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AMIGOS DEL
AMSTRAD

EDITORIAL

Si bien, la eleccién de un ordenador es
importante, mas importante es todavia el saber
estructurar las instrucciones para lograr una
mayor eficacia.

La utilizacion de un método estructurado facilita
el desarrollo de los programas y sus posibles
modificaciones si fueran precisas. De esta
forma, veremos que programar no consiste en
escribir el mayor numero posible de lineas, sino
gue es mucho més interesante la calidad que la
cantidad.

Por esto, una sugerencia que os hacemos, es
gue intentéis variar los programas que 0s
listamos e intentéis mejorarlos.

Suerte.
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EXPLICACION
LOS PRUGRRHAS

GLOBOS

10 REM * ANGEL GARCIA DELGADO *

20 MODE O

30 INK 0,0:INK 1,26:INK 2,7:INK 3,

40 PAPER O0:BORDER O

50 ORIGIN 318,210

60 FOR a=0 TO 2*PI STEP PI/70

70 PLOT 0,0,2

80 DRAW 300-X-COS (&) ,150*SIN (a)

90 DRAWR 0,30*SIN(a).3

,100 NEXT a

110 PRINT CHR$(22)+CHR$(1)i

120 A9;="GLOBO":A=11- (0 .5*(LEN(A$) ):
130 LOCATE A,12:PRINT A*;

140 PRINT CHR$(22)+CHR$(0)T

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

160 FOR a=l TO 300:SOUND 1,a,1,15:t
170 INK 2,13,7:INK 3,7,18

18 FOR a=300 TO 1 STEP -2:SOUND 1 SOUND 1
19 INK 2,7:INK 3,13 1 .L
200 FOR a=1 TO 500:NEXT

.
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L}
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.
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FOR &0 TO 50:PRINT CHR$(7):FOR b=i TO 50: NEXT b:NEXT a

MODE 1
GOTO 230 1]
PRINT ;TAB<20-LEN(a$> 72> :FOR a=1 TO LEN(a*) T.j :-j

b3j=MID*(afi, a. 1) :PRINT b$;:IF b$<>" " THEN PRINT CHR$(7)J

NEXT a

PRINT:-PRINT:FOR a=1 TO 200:NEXT a:RETURN
REM *** INICIO DEL PROGRANA ***

a$=""<<1 GLOBO > ":GOSUB 240:PRINT

A*="RECOGE CON; TU GLOBO A LOS HOMBRES1:GOSUB 240: A$="PERO SIN PINCHARLO CON"

5UB 240:A$="L0S ALFILERES O LAS TIJERAS _":GOSUB 2

PRINT:A¥=""CONTROLES: GOSUB 240

A$="Q. ARRIBA":GOSUB 240:A$="A. ABAJO":GOSUB 240:A%$="0

"P. DERECHA™"™:GOSUB 240

PRINT:a$=""PULSA -S- PARA EMPEZAR™:GOSUB 240

IF INKEY (60) .0.0 THEN 340

GOSUB 660

INK 0,23:PAPER O:BORDER 23:PEN 1:INK 1.0

MODE OSINK 2_.10:INK 4.26:INK 3.6

WINDOW RA1,1,20,1,3: PAPER P.1,4:CLS h1l

WINDOW 1,20.4,25

p=0:FA-0:GOSUB 630

PEN 2:FOR A=1 TO 20:X= 1+INT<RND*13>:Y=1+INT(RND*19)

LOCATE Y.X:IF RND>0.5 THEN PRINT"6"; ELSE PRINT”h";

SOUND 1.A.2

NEXT

PEN 3:FOR A=1 TO 15:X=1+INT<RND*13) :Y=1+INT(R\ND-X-19)

SOUND 2,50-A,2

LOCATE Y,X:PRINT"e”;:NEXT

X=10: Y=9: xb=x yb=zy T 7+

IF NOT INKEY(67)iTHEN X=X-1;IF X<1 THEN X=1
INKEY(69) THEN x=x+l IF X>13 THEN X=18
INKEY(34) THEN Y=Y-1 IF Y<1 THEN Y=1
INKEY(27) THEN Y=Y+1 IF Y>13 THEN y3T8

LOCATE Y .X:GOSUB 590:LOCATE Y+1,x:GOSUB 590

LOCATE Y,X+1 GOSUB 590:LOCATE Y+1 ,X+1 :GOSUB 590

PEN 1:LOCATE YB,XB:PRINT" 7 LOCATE YB.XB+1:PRINT"

PEN 1:LOCATE Y<X:PRINTZIalb":LOCATE Y X+I1:PRINTcd

XB=X:YB=Y

GOTO 490 b

CALL 30000: L=PEEK (29999)

IF C=101 THEN FOR A=100 TO 200 3TEP 4:SOUND 1,A,1:NEXT

IF C=103 OR C=104 THEN SOUND 2,50,15,15.0.0.31:FA=FA+1:

RETURN

LOCATE P.1,2,2: PRINTRtI ,"PTOS ;P:LOCATE Pil,14,2: PR INTPs1
IF FA>4 THEN 790

RETURN

DATA 05.96,137,50,47,117,201

RESTORE 660

FOR a=30000 TO 30006:READ b :POKE a,b:NEXT a
SYMBOL AFTER 97

SYMBOL 97,7,25,50,102,78,142,156,156

SYMBOL 98,224,152,76,102,114,113. 57,57 _
SYMBOL 99.221,101,63,19,8,15,7,7 !

1ZQUIERDA” :GOSUB 240

:P=P+15:GOSUB 630

GOSUB 630

, FAZ '"SFA - h ]
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730 SYMBOL 100.187 .166.252 .200,16.240,224, 224

740 SYMBOL 101.56. 56,16.254.16.40. _.1o0O

770 SYMBOL 102.18. 0.68,16, 129,40.2.72

760 SYMBOL 103.6,6 .3.16.32_ n n

770 SYMBOL 104.231 ,165,231 ,104, 16,40,68, 130

730 RETURN

790 REM w GAME OVER ***

300 FOR A=1 TO 20: FOR B=100 TO 200 STEP A:SOUND 1,B,1,15,0,0,31:NEXT b :next a
310 INK 0.0z INK 1.26:INK 2,15 50 -PAPER o border o Ipen i:mode O
320 PEN 2:LOCATE 6,7:PRINT "GAVME OVER"

330 PEN 1:LOCATE 4 ... :PRINI"'PUNTOS:'"";USING rutrtrtitit’”; p

HAO0 PEN 3:INK 3,15¢LOCATE 5,17:PRINT "OTRA? G/MN)"

350 FOR A=1 TO 50: A*=INKEY$:next A

860 PEN 1

870 IF INKEY(60)=0 THEN RUN 220

380 IF INKEY(46)=0 THEN CALL O

390 GOTO 370
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PENALTY

10 REM * ANGEL GARCIA DELGADO *
20 MODE 0:GOSUB 790

30 INK 0,0: INK 1,26: INK 2,71°INK 3.18

40 PAPER OIBORDER 0

50 URIGIN 318,210

60 FOR 3=0 TO 2*PI STEP PI1/70

70 PLOT 0,0,2

30 DRAW 300*COS (a) ,150*SIN (a)

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

100 NEXT a

110 PRINT CHR$(22)+CHR$(1>;

120 A$="PENALTI":A=11-(0.5*(LEN(AT>))

130 LOCATE A,12:PRINT AS$;

140 PRINT CHR$<22)+CHR$<0);

150 INK 2,7,0:INK 3.0.18

160 FOR a=1 TO 300:SOUND 1,a,1,15:NEXT a

170 INK 2,13.7:INK 3.7.13

130 FOR a=300 TO 1 STEP -21SOUND I,a.l:SOUND 2.a*2_1:NEXT a
190 INK 2.7:INK 3.13

200 FOR a=1 TO 500:NEXT a

210 FOR a=0 TO 50:PRINT CHR$(7):FOR b=l TO 50:NEXT b:NEXT a
220 MODE 1

230 GOTO 230

240 PRINT TAB(20-LEN(a$)/2):FOR a=I TO LENlafi

250 b$=MID$(a$.a.1)iPRINT b$;:IF b¥<>" " THEN PRINT CHRI(7>;
260 NEXT a

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

280 REM *** [INICIO DEL PROGRAMA ***

290 a$="<< PENALTI >>" :GOSUB 240:PRINT

300 A$="PROCURA COLAR EL BALON"jGOSUB 240:A$="EN LA PORTERIA. SIN"{GOSUB 240:A$=
"QUE EL PORTERO LA RECOJA":GOSUB 240

810 PRINT: A$=""PARA LANZAR EL BALON" jGOSUB 240: A$="PULSA LA TECLA SPACE" jGOSUB 24

320 PRINT:a$="PULSA -S- PARA EMPEZAR™":GOSUB 240
330 IF INKEY(60) <>0 THEN 330
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340
350
360
370
380
390
400
410
420
430
440
450
460

470
430
490
500
510
520
530
540
550
560
570
580
590
600
610
620
630
640
650
660
670
680
690
700
710
720
730
740
750
760
770
780
790
300
310
320
830
840
350
860
370
380

p=o :fa=o link o,is-ink l,o:ink 2,26:INK 3.8
PAFER O0:BORDER 18

MODE 1:GOSUB 730

WINDOW P1.1.40,24.24 :GOSUB 700

WINDOW R2.1.40.21.21

AS="PULSA SPACE PARA DISPARARGOSUB 680
Ix=17: y=20

vP=16+INT(RND*9) :D=1:DP=-1

LOCATE YP.5:FRINT"a":LOCATE YP,6:PRINT"b"
LOCATE Y,X:PRINT"

Y=Y+D: IF Y>35 THEN D=-1

IF Y<5 T.HEN D=1

LOCATE Y .X:PRINT "c":CALL &cBD19

IF NOT INKEY(47) THEN 490

GOTO 430
FOR A=100 TO 200 STEP 06 :SOUND 1.A.1:NEXT
LOCATE YP.5:PRINT" "jLOCATE YP,O8:PRINT"

YP=YP +DPjIF YP>24 THEN DP=-1

IF YP<16 THEN DP=1

LOCATE YP,5ijPRINT"a"jLOCATE YP,6ijPRINT"b"™
LOCATE VY,XjPRINT"™ "ijX=X-1jIF X<4 THEN 580
LOCATE VY,XijPRINT CHRS(102-X/7);

IF X=5 OR X=6 THEN IF Y=YP THEN 630

GOTO 500

GOSUB 730jlF Y<15 OR Y>26 THEN 650

ENT 1,20,-3,1ijSOUND 1,100,15,15,0,1
P=P+15;GOSUB 700

AS="GO0OOOL ... ... ..... "jFOR N=1 TO 4j GOSUB 680: NEXT
GOTO 360

GOSUB 730jSOUND 2,100,5,15,0,0,31:AS="PARADA DEL PORTERO":GOSUB 680
GOTO 660

SOUND 4,300jAS="LA PELOTA HA SALIDO FUERA"™ :GOSUB 680

FOR A=1 TO 100:NEXT:FA=FA+1:GOSUB 700

FOR A=1 TO 600:NEXT:GOTO 360

CLS P2: PRINTR2, TAB (20-LEN (AS>/2>;

FOR A=1 TO LEN (AS)iPRINT P.2,MIDS (AS ,A,1>;CHRS (7); :NEXT :RETURN
LOCATE A1,5,1:PRINTPt1l,"PUNTOS P :LOCATE P.1,26 ,1:PR INTPil ,"FALLOS :*'; FA
IF FA>4 THEN 360

RETURN

PLOT 0,250,2:DRAW 100,300:DRAW 530,300:DRAW 630.250

PLOT 150,300:DRAW 0,100:DRAW 630,100:DRAW 480,300

PLOT 180.300:DRAW 80,150:DRAW 550,150:DRAW 450,300

PLOT 214.302,3:DRAW 214,330:DRAW 630-214,380:DRAW 630-214,302

PLOT 210,302:DRAW 210 ,384:DRAW 630-210,384:DRAW 630-210,302

RETURN

SYMBOL AFTER 97

SYMBOL 97,60,126.90,126,60,24,126,255

SYMBOL 98.189,189.139,60,36,36,102,231

SYMBOL 99,60,126.255,255,255,255,126,60

SYmMmBOL 100,0,60,126,126,126,126,60,0

SymBoL 101,0,0,24,60,60,24,0,0

RETURN

REM *** GAME OVER ***

FOR A=1 TO 20:FOR B=100 TO 200 STEP A:SOUND 1,6,1,15,0,0,31:NEXT B:NEXT A
INK O.0:-INK 1.26:INK 2,15,0:PAPER O :BORDER OIPEN 1:MODE O
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390
900
910
920
930
940
950
960

PEN 2:LOCATE 6.7:PRINT"GAME OUER"

PEN 1: LOCATE 4.12:PRINT"PUNTOS:";USING

PEN 3:INK 3_.15:LOCATE 5.17:PRINT
FOR A=1 TO 50:A$=INKEY$:NEXT A
PEN 1

IF INKEY(60)=0 THEN RUN 220

IF INKEY<46)=0 THEN CALL O

GOTO 940

"OTRA?

IIFWI ;P
(S/N)"
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150
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280
290
300
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REM * ANGEL GARCIA DELGADOi *
MODE 0
INK 0.0: INK 1.26: INK 2,7:INK 3,18
PAPER 0 :BORDER O
ORIGIN 318.210
FOR a=0 TO 2*PI STEP P1/70
PLOT 0.0.2
DRAW 300*003(a),150*SIN(Q)
DRAWR 0.30*31IN(a) ,3
NEXT a
PRINT CHR$(22)+CHR*(1);
A$="PALABRAS":A=11-(0 .5*(LEN(AT)))
LOCATE A.12:PRINT AS$;
PRINT CHR*(22)+CHR*(0) ;
INK 2.7,0:INK 3,0,13
FOR a=1 TO 300:SOUND 1.a.1,15:NEXT a
INK 2,13.7:INK 3,7,13
FOR a=300 TO 1 STEP -2:SOUND 1,a,1:SOUND 2.a*2,1:NEXT a
INK 2,7:INK 3,18
FOR a=1 TO 500:NEXT a

FOR a=0 TO 50:PRINT CHR$(7):FOR b=l TO 50:NEXT b :NEXT a
MODE 1

GOTO 230

PRINT TAB(20-LEN(a*)/2):FOR a=l TO LEN(af)
b$=MIDT (a$. a. 1) ".PRINT b$j : IF b$<>" ' THEN PRINT CHR$(7):
NEXT a

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

REM *** INICIO DEL PROGRAMA ***

a$="<< PALABRAS >>":GOSUB 240:PRINT

A$="REUNE LAS LETRAS DE LA PANTALLA":GOSUB 240:AS="EN EL ORDEN CORRECTO, PAR
ORMAR™" :GOSUB 240:A*="_"LA PALABRA QUE SE TE MUESTRA

OSUB 240

PRINT:A$="CONTROLES:":GOSUB 240:AT="Q. ARRIBA":GOSUB 240:A$="A. ABAJO":GOSUB

240:A*="0. I1ZQUIERDA™"™:GOSUB 240:A$="P. DERECHA":GOS
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UB 240

320 PRINT a$="PULSA -3- PARA EMPEZAR":GOSUB 240

330 IF INKEY(60)< >0 THEN 330

340 GOSUB 600

350 INK 0.0:PAPER o :border o Imode i

360 IMK 1.26:INK 2.8

370 RESTORE 590:FOR A=1 TO 1+INT(RND*14> READ T$:NEXT

380 PEN 2:LOCATE 1.3:A*="LA PALABRA ES: PEN 1:GOSUB 240:A%$=T$:GOSUB 240
390 FOR A=1 TO 2000:NEXT

400 PEN 2:FOR A=1 TO 25:PRiNT STRING$(40,"a");:NEXT

410 wiINDOW fd ,2.39.2,4: WINDOW P.2,3.38. ; 3:WINDOW 2.39.6.24: CLS fcl:CLS:CLS R2
420 PEN 1:FOR A=1 TO LEN (T%)

430 Y-1 +INTRND*38) :X=1+INT(RND*18) jIF X=10 AND Y=19 THEN 430

440 LOCATE Y. X: CALL 30000:IF F"EEK (29999 )=32 THEN PRINT MID$<T$.A.1>; ELSE 430
450 NEXT

470 IF NOT INKEY(67) THEN ><m<~ :IF X<1 THEN x-=1
430 IF NOT INKEY(69) THEN x=x+1izIF X>19 THEN x-=19
490 IF NOT INKEY(34) THEN y=Y-1zIF Y<1 THEN Y=1
500 IF NOT INKEY(27) THEN Y=Y+1:zIF Y>38 THEN Y=38
510 LOCATE Y,x:CALL 30000: C=PEEK(29999)

520 IF 064 AND C<91 THEN R$=R$+CHR$(C) P=P+5:PRINTR2. R$:FOR A=100 TO 200 STEP 4
:SOUND 1 A_.1:NEXT:IF LEN(RS)=LEN(TT) THEN 560

530 IF C=99 THEN IF X< >XB OR Y<>YB THEN GOTO 710

540 LOCATE YB.XE: PRINT :LOCATE Y.x:PRINT"b";:vb=v:XB=X

550 GOTO 470

560 CLS:LOCATE 1, 5:1F T$=RI THEN PRINT ' CORRECTO III" :PRINT:PRINT" BONO DE 5000
PUNTOS™:FOR A=1 TO 400:SOUND 1.A.1.15: NEXT:P=P+5000

570 IF T*<>R* THEN PRINT"™ INCORRECTO. _"IPRINT:PRINT® LA PALABRA ES:

530 GOTO 710

590 DATA AMSTRAD.ESTERNQCLEIDOMASTOIDEQ,CORAZON.UNIDAD.PORTAVIONES.PENICILINA.CU
CHARADA ,CARACOL ,SALAMANDRA.HIBRIDACION.ORBITAL .CELUL
A_IMPRESORA.MICROORDENADOR

600 DATA 20T -96.137 50.47.117.201

610 RESTORE 600

620 FOR 3=30000 TO 50006:READ b:POKE a.b:NEXT a

630 SYMBOL AFTER 97

640 SYMBOL 97.0.239 239.239,0.254.254.254

650 SYMBOL 93 60,126.153.139,255.195,102.60

660 SYMBOL 99 0.0.36.0.0.36.0.0

670 RETURN

630 SYMBOL 97.0.239.239.239.0.254.254_.254

690 SYMBOL 93.60,126.153,139,255.195,102.60

900 SYMBOL 99.0. 0.36.0.0.36.0.0

710 REM *** GAME OVER ***

720 FOR A=1 TO 20:FOR B=100 TO 200 STEP AISOUND 1,B.1.15.0.0.1 I-NEXT B :-NEXT A
730 INK 0,0: INK 1.26: INK 2.15.0:PAPER o :border O:PEN 1:MODE O
740 PEN 2:LOCATE 6,7:PRINT"GAME OVER"

750 PEN 1:LOCATE 4.12:PRINT"PUNTOS:";IUSING "RIPPPPPt ;P

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

770 FOR A=1 TO 50:A$=INKEY$: NEXT A

780 PEN 1

790 IF INKEY (60)=0 THEN RUN 220

300 IF INKEY(46)=0 THEN CALL o0

310 GOTO 790
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PIRAMIDE

10
20

40

50

60

70

80

90

100
110
120
130
140
150
160
170
130
190
200
210
220
230
240
250
260
270
230
290
300
RO

uB

610

REM * ANGEL GARCIA DELGADO *
MODE u
L0:INK i.26:1INK 2.7:1NK
PAPER
ORIGIN 313.210
FOR a=0 TO 2*PI STEP PI /70
PLOT 0.0.2
DRAW 300*C0S(a) .150*S IN (@)
DRAWR 0.30*SIN(@) .3
NEXT a
PRINT CHR$(22)+CHR$< 1);
A$="PIRAMIDE" :A=11-(0.5*<LEN
LOCATE A .12:PRINT ASM
PRINT CHR$(22>+CHR$(0);
INK 2.7.0:INK 3.0.13
FOR a=1 TO 300: SOIIND 1.a.1,15: NEXT a
INK 2.13.7:INK 3.7.18
FOR a=300 TO 1 STEP -2:SOUND 1,a.1:SOUND 2.a*2.1:NEXT a

INK 2. ;% INK 3.18
FOR a=1 TO 500:NEXT a

FOR a=0 TO 50:PRINT CHR$(7):FOR b=l TO 50:NEXT b:NEXT a
MODE 1

GOTO 280

PRINT TAB(20-LEN <a$)/2) :FOR a=l TO LENtaS)
b$=MID*<a$.a.1>:PRINT b$;:IF b$<>" " THEN PRINT CHR*(71;
NEXT a

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

REM *** INICIO DEL PROGRAMA ***

a*="<< PIRAMIDE >>”:GOSUB 240:PRINT

A$="ALCANZA LA CIMA DE LA PIRAMIDE":GOSUB 240:A$="RECOGIENDO LOS TESOROS. PE
SIN":GOSUB 240:A$="CHOCAR CONTRA EL FANTASMA"iGOS

240

PRINT:A$="CONTROLES:":GOSUB 240:A$="Q. ARRIBA":GOSUB 240:A%$="A. ABAJOGOSUB

240:A%$="0. IZQUIERDA™"™ :GOSUB 240:A$="P. DERECHA"™*GOS

12 -
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WB 240

320 PRINT:a$="PULSA -S- PARA EMPEZAR™:GOSUB 240
330 IF INKEY (60)00 THEN 330

340 GOSUB 970

350 PAPER O:BORDER o :Iink o .o :mode

360 INK 1.26:INK 2.15:INK 3.18

370 WINDOW M .2.39.1.1:WINDOW 1.40.4.25
330 p=0:v=3:GOSUB 730

390 PEN 2:GOSUB 760

400 x=19:v=20:XB=X:YB=Y

410 KM=7:YM=20:BX=XM:BY=YM

420 1F NOT INKEY(67) THEN X=X-1
430 IF NOT INKEY(69) THEN X=X+1
440 IF NOT INKEY(34) THEN Y=Y-1
450 IF NOT INKEY(27) THEN Y=Y+1

460 LOCATE Y.X:CALL 30000: C=PEEK(29999)
470 IF C=97 THEN X=XB:Y=YB
430 IF C=93 THEN 1070
490 IF C=101 OR C=100 THEN P=P+75:GOSUB 730
500 PEN 1:LOCATE YB .XB :PRINT"™ ";:LOCATE Y,X:PRINT CHR$ (248 +R\D-K-3)
510 xb=x:vb=v
520 IF xm",x THEN xm=xm+1
530 IF xm>x THEN »xm=xm- 1
540 LOCATE wvm.xm:CALL 30000:C=PEEK(29999)
550 IF C<>32 THEN XM=BX
560 IF vm<y THEN ym=ym+0 .5 1
570 IF ym>y THEN ym=ym-0.5
LOCATE YM.XM CALL 30000:C=PEEK(29999)
IF 0 247 THEN 1070 “T *
IF C=93 THEN BY=YM
IF C<>32 THEN YM=BY
PEN 3:LOCATE BY.BX:PRINT :LOCATE YM.XM:PRINT"b":
bx=xmIby=ym
IF x-5 THEN 660
GOTO 420
ENT 1.10.-2.1:FOR A=1 TO 100:SOUND 1,A,10,15,0,1:NEXT
MODE #:LOCATE 1.5 AT="LO CONSEGUISTE 1!11":GOSUB 240
AT=""ALCANZASTE LA CIMA DE LA PIRAMIDE":GOSUB 240
PRINT:A$="BONO DE 5000 PUNTOS":GOSUB 240
P=P+5000:SOUND 2. 0.5.15.0.0.31:GOSUB 730
GOTO 1070
GOTO 720
LOCATE ft1,14,1 ;PR INTPtl

IF v<1 THEN 1070
RETURN



860 INT"aaaaaaaa aa d

370 IMT" aaaa aaaaaaaaaaaaaaaaaa aaaaaaa’
880 INT" a a aa e aa

880 INT" aaaaaaaaaaaa aaaaaaaaaaaaaa a
900 INT"a a aa eaa a’
910 INT" aaaaa aaaaaaaaaaaaaaaaaa aaaaa a
920 INT " aa d aa a'
930 IMT* daaaaaaaaaaaaaaaaaaaaa aaaaaaaaaaaa '
940 JNT" ~n aa
950 INT"aaaaaaaaaaaaaaaaaaaaaaaasa.aaaaaaaaaaaaaa’
960 TURN

97Q TA 205.96.137.50 .47.117. 201

980 STORE 970

990 R a=30000 TO 30006:READ b:PQKE a,b:NEXT a
1000 YMBQL AFTER 97

1010  YMBGL 97 .124.190 .254.190 ,214,174 ,34,0

1020 \MBOL 98 .124.146 ,218.254 .254.170 ,170,0
1030 YMBOL 99 .3.161.4

1040 YMBOL 10o. ?n. ?n 1pp 71 Q PO
1050 YMBOL 101.0.0.62 .46.46.20.3.62
1060 RETURN

1070 REM *** GAME OVER ***
1080 FOR A=1 TO 20:FOR B=100 TO 200 TEP A:SQUND 1,B,1,15,0, 0.31:NEXT B:NEXT a
1090 INK O.o0:INK 1.26:INK 15.0 paper o border o Ipen i mode O

1100 PEN 2:LOCATE 6.7:PRINT"GAME OVER"

1110 PEN 1:LOCATE 4 .12:PRINT"PUNTOS: "iUSING "PPPPPPt" ;P

1120 PEN 3:INK 3.15:LOCATE 5.17:PRINT "OTRA7 (S/N)

1130 FOR =j=l TO 50:A$=INKEY$:NEXT A

1140 PEN

1150 IF INKEY(601=0 THEN RUN 220

1160 IF INKEY(46)=0 THEN CALL O

1170 GOTO 1150

/ 1«X
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POLICIA

10

20

30

40

50

60

70

30

90

100
110
120
130
140
150
160
170
130
190
200
210
220
230
240
250
260
270
280
290
300

310
40:

320

REM * ANGEL GARCIA DELGADO
MODE O
INK 0.0riNK 1.26:INK 2.7:INK 3.18
PAPER OIBORDER O
ORIGIN 313.210
FOR a=0 TO 2*Pl STEP PI/70
PLOT 0.0.2
DRAW 300*CO0S (@) .150*SIN (@)
DRAWR 0.30*SIN(a).3
NEXT a
PRINT CHR$(22)+CHRI(D);
A$="POLICE”:A=11-(0.5* (LEN(A3) ))
LOCATE A.12:PRINT a$;
PRINT CHRT(22)+CHRT (0)!
INK 2.7.0:INK 3.0.13

FOR a=1 TO 300:SOUND 1.a.1, 15:NEXT a

INK 2.18.7:INK 3.7.13

E53 ES23E M ESS3 EE2 E223 ESES EZE3 E2E3 ES53
SE&8& &H#E&J E#HE Efg#d E il VIAVA VIAAA Viy-PA VIS4 E 2

E%33 £353 E%%3 E?33 E%?3 E%£3 E%%3 E%%3 E%?3

FOR a=300 TO 1 STEP -2:SOUND 1,a,1:SOUND 2. a*2,1:NEXT a

INK 2_7:INK 3.13
FOR a=1 TO 500:NEXT a

FOR a=0 TO 50:PRINT CHRSI7) :FOR b=1 TO 50: NEXT b :NEXT a

MODE 1
GOTO 280

PRINT TAB(20-LEN(@$)/2):FOR: a=1 TO LEN(@*)

b$=MID*(a*, a. 1) :PRINT b$;:1F b$<>"

NEXT a

" THEN PRINT CHR$<7);

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

REM *** [INICIO DEL PROGRAMA ***

a$=""<< POLICIA >>":GOSUB 240:PRINT

A$="EL POLICIA DEBE CAPTURAR AL LADRON":GOSUB 240:A*="ANTES DE AGOTARSE EL T
I1EMPO™:GOSUB 240
PRINT: A$=""CONTROLES: GOSUB 240:A$="JUG. IZQUIERDO JUG. DERECHO”:GOSUB 2
A$=""LADRON POLICI A":GOSUB 240:A%$="Q .A .X.C.

CURSORES™:GOSUB 240

PRINT:a*="PULSA -S- PARA EMPEZAR":GOSUB 240
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—fr

"30
340
350
360
390
3S0
i390
400
i410
#A20
430
440
450

530
(590

730
740
1750
i760
770

16 -

i INKEY(60)< >0 THEN 330
G UB 900 i t
PAPER 0: INK 0,22 BOF DER 22:MODE 1 .
WINDOW P1,2439,2 INDOW 2,39,5,24 | L T
INK 1,0:INK 2,6:INK
PEN 2:GOSUB 690
T=250:GOSUB 670 j
XP=4:ypP=2:X0U=19:YL=19
PX=XF:PY=YP:LY=YL:LX=XL -h
IF NOT INKEY(0) THEN XP=XP-1 H
IF NOT INKEY (2) THEM XP=XP+1
IF NOT INKEY<1) THEN YP=YP+1
IF NOT INKEY(8) THEN YP=YP-1
LOCATE YP,vp;CALL 3Q000:C=PEEK (29999)
IF C=97 THEN XP=PX:YP=PY
IF C=99 THEN GOTO 020
PEN 1: LOCATE PY ,PX :PRINT" -jl:LOCATE YP PRINT"Db" :
px=4p PY=YP
IF NOT INKEY(67) THEN XL=XL-1 47 .
IF NOT INKEY(69) THEN XL=XL+1 . ]
IF NOT INKEY(62) THEN YL=YL+1 .
IF NOT INKEY(63) THEN YL=YL-1
YL. XL :CALI. 30000 :C=PEEK (29999 >
THEN XL=LX:YL=LY
IF c=93 THEN GOTO 620

PEN 3:LOCATE LY,LX:PRINT"™ ";iLOCATE VYL .XL: ;
Ix=x1:1ly=yl

T=t-1:G0SUB 670

GOTO 420

FC'R A=100 TO 200:SOUND 1,A.2: NEXT )
MODE 1 -- 1 | 1 f
AM>="EL POLICIA HA CAPTURADOGOSUB 240:A%$="AL LADRON :GOSUB
PRINT:A*="GANA EL POLICIA"™:GOSUB 240:GOTO 1010

GOTO: 660

LOCATE fd 14,1: PRINTMI "TIEMPO: ng 'Rp.R":t:IF T<l THEN 990
RETURN
PRINT"aaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaa
PRINT"a ai L

PRINT"a aaaaaaaaaaaaaaaaaaaaaaa aaa

PRINT"a a a a

PRINT"a )-a

PRINT"a

PRINT" a

PRINT "a aaaaaaaa

PRINT"a

PRINT"a aaaaaaaaaa aaaaaa aaa
PRINT"a a a

PRINT"a a aaaaaaaa aaaaa

PRINT"a o o

PRINT" - .te aa

laaaaa aaaaaa

I
aaaaaaaaaaaa.aaaayg,

AMIGOS DEL AMSTRAD - 1986 I-



880 PRINT"aa.aaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaa'!

oo ...RETURN I T R A B PR L

900 DATA 205.96.187.50.47.117.201

910 RESTORE 900

920 FOR a=30000 TO 30006:READ b:POKE a.b:NEXT a

930 SYMBOL AFTER 9?

940 SYMBOL 97.0.12?.127.127.0.247.247.247

950 SYMBOL 98.156.190.157.73.62.23.20.54

960 SYMBOL 99.28.28.3.62.93.221.212.54

970 SYMBOL 100.74.0.34.136.33.136.1.36

930 RETURN

990 MODE 1:LOCATE 1.5:A$="EL LADRON HA LOGRADO ESCAPARSE"™ GOSUB 240:A*="DEL POLI
CIA™:GOSUB 240:PRINT:A$="GANA EL LADRON'\GOSUB 240

1000 GOTO 1010

10t0 REM *** GAME OVER ***

1020 FOR A=1 TO 20:FOR B=100 TO 200 STEP A:SOUND 1.B.1.15.0.0.31:NEXT b inext A
il030 INK 0.0: INK 1.26: INK 2.15.0: PAPER O :BORDER O:PEN 1:MODE O
1040 PEN 2:LOCATE 6.7:PRINT"GAME OVER"

1050 PEN 1:LOCATE 4.12:PRINT"TIEMPO:" WSING "PPPERP"IT

1060 PEN 3:INK 3.15:LOCATE 5.17:PRINT "OTRA? (S/N)"

1070 FOR A=1 TO 50 :A*=INKEYSj:NEXT A

1080 PEN 1

1090 IF INKEY(60)=0 THEN RUN 220:

1100 IF INKEY(46)=0 THEN

1110 GOTO 1090



3ESE£3fM3

tu9

CANIBAL

10 REM *kkk Kk k% CANIBAL Rk S S T o
20 REM * ANGEL GARCIA DELGADO *

30 REM R T G.T.: *kkkkikkikk
40 REM
50 MODE O

D INK 0.0:INK 1.26:INK 2.7:INK 3.13

70 PAPER n:BORDER o

30 ORIGIN 318.210

90 FOR a=0 TO 2*Pl 3TEP P1/70

100 PLOT 0.0.2

110 DRAW 300*COl;(@) 150*? IN (a>

120 DRAWR 0.30*: 'IN (4.3

130 NEXT a

140 PRINT CHR$(22)+CHRS$(1) |-
150 A*=";CANIBAL ":A=11- (0. 5* (LEN <Ai)))

1G0 LOCATE A. 12: PRINT A3U

170 PRINT CHR$(22)+CHR5(®) ; H-

180 INK 2.7.0:INK 3.0,18

190 FOR a=1 TO 300:SOUND 1.a,j,15:NEXT a
200 INK 2.18.7: INK 3,7.18

M 1M i
E5%3 E&53 E 23

210 FOR a=300 TO 1 STEP -2 SOUND 1.a.l1:SOUND 2.a*2.1:NEXT a

220 INK 2,7:INK 3,13
230 FOR a=1 TO 500:NEXT a

240 FOR a=0 TO 50:PRINT CHR$(7) :FOR b=1 TO 50iNEXT b:NEXT a

250 MODE 1

260 goto 310

270 PRINT TAB<20-LEN(@$>/2>:FOR a=l TO LEN(a$%$)

280 b*=MID$<a$.a.1>:PRINT b$;:IF b$<>" ” THEN PRINT
290 NEXT a

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

310 REN *** INICIO DEL PROGRAMA **=*

320 a$="'<< CANIBAL >>"jGOSUB 270:PRINT

330 A$="MATA CON TUS FLECHAS A":GOSUB 270

CHR$<7>;

E232E5311 3

340 A$="LOS CANIBALES QUE SE INTRODUZCAN"™jGOSUB 270:A*="EN TU CAMPAMENTO. GOSUB

270:PRINT:A$ ""CONTROLES:”:GOSUB 270:A$=""CURSOR ARRI
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BA"™ :GOSUB 270 :A$="CURSOR ABAJO":GOSUB 270:A$="SPACE. DISPARA FLECHA™:GOSUB 270

350
360
370
380
390
400
410
420
430
440
450
460
470
480
490
500
510
520
530
540
550
560
crrrv
580
590
600
610
620
630
640
650
655
660
670
630
690
700
710
720
730
740
750
760
770
730
790
300
310
320

PRINT:a<$="PULSA -S- PARA EMPEZAR™ jGOSUB 270

IF INKEY(®O0)00 THEN 360

GOSUB 650

BORDER 26 :INK 0,26:INK 1,0:INK 2,9

papcd n*Mnnc neppm P

FOR A=1 TO 25:PRINT STRING5(20,"e™); :NEXT
WINDOW P.1.2.19.2, 4:wiNnow 2,19,6, 24:CLS R1:CLS
d=1:x=10: Y=1:p=0: FA=0

GOSUB 620
xc=1:YC=5+INT (RDK-13)

PEN 1

ON D GOSLIB 500,550

LOCATE YC ,XC:PRINT” ":XC=XC+1:IF XC>17 THEN GOSUB 610
LOCATE YC ,XC:PRINT"a":LOCATE YC,XC+1:PRINT"b"

GOTO 460 .

IF NOT INKEY() THEN X=X-i:if X<2 THEN X=2

IF NOT INKEY(2) THEN X=X+I1:1F X>13 THEN X=18

LOCATE Y. X-1:PRINT"™ ":LOCATE Y,X+1:PRINT" ":LOCATE Y,x:PRINT"c"

IF NOT INKEY(47) THEN D=2 :SOUND 1,100,10, 15,0,0,31

RETURN

LOCATE Y. x:PRINT"™ ":Y=Y+1:IF Y>17 THEN D=1:FA=FA+1:GOSUB 620:Y=1:RETURN
LOCATE Y. X:PRINT"c™:IF Y=YC THEN IF X=XC OR X=XC+1 THEN GOSUB 580

RbTURN
SOUND 2.600.20.15 .o.0,10: LOCATE YC ,XC:PRINT "d":LOCATE YC,XC+1:PRINT"d"
P=P+5:G0SUB 620

D=1:Y=1
LOCATE YC ,XC:PRINT™ "jLOCATE YC,XC+1:PRINT™ ":xc=01:YC=5+1NT(RND*13) :RETURN
LOCATE M ,2,2:PRI NTPtl ,"PTOS: p: LOCATE Pd ,13,2 :priNTPtl,"FA: " :fa

IF FA>7 THEN 720

RETURN

REM SYMBOL AFTER 97

SYHEbE AFTER 32

SYMBOL 97 .99.62.107.156.170,190,1 62,156

SYMBOL 93 .190,221 ,149,157 ,148,143 ,54,119

symBoL 99,0,0.0.193,127,193,0,0

syMBOL 100.137.32 ,10,123, 17,68,0, 146

SYmMBOL 101.111,247,232,27 ,189,219 ,196,30

RETURN

REM *** GAME OVER *=**

FOR A=1 TO 20:FOR B=100 TO 200 STEP A:SOUND 1,6,1,15,0,0, 31:NEXT b :inext a
INK 0.0. INK 1.20. 1!Nn ID.U.rAartK u; tiUKUbK U.rtIN 1.MUJJt u
PEN 2jLOCATE 6.7: PRINT"GAME OVER"™

PEN 1:LOCATE 4.12 :PRINT"PUNTOS:";WSING "PiRRPiRR" ;P
PEN 3:INK 3,15:LOCATE 5,17:PRINT ™"OTRA? (S/N) ™
FOR A=1 TO 50:A*=inkeys:inext a

PEN 1

IF INKEY(60)=0 THEN RUN 250

IF INKEY(46)=0 THEN CALL o

GOTO 800
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ES513 ESSS

EXPULSOR

10 REM * ANGEL GARCIA DELGADO *
20 MODE O

30 INK 0.0: INK 1.26 INK 2,7:INK 3,13

40 PAPER O:BORDER O

50 ©RIGIN-L 313,210-1—- .4 } 44~

60 FOR a=0 TO 2*Pl1 STEP PI1/70

70 PLOT 0.0,2 i

30 DRAW 300-K-COS (@) ,150-X-SIN ()

90 DRAWR 0O,30*SIN(a) .3

nrhoiTip:t"*~

TIO PRINT CHR$(22)+CHR5j(1);

120 A*="EXPULSOR”:A=11-( .5*(LEN(A*)))

130 LOCATE A.12:PRINT A$;

140 PRINT iICHR$ (22 »+CHRS (O FT

150 INK 2J7,0:INK 3.0.18

160 FOR a=1 TO 300:SOUND 1,a.1.15:NEXT

170 INK 2.18,7:1NK 3,7.18

130 FOR a=300 TO 1 STEPm-2:SOUND J,¢,j :SOUND 2,a*2 1:-NEXT a
190 INK 2,7:INK 3378

200 FOR a-1 TO 500:NEXT a

210 FOR =0 TO 50TPRINT CHR*(7):FOR b=l TO 50:NEXT p-NEXT
220 MODE

230 GOTO 280

240 PRINT jTAB (20-11EN (a*)/2) :FOR a=1 TO LEN(a$)

250 b$=MID$(a$,a,1):PRINT b$;:IF b*<>" " THEN PRINT CHR$<7
260 NEXT a

270 PRINT:PRINT:FOR a=I TO 200:NEXT a:RETURN

230 REM *** [INICIO DEL PROGRAMA **=*

290 ai=T<< EXPULSOR >>":GOSUB 240:PRINT

300 a$="RECOGE LAS BOLAS QUE. SON" :GOSUB 240:A*="EXPULSADAS POR AMBOS LADOS":GOSU
B 240:A*=)CON LAS PALETAS DE QUE DISPONES 'J:GOSUB 240

3lo print:a$="controles:"=gosup 240 :ASj=“Q 1-ARRIBA PALA 1ZQUIERDA ”:GOSUB 24p:A$="]
A. ABAJO PALA 1ZQ. ":GOSUB 240:A$="P. ARRIBA PALA DER
ECHA™:GOSUB 240:A35="L. ABAJO PALA DER.”:GOSUB 240

320 PRINT:a$="PULSA -S- PARA EMPEZAR":GOSUB 240
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330 IF INKEY (60)00 THEN 330 1_1
340 GQ3UB 690

350 INK O .26:BORDER 26:PAPER O0:INK 1,0:PEN 1

360 MODE O :
370 INK 2_.8:INK 3.13:INK 4.6 Pt
330 PEN 2:FOR A=1 TO 25:PRINT STRINGI (20. "-F) IINEXT

390 WINDOW P.1,2, 19,2,4: WINDOW 2.19,6,24 T \

400 CLS M :CLS: LOCATE 9,1:PRINT ”F":LOCATE 9,19 :PRINT "FF1

410 PEN 3:FOR A=2 TO 13:LOCATE 9,A:PRINT"be":NEXT

420 p=0:FA=0:GOSUB 660

430 Xi-160:X2.10 i—rf f t .

440 XB=2+INT(RND*17>:YB=INt(RND*2)

450 IF YB=0 THEN YB=11:D=I

460 IF YB=1 THEN %B=8:D=-1I

470 PEN 1:LOCATE 1,XI:PRINT™ " L

430 IF NOT [INKEY (67) THEN X1=X1-1: IF X1<2 THEN XI=2

490 IF NOT INKEY(69) THEN X1=X1+1:IF X1>13 THEN X1=13

500 LOCATE 1.XI:PRINT"d" j

510 LOCATE 13,X2:PRINT"™ 'T

520 IF NOT INKEY(R27) "THEN X2=X2-1:1F X2<2 THEN X2=2

530 IF NOT [INKEY (36) THEN X2=X2+I]: IF X2>13 THEN X2=13

540 LOCATE 13,X2:PRINT"e“

550 LOCATE YB.XB:PRINT"

560 YB=YB+ (D/2) j.-i j_ i

570 IF YB<2 THEN IF XB=Xlj THEN GOTO 610 ELSE GOTCI 630

530 IF YB>17 THEN IF XR=X2 THEN GOTO 610 ELSE GOTO 630

590 PEN 4:LOCATE YB,XB:PRINT"a"

600 GOTO 470

610 FOR A-100 TO 200 STEP 4: SOUND 1,A, Ilyl15: NEXT :P=P +5: GOSUB

620 GOTO 440 lo)-

630 SOUND 2,600,15.15,0,0.31

640 FA=FA+1:GOSUB 660:GOTO 440

650 GOTO 650j ..i i M ..Il __ L.i..i

660 LOCATE fd ,2,2: PRINTP.1, "PTOS ;P;:LOCATE M ,13,2:PRINTFtI a:"; FA;

670 IF FA>4 THEN 730

630 RETURN

690 SYMBOL AFTER 97

700 SYMBOL p97T"50j102.223. 191 191.255.126.60
710 SYMBOL 93,7,63,241,14,14.241,63,7 j | t
720 SYMBOL 99,224,252,143,112,112,143,252,224
730 SYMBOL 100,124,224,192,192,192,192,224,124
740 SymBoL 101.62,7,3,3,3,3,7,62

750 SymBoL 102,0,126,126,126,126,126,126,

760 SYMBOL 103.16.69.0.146.0,164,1,72

770 RETURN

730 REM *** GAME OVER ***

“*700 FOR A=1 TO 20:FOR B=100 TO 200 STEP A:SOUND 1,B.1,15,0,( I :NEXT B:NEXT A

300 INK O0,0:INK 4,26:INK 2,15,0:PAPER O:BORDER O:PEN 1:MODE
810 PEN 2:LOCATE 06,7:PRINT"GAME OVER"
820 PEN 1:LOCATE 4.12:PRINT"PUNTOS:" jUSING 1fiPefeeft ;P

330 PEN 3:1NK3.15:LOCATE 5,17:PRINT "OTRA? (s/N)*. ..l
<: 340 FOR A=1 TO 50:A$=INKEY*:NEXT jA
350 PEN |

360 IF INKEY(60)=0 THEN RUN 220
370 1F INKEY(46)=0 THEN CALL O
330 GOTO 360..

nnnnr
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10
20
30
40
50
60
70
80
90
100
110
120
130
140
150
160
170
180
190
200
210
220
230
240
250
260
270
280
290
300
uB
310

REM * ANGEL GARCIA DELGADO *
MODE 0O
INK 0.0:INK 1.26:INK 2.7:INK 3.18
PAPER 0:BORDER 0O
ORIGIN 318. 210
FOR a=0 TO 2*PI STEP PI1/70
PLOT 0.0.2
DRAW 300*COS(a) .150*SIN<a)
DRAWR 0.30*SIN<a) .3
NEXT a
PRINT CHRS (22) +CHR3j< 1) i
AS=“FRONTERA":A=11-(0.5*(LEN(A*)))
LOCATE A.12:PRINT as:
PRINT CHR$ (22)+CHR$<0);
INK 2.7.0:INK 3.0.18
FOR a=1 TO 300:SOUND 1.a.1.15:NEXT a
INK 2.18.7:INK 3.7.13
FOR a=300 TO 1 STEP -2:SOUND 1.a.1:SOUND 2.a*2.1:NEXT a

INK 2_7:INK 3.18

FOR a=1 TO1500:NEXT a

FOR a=0 TO 50:PRINT CHRS(7):FOR b=l TO 50:NEXT b :NEXT a
MODE 1

GOTO 230

PRINT TAB(20-LEN(@$)/2):FOR a=l TO LEN@$)
bS=MIDS(@S.a.1):PRINT bS::IF bS<>" * THEN PRINT CHRS(7);
NEXT a

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

REM *** [INICIO DEL PROGRAMA ***

aS=""<< FRONTERA >>":GOSUB 240:PRINT

AS=" IMPIDE QUE LOS FANTASMAS LLEGEN":GOSUB 240: AS=1TA LA FRONTERA QUE TU":GOS
240:AS="ESTAS DEFENDIENDOGOSUB 240

PRINT:AS="CONTROLES:":GOSUB 240:AS="CURSOR ARRIBA":GOSUB 240:AS="CURSOR ABAJ

0" :GOSUB 240:AS="SPACE. DISPARA"™:GOSUB 240

320
330

340
350
360
370
380
390
400
410
420
430
440
450
460
470
480
490
500
510
520
530

PRINT:aS="PULSA -S- PARA EMPEZAR":GOSUB 240
IF INKEY(60)< >0 THEN 330

GOSUB 590

PAPER 0:BORDER 3:INK O.3:MODE 1

INK 1.26:INK 2.20:INK 3.15

PEN 3:FOR A=l TO 25:PRI,NT STRINGS (40."9")::NEXT

WINDOW PH .2.39.2,4: WINDOW 2.39.6,24:CLS M :CLS

DIM M(19):FOR A=1 TO 19

N=INT(RND*2):IF N=0 THEN M (A)=1+INT@®ND*4) ELSE M (A)=40-INTRND*4)
NEXT

X=9:XB=X:P=0:GOSUB 580

IF NOT INKEY(0) THEN X=X-1:1F X<1 THEN X=1

IF NOT INKEY() THEN X=X+I1:1F X>19"THEN X=19

PEN 2:LOCATE 19.XB:PRINT" LOCATE 19.X:PRINT"ab"j
XB=X

IF NOT INKEY(47) THEN GOSUB 530

N=1 + IMT (RND-X-18)

LOCATE M (N) -N:PRINT" ";:IF M(N)>19 THEN M (N)=M(N)-1:1F M (N1=20 THEN 680
IF MINX20 THEN M(N)=M (N)+1:1F M(N)=19 THEN 680

PEN |:LOCATE M(N) .N:PRINT"d"!

GOTO 430

PEN 1:LOCATE 1.X:PRINT"ccccccccccccccccccLOCATE 21.X:PRINT"cccccccecceccceccccce
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cccc"iZent i,ioo.io,izent 2,1,0,2,i06,10,i:sound 129
.50.40,15,0,1:SOUND 130,50,40,15,0,2

540 IF MiX)>19 THEN M(X)=40 ELSE M(X)=1

550 P=P+5:GOSUB 530

560 LOCATE 1,X:PRINT" ";:LOCATE 21 ,X:PRINT"
570 RETURN
530 LOCATE M _11.2:PRINTM,"PUNTOS...... ":P:RETURN

590 SYMBOL AFTER 97

600 SymBOL 97,15,255,255,31,31,255,255,15

610 SYMBOL 98,240,255,255,243,243,255,255,240

620 SYMBOL 99,0.126,126.0,0,126,126,0

630 SymBOL 100,62,73,109,127,65,99,127,85

640 SywmBOL 101,5,6,5,6,5,6,5,6

650 SymBOL 102,32,32,32,32,32,32,32,32

660 SyYmMBOL 103,255,161,193,161,193,169,213,255

670 RETURN

630 REM *** GAME OVER ***

690 FOR A=1 TO 20:FOR B=100 TO 200 STEP AiSOUND 1,B,1,15,0,0,31:NEXT B:NEXT A
700 INK O,0:INK 1,26:XNK 2,15,0:PAPER O :BORDER O:PEN 1:MODE O
710 PEN 2:LOCATE 6,7:PRINT"GAME OVER"™

720 PEN 1: LOCATE 4,12 :PR INT "PUNTOS :";US ING "RRffckP," jP

730 PEN 3:INK 3,15:LQCATE 5.17:PRINT "OTRA? (S/N)"

740 FOR A=1 TO 50:A$=INKEY$:NEXT A

750 PEN 1

760 IF INKEY(60)=0 THEN RUN 220

770 1IF INKEY(46)=0 THEN CALL O

730 GOTO 760
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LABER-BALL

10 REM * ANGEL GARCIA"DELGADO *

20 MODE O

30 INKTO.0: INK1.26:INK 2.7: INK 13

40 PAPER 0:BORDER O

50 ORIGIN 313.210

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

PO PLOT 0.0.2-4— i—-U

30 DRAW 300*CO0S() .150*31IN(a)

90 DRAWR 0.30*SIN(a).3

100 NEXT a

110 PRINT CHR$(22)+CHR*(1):

120 A$="LABER-BALL":A=11-(0 .5*(LEN(AS)))

130 LOCATE A .12:PRINT AS$!

140 PRINT CHR$(22)+CHR$(0)5 ,

150 INK 2.7.0 INK 3.0.13

160FOR a=1TO 300: SOUND ia.l.15:NEXT a

170 INK 2.13.7 :INK 3.7.13i

130 FOR a=300 TO 1 STEP -2:SOUND 1.a.1:SOUND 2.a*2.1:NEXT a
190 INK 2.7:INK 3.18 j

200 FOR a=1 TO 500:NEXT a

210 FOR a=0 TO 50:PRINT CHR$(7):FOR b=l T 0 50:NEXT b :NEXT a
220 MODE 1

230 GOTO 230

240 PRINT TAB(20-LEN(a$)/2> :FOR a=1 TO LEN(@$>

250 b*=MID$(a$.a. 1) :PRINT b$! :IR b$< >"" TFIEN PRINT CHRI(7)!
260 NEXT a . - - | 3.1-j-.. . L .

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

230 REM *** INICIO PBHj PROGRAMA **=*

290 a*="<< LABER-BALL >>":GOSUB 240:PRINT

300 A*="RECOGE LAS BOLAS DISPERSAS":GOSUB 240:A~="POR EL LABERINTO. ANTES DE QUE
“-GOSUB 240:A”~="EL TIEMPO SE AGOTE.":GOSUB 240

310 print:af="=CONTROLES: ":GOSUB 240: A*j="Q. ARRIBA  A.FABAJO":GOSUB 240:A*="0. I
ZQUIERDA P  DERECHA":: GOSUB 240

320 PRINT:a$="PULSA -S- PARA EMPEZAR":GOSUB 240

330 IF INKEY(60)00 THEN 330

24 « AMIGOS DEL AMSTRAD - 1986

=0 <

N N\

- O

' | S

O/ O NO O ~.0

AN

~~ 0O O N\NO



U

340
350
360
370
330
390
400
410
420
430
440
450
460
470
480
490
500
510
520
530

GOSUB 330

INK 0.0:BORDER O:PAPER 0: PEN 1:MODE O
INK 1.26:INK 2.15

INK 4.24

WINDOW M .1,20.1.3:WINDOW 1.20.4.25
PEN 2:GOSUB 620

P=0:T=250:GOSUB 590

PEN 3:INK 3.10.20:FOR A=1 TO 10
X=1+INT(RND*20) :Y=1+INT(RND*20)

NEXT
X=2:Y=2:XB=X:YB=Y

IF NOT INKEY <07> THEN
IF NOT INKEY(69) THEN
IF NOT INKEY(34) THEN
IF NOT INKEY(27) THEN
LOCATE Y.X:CALL 30000
C=PEEK (29999)

IF C=97 THEN SOUND 1.300.2:X=XB:Y=YB

IF C=98 THEN BO=BO+1iFOR A=100 TO 200 STEP 5 SOUND 2_.A.1:NEXT:P=P+T:GOSUB 59

O:1F BO>9 THEN 920

540
550
560
570
530
590
600
610

620
630
640
650
660
670
630
690
700
710
720
730
740
750
760
770
730
790
300
810
820
830
840
850
360
370

PEN 4:LOCATE YB,XB:PRINT”
xb=x Iyb=y

T=T-1:GOSUB 600

GOTO 460

GOTO 580

LOCATE Pd .2.2: PRINTM _"PT: ”:P: LOCATE M.11.2J
LOCATE M _.17_.2 :PRINTFtl _USING "PPP.";T;:IF T<1
RETURN

PRINT"™

PRINT"a .1 .. . a

PRINT"aa aaaa

PRINT"a

PRINT"a

PRINT”

PRINT"

PRINT”

PRINT"™

PRINT™

PRINT”

PRINT"

PRINT"a

PRINT"a

PRINT"

PRINT"

PRINT"a

PRINT"a

PRINT"a

PRINT”

RETURN

DATA 205.96.137.50.47.117.201
rr1 v g vr 1 g 1 fF o1 i
RESTORE 830

FOR a=30000 TO 30006:READ b:POKE a.b:NEXT
SYMBOL AFTER 97

SYMBOL 97.255.129.139.189.189.139.129.255

LOCATE Y_X:PRINT

Fom

4

t Li4

IFF1

LOCATE Y.X:CALL 30000:IF PEEK(29999)=32 THEN LOCATE Y _X:PRINT*“b*“1 ELSE 420

i

i4

I~



880 SYMBOL 98.0.60.102.94.94.126.60.0
890 SYMBOL 99.0.60.90.126.66.36.90.0

900 SYMBOL 100.0.72.18.0.84.0.18.0
910 RETURN

920 ENT 1.5.-1.1.5.0.1:FOR A=300 TO 1 STEP -5:SOUND 1.A.10.15.0.1:NEKT
930 P=P+500:GOTO 940

940 REM *** GAME OVER ***

950 FOR A=1 TO 20:FOR B=100 TO 200 STEP AISOUND 1.B.1.15.0.0.31:NEXT B :NEXT A
960 INK O.0:1INK 1.26:INK 2,15.0:PAPER O :BORDER O :PEN 1:MODE O

970 PEN 2:LOCATE 6 .7:PRINT"GAME OVER™

980 PEN [I1: LOCATE 4.12 PR INT "PUNTOS " :US ING "P.PPPPPiP

990 PEN 3:INK 3.15:LOCATE 5.17:PRINT ™"OTRA? (S/N)"

1000 FOR A=1 TO 50:A*=INKEY$:NEXT A

1010 PEN 1

1020 IF INKEY(60)=0 THEN RUN 220

1030 IF INKEY(46)=0 THEN CALL O

1040 GOTO 1020
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ESPACIO

10 SYMBOL AFTER 239
20 INK O.0:INK 1.206:INK 3,24,8:PAPER O
30 MODE O :BORDER 0:GOSUB 380

40 LOCATE 1,13:PEN 3:PRINT™ ESPACIO ":FOR t=10 TO 500 STEP [TOJSOUND 5.t.I
0:NEXT

50 MODE 1: PEN 1:PRINT:PRINT:PRINT" Al regresar de tu Daseo esoacial
60 PRINT " encuentras que tu nave ha sido des-"

70 PRINT "montada oOr unos diminutos seres "

80 PRINT " galacticos. ”~

90 print:print Debes recontruirla antes de oue se-

100 PRINT agote tu reserva de oxigeno, para

110 PRINT ello tienes que colocar sus piezas"

120 PRINT sobre la plata-forma de despegue *

130 PRINT empezando por la base y terminando

140 PRINT do por el FUEL...Pero...... "

150 PRINT: PRINT "IITEN CUIDADO CON LOS EXTRATERRESTRES!II™

160 PRINT:PRINT:PRINT" (UTILIZA JOYSTICK O CURSOR)™

170 LOCATE 1.22:PRINT"PARA COMENZAR EL JUEGO PULSA UNA TECLA"

-180 IF INKEY*="" THEN 130 ELSE CLS

190 SYMBOL 250, 24.60.90.126.60.24.231.153

200 SYMBOL 251 .1.3.6.4.131.65.39.31

210 SYMBOL 252, 2.1.1.2.2.2.2.6

220 SYMBOL 253, 123.192 96,32,192,,123,224,112
230 SYMBOL 254, 200, 135, 123,64,64,,64.64.96

240 SsymBOL 240, 1,3,3,5,4,5,5,9

250 symBOL 241 ,10,10,11,10,11,10,11,10

260 SYMBOL 242 .123,192,192,160,32,160,160,144
270 symBoL 243 30,208,30,203,30,203,30,203
280 SYMBOL 244,27,21,21,22,20,25,27,29

290 SYMBOL 245,216,163,168,104,40,152,216,184
300 SymBOL 246,50,116,99.116,104,112,96,64
310 SYMBOL 247, 76.46,193,46,22,14,6,2

320 SymBOL 248, 0,0,0,63,127,149,181,149

330 SYMBOL 249, 0,0,0,240,248,44,108,44

340 SYMBOL 255. 131.177.127.63.0.0.0.0
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350
360
370
380
390
400
410
420
430
440
450
460
470
480
490
500
510
520
530
540
550
560
570
580
590
600
610
620
630
640
650
660
670
630
690
700
710
720

730

740

750
760
770
780
790
800
810
820
830
840
850
860

SYMBOL 239.108.36.248.240.0.0.0.0
MODE 1:INK O.OIINK 1.26 :BORDER O

PR=1

FOR i=1 TO 640 STEP 4
PLOT #.RND*400.1

NEXT

DEG

MOVE 20.350

FOR =1 TO 360 STEP 3

DRAW 25+40*SIN(i).350+40*C0S<i)
NEXT

MOVE 12.355:FILL 1

IF PR=0 THEN RETURN
Xx=340:y=340:+x=270:+y=360
NnIx=600:nly=265:n2x=150:n2y=350

Mix=-10:m2x=650:m3x=-10:m4x=650

LOCATE 1.24:PRINT "OXIGENO™"!

MOVE 1.15_.3:DRAW 250.15:DRAW 250.0:DRAW 1_.0:DRAW

MOVE 3.12:FILL 3
TAG

GOSUB 990

z= INT(TIME/300)

NOVE x.y.1.0:PRINT CHR$(251)i:PRINT CHR$(253)!
MOVE x.y-16:PRINT CHR$(252)!:PRINT CHR3j(254);

IF a>640 THEN a=0
a=a+7

mix=(@)*2)MOD 640:m1y=(00*SIN(a))+240+RND*16
m3x=((a)*2)MOD 640:m3y=(40*SIN<a))+125+RND*16
m2x= ((632-a) *2) MOD 640: m2y= (60*SIN (a))+200+RND*15

MOVE mix.mly.3:PRINT CHR*(250)i
MOVE m3x.m3y.3:PRINT CHR3j(250>!
MOVE m2x.m2y:PRINT CHR$(250)i
t=(INT(TIME/300)-2)*2

MOVE 400.10:DRAW 460.10:DRAW 460.0:DRAW 400.0:DRAW

MOVE 430.2:FILL 1
MOVE 250-t.15:PRINT CHR$<32>;
IF T>250 THEN 1300

IF M1X+16>X AND MIX<X+32 AND M1Y-161Y AND MIY>Y-32
1:TAG:Z=2-5

IF M2X+16>X AND M2X<X+32 AND M2Y-16<Y AND M2Y>Y-32
:TAG:Iz=1z-5

IF M3X+16>X AND M3X<X+32 AND M3Y-16<Y AND M3Y>Y-32
i:TAG:Z=Z-5

IF INKEY (0)<>-1 OR INKEY (72) 0-1
IF INKEY (2) 0-1 OR INKEY (73) <>-1
IF INKEY (8) 0-1 OR INKEY (74)<>-1
IF INKEY (1X >-1 OR INKEY (75) <>-1
IF c1=0 GOTO 820

THEN CI=1:cy=I1
THEN CI=1:cv=-1
THEN cl=1:cx=-I
THEN cl=1:cx=1

MOVE X .y.0.2:PRINT CHR~(251);:PRINT CHR$<253);
MOVE X .y-16.0.2:PRINT CHR*(252)!:PRINT CHR*(254)!:c1=0

IF cy=1 THEN y=y+8:cv=0

IF cy=-1 THEN y=yT8:cy=0
IF cx=1 THEN x=x+8:cx=0

IF cx=-1 THEN Xx=x-8:cx=0
IF x>640 THEN x=0
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THEN TAGOFF:PRINT CHR*(7)
THEN TAGOFF:PRINT CHR*(7)

THEN TAGOFF:PRINT CHRI(7)



870
330
390
900

T CHR95<244) 5iPRINT CHR*(245);: MOVE nlx .nly-16; PRINT

IF nlx>640 THEN nlIx=x+30
IF n2x >640 THEN r.2x=x+30

IF 1x>640 THEN fx=x+31

IF x+32>nIx AND x<nlIx+32 AND v>nlv -32 AND y-32<nly THEN MOVE nix .fily..2;PRIN

CHR*(246)! jPRINT CHR$(247)i:cn=1:G0TO 970
IF x+32>n2x AND Xx<n2x+32 AND y>n2y _32 AND y-32<r.2y THEN MOVE n2x .n2y ..2;PRIN

910
T CH

R*(240) ;: PRINT CHR$ (242);:

MOVE r.2x _n2y-16jPRINT

CHR$(241)i iPRINT CHR$(243); icn=1iG0OTO 1020
IF x+32>Ffx AND x<+Xx+32 AND y>-fy-32 AND v-~7<r

920

)+ 1P
930
940
950
960
970
980
990

1010
1020
1030
1040
1050
1060
1070

1030

1090
1100
1110
1120
1130
1140
1150
1160
1170
1130
1190
1200
1210
1220
1230
1240
1250
1260
1270
1280
1290
1300
1310
1320
1330
1340
1350

RINT CHR$(239); icn=1;G0TO 1070
MOVE miIx.mly, .2jPRINT CHR3X32);
MOVE m3x.m3yiPRINT CHR*(32);
MOVE m2x,m2yiPRINT ¢HR$(32)ij

GOTO 570

IF cn=1 AND h=0 THEN nlx=x+30;nly=y
IF n1x+24>400 AND nlIx<460 AND nly<75 THEN n1X=410:nly=42:h=I
MOVE nIx.nly.1.0:PRINT CHR*(244>;:PRINT CHR$<245>;
1000 MOVE nliIx.nly-16:PRINT CHR*(246); iPRINT CHRSi247);

THEN MDUP +v _+v,. _2 1PP TKIT rucc«
(248); iPRINT CHR* (249) ; iMOVE fx.-fv-16: PRINT CHR$(255

IF n2x +24>400 AND n2x<460 AND n2y <90 AND n2y >32 THEN n2X=210jn2y=74jh=2

IF -fx+20>400 AND fx<450 AND +y<100 THEN +X=410:fv=-20:y=-20:GOTO 1130

LOCATE 1.10 :PRINT ™"*** 1I ENHORABUENA LO COSEGUISTES

LOCATE 5.10 :PRINT "*** | O SIENTO TE HAS QUEDADO #**"

Fppkrr

SIN OXIGENO

SINK 1.0

CINK 1.0

INTENTAS DE NUEVO

1S/N¢

IF cn=1 THEN 930

IF cn=1 AND h=1 THEN n2X=x+26 jn2y=y

MOVE n2x.n2y.1.0:PRINT CHRI(240); iPRINT CHR*(242>5
MOVE n2x.n2y-16jPRINT CHR$(241);:1=RINT CHR$(243);
IF cn=1 THEN 930

IF cn=1 AND h=2 THEN fx=x+31j+y=y

MOVE Ffx.fy.1_.3:PRINT CHRS(248);iPRINT CHR*(249);
MOVE +x.Fy-16:PRINT CHR$(255>; jPRINT CHRT(239);

IF cn=1 THEN 930

RETURN

n2y=n2v+7inly=nly+7

nIx=nlx-2:n2x=n2x-2

MOVE n2x,n2y,1,0iPRINT CHR$(240);iPRINT CHRS1242);
MOVE n2x,n2y-16jPRINT CHR*(241);:PRINT CHRi1(243);
MOVE nlIx ,nlyijPRINT CHR*(244);:PRINT CHR3;j(245);
MOVE nlIx.nly-16:PRINT CHR$(246) ; :PRI NT CHRSK247);
frameIframe:frameIframe frame

IF nly>430 THEN 1270

MOVE r.2x.n2y .0. 2: PRINT CHR*(240); iPRINT CHR$(242);
MOVE n2x.n2y-16ijPRINT CHRS$j (241 );: PRINT CHR*(243);
MOVE nl1x.nly:PRINT CHR$(244);:PRINT CHR*(245)i
MOVE nlIx .nly-16: PRINT CHR* (246 ) j:PRINT CHRSj<247);
MOVE niIx.nly-23:PRINT CHR$(143);iPRINT CHR$(143);
GOTO 1130

MODE [I: BORDER 17 :INK 0.26

GOTO 1340

MODE [I: BORDER 17 :INK 0.26

PRINT: PRINT" FAx

GOTO 1340

LOCATE 1.19:PRINT ™ *** L0

A*=INKEV*

T2

E ko
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1360 IF A$="S" OR A*=n5" THEN CLEAR:GOTO 190
1370 IF A$=,N' OR A$="n" THEN CLS:END
1380 GOTO 1350

FANTASMA

10 CLEAR h

20 REM LSiSHEERikei PRESENTACION &BRKIRIBIE

30 MODE O:INK 0,0:BORDER O

40 INK 1.3

50 CLS

60 LOCATE 3.6:PRINT"F AN T A 3 M A"

70 SOUND 1,568,20,7:SOUND 1,638,20,7:SOUND 1,568,150,7:SOUND 1,758,40,7:SOUND 1
716,40,7:SOUND 1,758,40,7-SOUND 1,851,40,7:SOUND 1,9

56,40,7:SOUND 1,902,170,7:SOUND 1,351,170,7

80 FOR X=1 TO 700:NEXT

90 FOR SA1=1 TO 13

100 LOCATE 4,SAI:PRINT CHR*<149):FOR RET=1 TO 200:NEXT RET:NEXT SAl
110 FOR SA2=1 TO 24

120 LOCATE 16,SA2:PRINT CHR$(133):FOR RET=1 TO 200:NEXT RET:NEXT SA2
130 FOR SA3=1 TO 13

140 LOCATE 12,SA3:PRINT CHR$(133):FOR RET=1 TO 200:NEXT RET:NEXT SA3
150 FOR SA4=1 TO 7

160 LOCATE 19,SA4:PRINT CHR$(149):FOR RET=1 TO 200:NEXT RET:NEXT SA4
170 FOR SA5=1 TO 20

130 LOCATE 8,SA5:PRINT CHR$(133):FOR RET=1 TO 200:NEXT RET:NEXT SA5
190 FOR SA6=1 TO 15

200 LOCATE 14,SA6:PRINT CHR$<149):FOR RET=1 TO 200:NEXT RET:NEXT SA6
210 CO0=0

220 X=INT <RND(1)*20)

230 Y=INT(RND(1)*24)

240 IF (Y>24 OR Y<1) OR (X>20 OR X<1) THEN 220

250 LOCATE X,Y:PRINT CHR$(143)

260 GPIVIND ke 1 i hi 00Ny i iviva 1

270 CO=CO+I

230 IF CO>200 THEN 300

290 GOTO 220

300 MODE 1
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310 INK 0.1:INK 1.16:CLS
320 REM 8<8i8<gigi&c INSTRUCCIONES Rigigigigi
330 LOCATE 12.3:PRINT"F A NT A S M A"
340 LOCATE 12,4:PRINT" ===============
350 LOCATE 1,6:PRINT"Te encuentras en un oscuro bosqu<? de las tierras del mas a1l
la. y delante de ti se planta una casa olapada de ta
ntasmas horribles que quieren volverte loco. "
Lun id ayuaa ae Tu urachinas debes intentar acabar con ellos en un ti
erodo liroite. d de lo contrario te veras Derdido. 1

370 PRINT:PRINT" 4 5 6

380 PRINT™ ", CHR$(241);" " CHR$(241);" “ICHR T (241)

390 PRINT * VENTANA  VENTANA  VENTANA"

400 PRINT * IZQUIERDA CENTRAL  DERECHA™

410 PRINT: PRINT* 1 2 31

420 PRINT" "i CHR$ (241) " “;CHR$ (241) ; " " CHR*(1241)
1-KJ. IMI rutK 1A PUERTA PUERTA"

440 PRINT * IZQUIERDA  CENTRAL  DERECHA™

450 PEN 3:LOCATE 13,24:PRINT"PULSA UNA TECLA™
460 F$=INKEY$

470 IF F¥="* THEN 460 ELSE 480

480 MODE O

490 PAPER 5:BORDER 1:INK 1.26 :CLS

500 TIEMPO=0

510 RE M woeeemes FANTASMAS ======
520 REM ===MARCEL RISQUES 85===

540 REM giBigigigigcSigc ESTRELLAS SigiBikfi8iex

550 A=0

oou thIKEtx-INI (KND<1)*640) : ESTREY=INT(RND(1)*400)

570 PLOT ESTREX,ESTREY:A=A+1

580 IF A=100 THEN 600

590 GOTO 560

600 REM gicftdgzidami CASA  figiglegiefotSiEs

610 FOR XCASA=4 TO 17

620 FOR YCASA=7 TO 17

630 PEN 3:LOCATE XCASA,YCASA:PRINT CHR$(143): NEXT:NEXT

onu Ktn (RISAEEERG SUELO SBSUBIGIYBIIN
650 FOR SUEX=1 TO 20:FOR SUEY=18 TO 25

660 PEN 9 :LOCATE SUEX, SUEY:PRINT CHR$(127):NEXT:NEXT

670 REM gieariigigui€igi VENTANAS &8iE8&<8*QR&&E<
630 SOUND 1.18 10.5:SOUND 1, 1000,4:SOUND 1,200,12,7:SOUND 1,100,18,4

690 x=o:pen s ILOCATE 5,9:PRINT CHR«(131> LOCATE 6,9:PRINT CHR$j(131):LOCATE 5.1Cj:
PRINT CHRSM140 ):LOCATE 6 ,10:PRINT CHR*<140)

700 LOCATE 10.5%:pRINT CHR$(131):LOCATE 11,9:PRINT CHR5j(131): LOCATE 10,10:PRINT ¢
nr*viwi :LULFt It 11, 1U:PRINT CHR$(140>

710 LOCATE 15.9:PRINT CHR$(131):LOCATE 16,9:PRINT CHR*1131):LOCATE 15,J10:PRINT ¢
HR$(140): LOCATE 16.10:PRINT CHR*<140)

720 REM elgrfifSoiiedBigE PUERTAS S RADi% &ER8&8&:&

730 FOR YPUERTAS=14 TO 16

740 LOCATE 6.YPUERTAS:PRINT CHR*(206):LOCATE 7. ypPUERTAS:PRINT C:HR*<200)

750 LOCATE 10, YPUERTAS:PRINT CHR$(206):LOCATE 11 YPUERTAS:PRINI® CHR$(206)

760 LOCATE 14,YPUERTAS:PRINT CHR*(206):LOCATE 15 yPUERTAS:PRINI‘ CHR*(206): NEXT
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760 LOCATE 14_YPUERTAS:PRINT CHR$(206):LOCATE 15.YPUERTAS:PRINT CHRS(206):NEXT

770 REM LUNA SSBBRSB3a8

780 PEN 2:LOCATE 2.2:PRINT CHR$(214):LOCATE 2.3:PRINT CHRS(143):LOCATE 2.41PRINT
CHRS(213) jLOCATE 3.2IPRINT CHR*(212):LOCATE 3.4:PRI

NT CHR$(215)

790 REM &ieSaRteRSSBIB<T IFANTASMASE S GiciBiiGISIRE

800 PEN 4

810 FAN=INT(RND(1)*6+1>

820 IF FAN<1 OR FAN>6 THEN 810

830 IF FAN=1 THEN LOCATE 5.101PRINT CHR$(224):FOR TI=1 TO 320:X=1:NEXT:GOTO 890

340 IF FAN=2 THEN LOCATE 11.10:PRINT CHR$j<24):FOR TI=1 TO 320:X=2:NEXT:GOTO 890

350 IF FAN=3 THEN LOCATE 15.10:PRINT CHR$(224>:FOR TI=1 TO 320:X=3:NEXT:GOTO 890

860 IF FAN=4 THEN LOCATE 7. 151PRINT CHRB(224): LOCATE 7.161PRINT C+RTCZED-:FOR Tl

=1 TO 320:X=4:NEXT:GOTO 890

870 IF FAN=5 THEN LOCATE 10.15:PRINT CHRSj (224):LOCATE 10.16:PRINT CHR35 (253) :FOR

TI=1 TO 320:X=5:NEXT:X=1:GOTO 890

880 IF FAN-6 THEN LOCATE 15.15:PRINT CHR3j (224 ):LOCATE 15.16:PRINT CHR$<253):FOR

TI=1 TO 320:x=6:NEXT:GOTO 390

890 REM Tidcteitiiieaisi D1SPAROS TeasaiBitasicBtas

900 AS$=INKEY*:I1F Af="4" AND X=1 THEN LOCATE 5.10:PRINT CHR* (225) :FOR TI=1 TO 300
:NEXT:LOCATE 5.10:PRINT CHR$(238):SOUND 1.50.20:PUNT

0S=PUNTO0S+1:GOTO 670

910 AS$=INKEY*:IF A*="5" AND X=2 THEN LOCATE 11.10:PRINT CHR$(225):FOR TI=1 TO 30

O:NEXT:LOCATE 11.10:PRINT CHR*<233>:SOUND 1.50.20:PU

NTOS=PUNTOS+1{GOTO 670

920 A$=INKEYT:IF A$="6" AND X=3 THEN LOCATE 15.10:PRINT CHR$(225):FOR TI=1 TO 30

0: NEXT :LOCATE 15. 10: PRINT C"HROM233): SOUND 1.50.20:PU

NTOS=PUNTOS+1:GOTO 670

930 A$=INKEY$:IF A$="1" AND X=4 THEN LOCATE 7.15:PRINT CHR$(225>:FOR TI=1 TO 300
*NEXT:LOCATE 7.15:PRINT CHRS(238):SOUND 1.50.20:PUNT

0S=PUNT0S+1:GOTO 670

940 A$=INKEY3j:IF A$j="2" AND X=5 THEN LOCATE 10.15:PRINT CHR*(225):FOR TI=1 TO 30

0: NEXT jLOCATE 10. 15: PRINT CHRS (238 )SOU.ND 1.50.201PUN

TOS=PUNTGS+1:GOTO 670

950 A*=INKEY*:IF A$=73" AND X=6 THEN LOCATE 15715: PRINT CHR*<225>:FOR TI=1 TO_30

0:NEXT:LOCATE 15.15:PRINT CHRS(233):SOUND 1.50.20:PU

NTOS=PUNTO0S+1:GOTO 670

960 REM S8GGGESE MARCADOR S&B8RA8<

970 PEN 3
980 PEN 6:LOCATE 8.24:PRINT "PUNTOS: “:PUNTOS
990 REM TIEMPO

1000 TIEMPO=TIEMPO+1

1010 IF TIEMPO=40 THEN 1030

1020 GOTO 670

1030 REM &&&838a& OTRA PARTIDA S88BB8Ba<

1040 CLS:PEN 12

1050 LOCATE 4.13:PRINT"PUNTUACION: PUNTOS
1060 LOCATE 3.8:PRINT"GRACIAS CAMPEON"
1070 LOCATE 2.25:PRINT"OTRA PARTIDA (S/N)"
1080 L*=INKEY™*

1090 IF L*="S"™ OR L$="s"™ THEN 10

1100 IF L$="N" OR L$="n" THEN MODE 1:PAPER O:PEN 3

1110 IF NOT <L$="S" OR L$="s") AND NOT <L$j="N" OR L$="n"> THEN j17080
1120 IF L*="" THEN 1030
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EL DOMINIO DEL AMSTRAD
PCW 8256/8512

“H dominio del Amstrad PCW 8256/8512"
le sitlia 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 esta 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
méas avanzados. Una seccion aparte cubre
el uso de NewWord, la potente alternativa
de NewStarSoftware.

DOMINE EL CODIGO MAQUI-
NA EN SU AMSTRAD

Ahora tiene la oportunidad de aprender a pro-
gramar en c6digo maquina 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 maéa-
quina del Amstrad.

Debe ir trabajando en cédigo méaquina 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
dej6 sin completar la primera vez que pasé6 por

ellas.
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CURSO DE

BASIC+

MICROORDENADORES

Microordenador
ZX SPECTRUM

BAIC+Maroorderadores,

le va a introducir peso

a paso, con un aicdo

método, en uno e lcs ternes més
apesionantes de nuestros dias.

la programacion de ordenadores.

A aprender PRACTICANDO deste un prindipio
a programer BASG lengugje disefiado
especialimente para dar los primercs pascs
en prograecion, estara sentando les besss
pera d estudio de cuelquier atro

lenguaje de alto nivel.

Curso CEAC

de BASIC + Microordenadores:

un dialogo permanente

con el ordenador.

CEAC

CENTRO DE ENSENANZA A DISTANCIA

AUTORIZADO POR EL MINISTERIO DE

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

Aragén, 472 (Dpto.REF. T-XZ08013 Barcelona.
T e 1(93: 243 33 06

Microordenadores
AMSTRAD, MSX, PC

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 informacién

s Sobre el Curso de:

Norbre y apellidos.
Domicilio.
C Postal. . Poblacion.
. Provincia.
Profesion.

CEAC. Aragon, 472
[Dpto. rer.ex- | 08013 Barcelona

Microordenador
COMMODORE

Qros Qs
- Introduccién a
la Informéatica
- EleCtrénica Ic6n experimentos!
- Contabilidad
- Fotografia
- Curso de Video
- Decoracion

GRATUITAMENTE

.Edad.
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