN 1SPRINT'" "=PRINT'" " PRINT ™
PEN 2SPRINT" "":PRINT"" "'sPRINT"
FOR B=1 TO 2
FOR A=1 TO 500
SOUND 1,A,1,15
SOUND 2 ,A+101,1,1
SOUND 3,500-A,1,
e —i—
NEXT BsSRETURN1



TRAGON

20 REM *** ANGEL GARCIA DELGADO ** G.T.S. ****=*

40 REM
50 SYMBOL AFTER 160
60 SYMBOL 160,36,102,239,237,239,255,126,60
70 SYMBOL 161,0,0,0,24,24 ,24,0,0
80 MODE 1
* GTS KAEAAAAKXTAAAAAAAAAAAAXAAXAXAAAAAAAAAAAXAXAXAXAXAX XXX
100 PRINT |-t i-i-j-J-
110 PRINTi! CAGXURKOJAGAOU&JITEUJAriAn
120 PRINTSPRINT" DE LA PARTE SUPERIOR DE LA PANTALLA."

130 PRINT

140 PRINTSPRINT SPRINT™® CONTROLES;™

150 PRINTSPRINT" CURSOR <. [1ZQUIERDA™

160 PRINT .-PRINT” CURSOR DERECHA™

180 FOR A=1 TO 6000 sNEXT A J J | Piili 11i

190 FOR A=1 TO 1000 STEP 3;SOUND 1,A,1sSNEXT A

200 DEFINT a-2

210 MODE O :A*=CHR*(160) :B*=CHRf <161)+CHR* <8)+CHR*(11)+CHR*(32)
220 WINDOW#! ,1.,5,1,25

230 WINDOW#2,16,20,1,25

240 WINDOW 6,16,1,24

250 INK O ,0sBORtiER O:PAPER OsCLS

260 INK 1,26 sPEN 1;PEN#1,1;PEN#2rl

270 INK 2,4;PAPER#1,2:CLS#1;PAPER#2,2sCLS#2

280 LOCATE#1,,1,3;PRINT#1," BOL";PRINT#1sPRINT#I1,” O"
290 LOCATE#2,1,3;PRINT#2, "PUN";;PRINT#2;PRINT#2,"” O"
300 P=0

310 X=5

320 FOR B=1 TO 20

330 LOCATE#1,1,5sPRINT#1,B

340 LOCATE#2,1,5:PRINT#2,P

350 H=1+INT R\Ei*10)

360 1=2

370 LOCATE X,23 SPRINT™ **

380 IF INKEY(8)=0 THEN X=X-1 ;IF X<1 THEN X=1

390 IF INKEY(1)=0 THEN X=X+1;IF X>10 THEN X=10

400 LOCATE X ,23sPRINT A*;

420 LOCATE H,IsSPRINT B*:1=1+1

430 IF 1=23 THEN IF X=H THEN SOUND 100,10,15 sP=P+1 GOTO 460
440 IF 1>24 THEN SOUND 1,500,10,15;GOTO 460

450 GOTO 370.1 L. >+ + L

460 LOCATE H,I1-1sPRINT sneXt . |

470 MODE O

480 LOCATE 6,11:PRINT"GAME OVER"

490 LOCATE 5,13sPRINT"PUNTOS P

500 IFOR A=1 TO 200-r.4—e— P-

510 SOUND 1,A,5,15,0,0,31

520 NEXT A

530 RUN. 50
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10 REM Jake ~ AS DE CORAZONES o oo~
20 REM JaoudliGEiaGARCIA DELGHRORRR
30 REM ~ G.T.S.
40 REM. - ¥ # =— ¢
MODE O :INK 0,26:INK 1,0:INK 2,8
PAPER]OSBORDER 26:PEN 1 :CLS
ORIGIN 316,200i i
DEG 1 i
~ FOR A=0 TO 360 STEP 5
100 PLOT 250*COS(A),40*SIN(A),2
T10 DRAWR 50*COS(A),110*SIN(A)
120 SOUND 1,A,1,15
130 NEXT A
140 PRINT CHR*(22)+CHR* (L)
150 PEN 1
160 TAG
170 PLOT -235,6,1:PRINT "AS DE CORAZONES'';STAGOFF
INK 2,8,26
FOR IA-0 TO 500
SOUND 1,A,1,15
210 SOUND 2 ,A+5,1,15
220 SOUND 3 ,500-jA,1,15

230 NEXT: A
240 FOR A-O TO 1000:NEXT A

MODE 1
260 4 xxxxxx  AS DE CORAZONES **** A_G.D. **#*x="
270 PRINT PRINT"DESCUBRE CUAL DE ESTAS CARTAS ES
280 PRINT  “:PEN 2:PRINT" EL AS DE CORAZONES"
290 PEN 1 iPRINT"
300 PRINT PARA ELEGIRLA PULSA 013"
310 LOCATE 11,21 PRINT"! w2 3"

32C 00UjB ;530
330 AC-0:FA-0:GOSUB 770
340 FOR N—1 TO 3 .-GOSUB 600:NEXT N
350 FOR A=1 TO 25:SOUND 1,100+RND*10,1,1 :FOR B 1 TO RND*200:NEXT B:T$~INKEY$:NE
XT A .t (-T-L1
360 S=1+ INT <RND*3)
370 IF S=1THEN B*=CHR*<228):E*=CHR*(227) :D$=CHR*(229)
380 IF S=2 THEN E*=CHR$<22B>:B*=CHR$(227):D$=CHR*(229)
390 IF S=3 THEN D*=CHR$(228):B* CHR$(227) :E*=CHR*(229)
400 SOUND 1,200 X.,15
410 T*= INKEY$: IF T$=,M THEN 410
420 IF TTOT"™ AND TT0O12" AND T*0"3" THEN SOUND: 1,800 ,20,15:60TO 410
430 T=VAL(T$) !
440 N=T:1FT=1 THEN A*=BT
|1 THEIN
460 IF T=3 THEN A*=D*
470 GOSUB 660:SOUND 1,20,20,15
480 FOR A=1 TO 500:NEXT *
490 TIFF T=S THEN GOSUB 880
500 IF TOS THEN GOSUB 910
510GOSUB 770
520 A*=B*:N=1:G0SUB 660
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530 A$=E$sN=2:GOSUB 660

540 A*=D*sN=3sGOSUB 660

550 FOR A=1 TO 1500:NEXT AsGOTQ 340
560 WINDOW #1,8,15,10,19

570 WINDOW #2,17,24,10,19

580 WINDOW #3,26,33,10,19

590 RETURN

600 LOCATE #N,1,1:PRINT #N,CHRS$ (1501 <1541 jCHR* t154) }CHR*(154) jCHR* (154) ;CHR

$(154) ;CHR$(i56)
610 C$=CHR$(149)+CHR$(207)+CHR$(207)+CHR$(207)+CHR$(207)+CHR$ (207)+CHRS$ (149)

620 PRINT #N,C$sPRINT #N,C$sPRINT #N,C$sPRINT #N,C$sPRINT #N,C$sPRINT #N,C$sPRIN

T #N,C*sPRINT #N,C$

630 PRINT #N,CHR$<147>;CHR$(154)sCHR$<154) ;CHR$<154>;CHR*<154)$CHR$(154) ;CHR$<15

3)

640 SOUND 1,200,5,15

650 RETURN

660 LOCATE #N,1,1SPRINT #N,CHR$(150)jCHR$(154)FLHR$<154) ; CHR$<154) ; CHR$(154) ;CHR
$<154) ;CHR$(156)

670 PRINT#N,CHR$<149> ;"1" "+CHR$ <149)
680 PRINT#N,CHR$(149>;A% ;" »+CHR$<149)
690 PRINT#N,CHR$<149)+" **+CHR$(149)
700 PRINT#N,CHR$<149)+u ”+CHR$(149)
710 PRINT#N,CHR$<149>+" “+CHR$<149)
720 PRINT#N,CHR$(149)+» M+CHR$<149>
730 PRINT#N,CHR$(149);" " ;A$;CHR$<149)
740 PRINT#N,CHR$<149);" ;"1™ ; CHR$(149)
750 SOUND 1,100,5,15

760 RETURN

770 LOCATE 6,25sPRINT"ACIERTOSr" ;AC:LOCATE 23,25sPRINT"FALLOSs" ;FA
780 IF FA>4 THEN GOTO 800

790 RETURN

800 REM *** FINAL ***

810 FOR A=0 TO I00OsSSOUND 1I,A,ISNEXT A

820 MODE O

830 PEN 2

840 INK 2,15,8

850 LOCATE 6,12 «PRINT"GAME OVER"

860 FOR A=1 TO 5000;NEXT A

870 RUN

880 AC=AC+1

890 FOR B=1 TO I0sFOR A=0 TO 26sSOUND 1 ,A,1,15iNEXT AiINEXT B
900 RETURN

910 FA=FA+1

920 SOUND 1,500,50,15

930 FOR A=500 TO 700:SOUND 1,A,1,15iNEXT ASRETURN

o S T T RN P By
AL R B R R T T
S A T R N
1] 1 L R P 1_ - L
- PO B TR P SRR SN SR SR
CLIMOGRAMA “firir ittt
; - B B 14 - - i1l :
o S AL
L )-1- im o -1
10 REM *oeosione G IMOGRAMA »ooomconeex i i z:o5: = M 00 T i
20 REM ** ANGEL BARCIA DELGADO ook 1 L L 177 = d. 1.t ¢ 7§ -1
30 REM (<y*-k>>***))** G_T_S_ EA R R T e 3 ir- :l’_ 5: ) i- :I_ i_ _ i_ !_ _ - i— . l_ i,_ ) %]
: L i
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40 REM

50 MODE O

ZINK 0,26sINK 1,0sINK 2,8

60 PAPER O :BORDER 26sSPEN 11iCLS
70 ORIGIN 316,200
80 DEG
90 FOR A=0 TO 360 STEP 5

100 PLOT 170*COS(A),40*SIN(A),2
110 DRAWR 100*COS(A),80*SIN(A)1
120 SOUND 1,A,1,15 4-4-M -
130 NEXT A
140 PRINT CHRi(22)+CHRi(l> '
150 PEN 1
160 LOCATE 6,13SPRINT "CLIMOGRAMA"
170 INK 2,8,26 T
180 FOR A=0 TO 500 i
190 SOUND 1,A,1,15 bonnes i 1
200 SOUND 2,A+5,1,15
210 SOUND 3,500-A,1,15
220 NEXT A
230 FOR A=0 TO IOOOQJNEXT A
240 MODE 1

ESTE PROGRAMA DIBUJA UNA GRAFICA™ i
igo PRINT'™ " sPRINT" : ("jSPEN 2:PRINT"CLIMOGRAMA";:PENlSPRINT") CON LAS LLUVI1
270 PRINT"™ "sSPRINT" iY TEMPERATURAS DE TODO EL ANNO" b
280 PRINT"" " SPRINT" SPRINT"" EL GRAFICO DE BARRAS REPRESENTA™
290 PRINT™ "SPRINT" AS PRECIPITACIOI«:S EN mn»/m™2 (ROJO)" ----- J I o
300 PRINT™™ "SPRINT"" SPRINT" EL GRAFICO DE LINEAS (AZUL) REPRESENTA" )
310 PRINT" "SPRINT' 4L -
320 PRINT " "'sPRINT ""SPRINT" "'sPEN 2 SPRINT INTRODUCE LOS DATOS. POR FAVOR
330 PEN 1sWINDOW #1,1,40,23,25 e e b
340 DIM D (12,2)
350 DATA ENERO,FEBRERO ,MARZO,ABRIL ,MAYO ,JUN10,JULIO,AGOSTO,SEPTIEMBRE ,OCTUBRE ,NO )
VIEMBRE ,DICIEMBRE t F !
360 RESTORE 350 ..
370 CLSHISPRINT#H!I,™ '"SPRINT#HI "*x*dxddxiixist TEMPERATURAS Fxdkkikkikr
380 SOUND 1,200,100,15
390 FOR A=1 TO ISOOsSNEXT A
400 FOR A=1 TO 12sREAD M* .
410 CLS #1 SPRINT #1,"TEMPERATURA DEL MES DE "}M*SPRINT#!," o=
420 INPUT #1 ,D A,l) siIF DIA,1X0 OR D<A,1>>55 THEN SOUND 1,478,50,15sGOTO 410
430 SOUND 1,200,5,15 j 1 iJ i
440 NEXT A i
450 CLS#1SPRINT#! ., "«PRINTil, FHxAxAdx PRECIPITACIONES > ****g*tttt"’ s L
460 SOUND 1,100,200,15sFOR A-1 TO ISOOSNEXT A I T
470 RESTORE 350sFDR A-1 TO 12sREAD Kt1 r .
480 CLS#lSPRINT#I,"PRECIPITACIONES MES DE ' M* -1
490 PRINT#1," -FiINPUT#1 ,D<A, 2)1
2(1)_8 I\IIEX'[IKA 2)<O OR D(A 2)>550 THEN SOUND 1,478,50,15sGOTO 480
520 MODE 1sINK I,0sINK 2,6sINK 3,14
530 PEN ZSPRINT"MESS TEMPERATURAS PRECIPITACIONESS™ [ I i T
540 PEN 1 1 £ i
550 RESTORE 350 [
560 M=0sP=0
570 FOR A-1 TO 12 L
580 READ Mi sPRINT Mi;TAB(13){D(A,1>;TAB(26)}D(A,2> )
590 M= M+D(A 1)sP= P+D(A 2) e 1
600 NEXT f....L.
610 PRINT r "«PEN 2 SPRINT "INEDIA ANUAL s “jM/12
620 PRINT ™ " 4A ) f..it [
630 PEN SSPRINT TOTAL PRECIPITACIONESs " ;P I}..
640 PRINT " "SPRINT"™ ™"SPRINT"PULSA -G- PARA VER LA GRAFICA >»" \}]4 .
650 IF INKEY (52)00 THEN 650 -
660 SOUND 1,100,50,15
670 MODE 1 Ll
680 PEN 2 t

T - i
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LOCATE 10,25sPRINT "EFMAMJIJASON

ORIGIN 128 ,25F

PLOT 0,0,1sDRAWR 0,350:PLOT 0,0
DRAWR 399, 0sDRAWR 0,350 i
K=350/550sFOR A»0 TO 500 STEP 50
B=A*K

Dl ]

MOVE -70,B+4 sTAGTPRINT A/10}sMOVE 420,B+4 SPRINT AjrTAGOFF
PLOT -8,BsDRAWR B,0OsPLOT 400,BsDRAWR 8,0

NEXT A i1

PEN 3s.0CATE 3,2:PRINT " 'cC" ILOCATE 35,2sPEN 2sPRINT

ORIGIN 128,26
FOR A=1 TO 12

FOR-B=0 TO D<A ,2) sPLOT (32tA)-24,B*K,2sDRAWR 28,0:NEXT B

NEXT A

X=24:Y=D(1,1)*10*K

PLOT X+1,Y,1SPLOT X+2,YSPLOT X+3,Y
PLOT X+1.Y+2:PLOT X+2,Y+2:PLOT X+3,Y+2
FOR A=2 TO 12

X=(32*A)-8:Y=D(A,1)*K*10

DRAW X Y 3

PLOT X+13Y,1SPLOT X+2,Y:PLOT X+3,Y
PLOT X+1,Y+ISPLOT X+2,Y+1sPLOT X+3,Y+1
PLOT X+1,Y+2SPLOT X+2,Y+2SPLOT X+3,Y+2
NEXT A

LOCATE 13,1 SPRINT "OTRA GRAFICA (B/N)"
IF INKEY(60)=0 THEN RUN 240

IF INKEY(46)=0 THEN CALL O

A$=INKEY*

GOTO 940

DONUTS

10
20
30
40
50
60
70
80
90
100
110
1120
130
140
150
160

REM *ok ok ok ok ok ok ok ok ok DONUTS k ok ok ok ok ok ok ok ok ok ok K
REM *** ANGEL GARCIA DELGADQ *****
REM R G _ T _ S _ R R o
REM 14«
FOR a=l TO 15sINK a,26-a
NEXT a L .,U4 ¥
INK O,0sPAPER OsBORDER O
MODE O
ORIGIN 320,200
FOR a=2 TO 15 1 ftf
FOR b=0 TO 2*Pl1 STEP PI/5
PLOT 20*a*C0S(b>,20*a*SIN(b) ,a
DRAWR 50*COS (a),50*SIN(a) JI
DRAWR 50*SIN (@) ,50*C0S<a>
DRAW 20*a*C0S (b),20*a*SIN(b)
PLOT RND*320-RND*320,RND*200-RND*200
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170
180
190
200
210
220
230
240

260
270
280
290
300
310
320
330
340
350
360
370
380

400
410
420
430
440

B BB oy B8 > o EgBSB ES5S3 E883 E883

NEXT b

NEXT a

LOCATE 8,1C3:INK 1 26:PEN 1:PRINT CHR$(22)+CHRT(1);"DONUTS"
FOR a~2 TO

IF a>2 THEh1l INK a-i. ,0

INK a,26-a

FOR z=100 1©® 200 STEP I10rSOUND 1,z ,1,15ijNEXT z

NEXT a

IF INKEY*<>"" THEN GOTO 255

GOTO 200

INK 1,26:MODE 2:PEI"4 1

WINDOW 1,80,23,25

ORIGIN 320,200

SOUND 1,200,10

INPUT "ANCHURA DEL DONUTS (0-320) :'" ;AN
INPUT "ALTURA DEL DONUTS (z>-150) ;AL
INPUT "GROSOR (1-150):":G

INPUT "CONCENTRACION (1-200):";C

CLG

DEG

FOR M=0 TO 360 STEP C

GOSUB 430

NEXT M

GOTO 310

DEGrMOVE X ,Y+G:FOR A=0 TO *00 STEP 10
DRAM G*SIN (A)+X,B*COS(A)+Y rNEXT A: RETURN

INSTRUMENTOS

10
20
30
40
50
60

80

90

100
110
120
130
140
150

170

REM ** 1NSTIRUMENTOS **
REM * *
REM ** ANGEIL GARCIA **
REM * *
REM ** G. T. S. xx
REM

INK 0,0:INK 1,26:INK 2

BORDER 0:PAPER O:PEN 1

MODE O

ORIGIN 310,200

FOR A=0 TO 2*Pl BTEP PI1/50

EE§$ 2,0,2:DRAW SIN(A)* (150+RND1180) ,COS(A)* (80+RND*160>
PRINT CHR$(22) ;CHR*(1>

BPEEB INK 30,30

INK 2,8,0
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180 RESTORE 1030
190 READ A,B:IF A=-1 THEN GOTO 180
200 F=440* (2MB/12)) : T=ROUND(12500/F>
210 SOUND 1,T*5,A*10,15

220 SOUND 2,T*3,A*10,15

230 IF INKEIT*<>"* THEN 250

240 GOTO 190

250 REM *** f ttt —f£Ff.

260 MODE 1 1 -1 L. - -
270 INK 3,11 il 11 14 111

280 INK 2,8

300 ORIGIN O ,0:DRAWR 600,0,1:DRAWR 0,399:DRAWR -600,0:DRAWR 0,-399
310 WINDOW 8,32,6,25

320 PRINT  "*SPRINT"

330 PEN 3SPRINT "tttt ELIGE TU OPCION ***»'
340 PRINT " "

350 PEN 1SPRINT * 1. CUESTIONARIO"

360 PRINT ™ "

370 PRINT 2. LISTAR DATOS"

380 PRINT ™ "

390 PRINT "I 3. TERMINAR®

400; PRINT " 1]

410 PRINT"

420 PEN 3 :PR I NT"*************************"
430 IF INKEY(64)=0 THEN GOTO 470 I

440 IF INKEY(65)=6 THEN GOTO 890

450 IF INKEY(57>=0 THEN EALL 6

460 GOTO 430Tr

470 REM tttt CUESTIONARIO ****

480 MODE i:¢NK 1,26iINK 2,20sINK 3,8

490 POR P-1 10 20 (_

510 N=INT (RND»3)i) -

520 IF N—O THEN RESTORE 970

530 IF N=1 THEN RESTORE 990

540 IF N=2 THEN RESTORE 1010

550 READ R*,NN:NN=INT(RND*NN):FOR Z=0 TO NNSREAD I*sSNEXT Z

560 PEN 3 SPRINT"

570 PRINT"PREGUNTAs" ;P;TAB(17) INSTRUMENTO1$

580 PRINT ™ ":PEN 2
590 PRINT™:"j
600 PRINT "A QUE GRUPO DE INSTRUMENTOS CORRESPONDE"™SPRINT " "sPRINT" EL

NSTRUMENTO CITADO:"
610 PRINT'™ ™"SPRINT"™ ™

620 PEN 3 SPRINT (PULSA 1,2 o 3>"
630 PEN 1SPRINT '

640 PRINT' "sSPRINT ™ 1. CUERDA*
650 PRINT" TiPRINT T VIENTO"
660 PRINT"™ 9IsPRINT " PERCUSION"
670 SOUND 1,100,10 4

680 REM

690 IF, INKEY(64)=0 THEN NR=0:GOTO 730
700 IF INKEY(65)=0 THEN NR-1sGOTO 730
710 IF INKEY(57)=0 THEN NR=2:GOTO 730
720 GOTO 680
730 PEN 2SPRINT ™ "sPRINT" :IF NR=N THEN PRINT "I1ICORRECTOINl LA RESPUESTA ES
"-R$:FOR B=lj TO 3SFOR A=15 TO O STEP ITINK O,A:SOUN
D 1.A,1SNEXT A,B:AC=AC+1
m Alurv ilv -
100sPLOT RND*60C - A
VT oo T > RNBA#400 SNEXT A - L — -
760 MODE OSFOR A=1 TO 15:INK A,27-AsSNEXT A
770 PEN 5SPRINT '***x RESULTADOS #=x""
780 PRINT" 'SPRINT" "

790 PEN 2sPRINT " ACIERTOS.... ";AC
800 PRINT ™[I
810 PEN 3:PRINT "1 FALLOS .."";20-AC

820 PRINT'™ "sPRINT"™ "sPRINT"
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O

mu

VMmOV ao 0

830 PEN 1
840 PRINT"
850 PRINT

860 FOR A=

iPRINT" PORCENTAJE :" ;AC*5 ;''o/=

"IPRINT"™ "iPRINT" '":_— 1-4-4-

MikkkkAAXAAXAAXkiAxkhkhhixixikix"

0 TO 100 :A$=INKEY$ :SOUND 1 ,Aj,1,15 :NEXT A

870 IF INKEY$=""THEN 870
880 GOTO 250

890 MODE 2 jRESTORE 970
900 FOR A=1 TO 3

910 READ A*,N

920 PRINT INSTRUMENTOS DE " ;AT;"r" jPRINT" *
930 FOR B=1 TO N jREAD Bt jPRINT ";B$,iNEXT B
940 PRINT'™ "{iPRINT"™ "jiPRINT '™ "

950 NEXT A

960 GOTO 860 T
970 DATA CUERDA, 13
980 DATA VIOLIN,VIOLA,VILONCELO,CONTRABAJO,LAUD,GUITARRA ,BANDURRIA,BANJO ARPA ICI-
TARA ,CLAVECIN.ESPINETE,UKELELE
990 DATA VIENTO, 23

1000 DATA FLAUTA,FLAUTIN,OBOE,DULZAINA,TENORA,CLARINETE ,FAGOT ,CARAMILLO,TXISTU,G
AITA, TROMPA,TROMPETA,CLARIN,TROMBON,CORNETA,FINGLE ,B
UGLE ,TUBA,CUERNO ,SAXOFON,ORGANO ,ARMON1CA ,ACORDEON

1010 DATA

PERCUSION, 14

1020 DATA TRIANGULO,PLATILLOS ,CAMPANA ,GONG,TAMBOR ,BOMBO,T IMBAL ,PANDERETA ,MARACA,
P1ANO ,XILOFONO,CLAVICORDIO,CELESTE .MARIMBA
1030 DATA 8,4,4,5,4,7,4,7,4,5,4,4,4,2,4,0,4,0,4,2,4,4,8,4,2,2,8,2,8,4,4,5,4,7.

7,4,5,4’4’
1040 DATA

4,2,4,0,4,0,4,2,4,4,8,2,2,0,9,0
-1,-1

20 REM ****  ANGEL GARCIA DELGADO - ****

40 REM

50 SYMBOL

60 SYMBOL

70 SYMBOL

80 SYMBOL

90 SYMBOL

100 SYMBOL

AFTER 160 I t
160,252,132,246,251,255,254,252,252
161,0,0,0,127,127,0,0,0
162,66,36,126,153,153,126,60,231
163,255,241,253, 245,
164,73,146,73,146,73,146,73,146

110 MODE O :INK O0,0:I1NK,1,26 tINK 2,23jINK 3,8

120 PAPER
130 CLS

140 ORIGIN
150 LOCATE

0iBORDER OjPEN 1

0,0jFOR A=0 TO 600 STEP PLOT A,RND*400,1-
7,12 {iPRINT "INVASION"

160 FOR A=1 TO 1000 STEP 10jSOUND 1,A,1,15:NEXjT

170 INK 1,

180 FOR.A=

26,0
300 TO O STEP..=F—+t
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190 SOUND 1,A,1,15:SOUND 2,A+10,1,15:SUUND 3 ,RND*200,1,15

200 NEXTA:INK 1,26

210 FOR A=15 TO O STEF" -1 :SOUND 1,200,100 ,A ,0,0,31 jNEXT A

220 MODE 1:INK 0,0:INK 1,26:INK 2,23:INK 3,8 ji

i240 FOR A=0 TO 600 STEP 5:PLOT A ,RND*400,1 :NEXTj A

250 PEN 1 _i_i ij 1J131 3L J

260 LOCATE 13,2:FRINT "  INVASION

270 PEN 3

280 LOCATE 1,5:PRINT "DESTRUYE A LOS INVASORES ANTES DE QUE SE"
290 LOCATE 1,7:PRINT "APODEREN DE TU BARRERA DE ENERGIA IONICA"
300 PEN 2 4.+ F #4 & Fi~§ + -

310 LOCATE 15,10: FRINT FCONTROLES :"

320 PEN L ojoicieou|oieojon -1 e

330 LOCATE 13,13:PRINT" TAB. ARRIBA"

340 LOCATE 13,15:PRINT" CAPS. ABAJO"

350 LOCATE 13,17:PRINT"ENTER. DISPARO"

360 LOCATE 5,22:PEN 3:PRINT "PULSA —S- PARA COMENZAR A JUGAR"
370 IF INKEY(60)<>0 THEN 370

380 NODE 1

390 PEN 1 1M i

400 DIM M (10)

410 ORIGIN 0,240

420 0-25

430 FOR A=0 TO 640 STEP 5:PLOT A,RND*150,1:NEXT A

440 FOR A=0 TO 640:C=C+9*RND-9*RND:PLOT A,0,2:DRAWR O ,ABS(C):NEXT A
450 FOR A=12 TO 21:LOCATE 2,A:PEN 1:PRINT CHR$<164>

460 PEN -3 iLOCATE 39 *AtPRIWT CWRTTL62) M

470 M(A-11)=39:NEXT A j t 1 L

480 LOCATE 2,11 :FRINT CHR*<163) |

490 LOCATE 2,22:PRINT CHRIT (163)

500 WINDOW #1,1,40,24,24

510 GOSUB 650 I

520 X=17 M M il j 1 h i1 Jl M
530 B$~"":FOR A=1 TO 16t:B*=B*+CHR$ <161 ) :NEXT A
540 LOCATE 3 ,X:PRINT ft

550 IF INKEY(68)=0 THEN X=X-1:1F X<12 THEN X=12
560 IF INKEY(70)=0 THEN X=X+1:1F X>21 THEN X=21
570 PEN 1:LOCATE 3,X:PRINT CHR$<160);

580 IF INKEY(18)~0 THEN GOSUB 660

590 PEN 2:N=I+ INT<RNDiK10)

600 PEN 3

610 M(N)=M(N)-2jLOCATE M(N) ,N+11:PRINT CHRt(162);"
620 IF M(QN)<2 THEN GOTO 710

630 GOTO 540

640 END [
650 FRINT#1,"PUNTOS
660 PEN 2 :PRINT B$
670 FOR A=1 TO 100 STEP 10:SOUND 1,A,1,15:NEXT A

680 IF M(X-11)<20 THEN M<X-11)=39:SOUND 2,200,10,15,0,0,30:P=P+5:GQSUB
690 LOCATE 4,X:PEN 0:PRINT Bi

700 RETURN

710 FOR a=1 TO 100:SOUND 2,a,l,15,0,0,30:NEXT a

720 MODE 0 [ k-1 L

730 PEN 2:INK 2,17,0:LOCATE 6,7:PRINT"GAME OVER"

740 PEN 1:LOCATE 5,13:PRINT"PUNTOS:";P |

750 FOR A=1 TO 1000 :A$=INKEY$:NEXT A

760 RUN 210 i |

[
" ;P:RETURN
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NOVEDADES

IAN KEY-COVER, ES EL PROTECTOR IDEAL PARA EL TECLADO DE SU AMSTRAD 6128 ESPECIALMENTE DISENADO

PARA REUNIR TODAS LAS CARACTERISTICAS ADECUADAS PARA ELLO:

- PROTECCION FIRME DEL TECLADO DEL CPC 6128 (REALIZADO CON RESISTENTE METACRILATO DE UNA SOLA
PIEZA CON NERVIOS LATERALES PARA FIJACION EN EL REBORDE DEL CONJUNTO DE SU ORDENADOR).

- AJUSTE PERFECTO EN SU ORDENADOR CON SUAVE PRECISION Y COBERTURA TOTAL.

- TRANSPARENTE (CONFIRIENDOLE LA PROPIEDAD DE VISUALIZAR EN TODO MOMENTO SU TECLADO).

- PROTECCION CONTINUA CONTRA ELEMENTOS EXTERNOS (COMO: DERRAMES DE LIQUIDOS, GOLPES, ETC.)
ADEMAS DE GOZAR DE LA SEGURIDAD DEL BUEN FUNCIONAMIENTO DE SU ORDENADOR AL REANUDAR SU
DIARIO QUEHACER. UN POCO DE CAFE DERRAMADO SOBRE SU TECLADO ELEVARA ENORMEMENTE EL
PRESUPUESTO ANUAL DE SU ORDENADOR. EVITE EL RIESGO, PROTEJASE.

- RESGUARDO PERMANENTE CONTRA EL POLVO Y LA POLUCION (EL 50 % DE LAS AVERIAS DE SU TECLADO SON
MOTIVADOS POR EL CONTACTO CONSTANTE DE ESTE CON EL POLVO Y LAS PARTICULAS ATMOSFERICAS, EL
EXCESO DE HUMEDAD, ETC.). ELIMINE UN RIESGO CONTINUO, DOSIFIQUELO.

- MANTENGALO LIMPIO SU AMSTRAD 6128, CUBRIENDOLO CON IAN KEY-COVER.

- DELE AL TECLADO DE SU AMSTRAD 6128 ESA SENSACION DE PULCRITUD, SENTIDO DEL ORDEN Y APARIENCIA
EXTERNA QUE SU AREA DE TRABAJO, ESTUDIO O ENSENANZA, REQUIERE.

1986 1 AMIGOS DEL AMSTRAD 1 33



BIBLIOGRAFIA

EL DOMINIO DEL AMSTRAD
PCW 8256/8512

“El dominio del Amstrad PCW 8256/8512"
le sitla en la via rapida hacia el éxito en los
negocios. Lo mismo si esta Vd. empezan-
do a utilizar uno de estos ordenadores, co-
mo si estad considerando comprarselo, es-
te libro le mostrara rapidamente cémo ren-
tabilizar al maximo su inversion.

Una gran parte del libro trata del proceso
de texto.

Esta parte del libro es un medio didactico
excelente, que le conducira desde los usos
mas sencillos del proceso de textos, a los
mas avanzados. Una seccion aparte cubre
el uso de NewWord, la potente alternativa
de NewStarSoftware.
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DOMINE EL CODIGO MAQUI-
NA EN SU AMSTRAD

Ahora tiene la oportunidad de aprender a pro-
gramar en cédigo méaquina en su ordenador
Amstrad. Clive y Scott —dos programadores
muy competentes, con gran experiencia en li-
bros y software a sus espaldas — son los guias
ideales para ayudarle a comprender las inte-
rioridades de la programacién en cédigo ma-
quina del Amstrad.

Debe ir trabajando en coédigo maquina del
Amstrad.

Debe ir trabajando a lo largo del libro, saltan-
dose las secciones que le presentan una es-
pecial dificultad la primera vez que las lea.
Cuando haya terminado su primera lectura,
tendra los suficientes conocimientos como pa-
ra poder comprender aquellas secciones que
dejo sin completar la primera vez que pasoé por
ellas.
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Para

saber cOmo
hablar con los
ordenadores

B Curso CEAC a Distancia,

BASIC + Microordenadores,

le va a introducir paso

a paso, con un cuidado

método, en uno de los temas més
apasionantes de nuestros dias:

la programacion de ordenadores.

Al aprender PRACTICANDO desde un principio
a programar BASIC, lenguaje disefiado
especialmente para dar los primeros pasos
en programacion, estaré sentando las bases
para el estudio de cualquier otro

lenguaje de alto nivel.

Curso CEAC

de BASIC--Microordenadores:;
un didlogo permanente

con € ordenador.

CEAC

CENTRO DE ENSENANZA A DISTANCIA

AUTORIZADO POR H. MINISTERIO DE

EDUCACION Y CIENCIA N.° 8039185
(BOLETIN OFICIAL DEL ESTADO 3-6-83)

Aragén, 472 (Dptoi REF. T-XZ 08013 Barcelona
T e 1(93) 245 33 06

ESTAS ENSENANZAS SE AJUSTAN AL ART. 35
DEL DECRETO 707/1976 Y A LA ORDEN MINISTERIAL DE 5/2/1979

deseo recibir a la mayor
brevedad posible informacion
Il sobreel Cusode:_

} C. Postal Poblacion
Provincia

CEAC. Aragon, 472
(Dpto. ref txz) 08013 Barceloma

Otros Cursos:
- a
bhonétia

- Eh]lq‘_am experimentosl|
- @rEaicd

- Qrsoce\Vico

- Braan

GRATUITAMENTE

Edad
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