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NOTICE 

The program material contained herein is supplied without 
representation or warranty of any kind. Hewlett-Packard 
Company therefore assumes no responsibility and shall 
have no liability, consequential or otherwise, of any kind 
arising from the use of this program material or any part 
thereof. 
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FOOTBALL 

This is pro-style football. The player assumes the role of quarterback and 
defensive signal-caller for the team. The opponent is the HP-75. There are 
14 available offensive plays (8 runs, 6 passes) and 4 defensive alignments, 
along with field goal, punt, and quick kick capabilities. 

There is a two-minute warning before the end of each half. Five to seven 
plays are left in the half at that point. At halftime, the player may view 
cumulative statistics for their team and the opponent. 

Call all pl ays by their corresponding number: 

OFFENSE Runs: 1 = Dive 2 = Off Tackl e 
3 = Scissors 4 = Trap 
5 = Sweep 6 Option 
7 = Reverse 8 = Draw 

Passes: 9 = Sideline 10 = Look-in 
11 = Roll out 12 = Screen 

13 'Fly' 14 'Post' 

Kicks: 15 = Field Goal 16 = Punt 
17 = Quick Kick 

DEFENSE 1 = 'Pass Rush' (4-3) 2 ' Ok ie' (5- 2) 

3 = 'Short-Ydg' 4 = 'Prevent' 
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IUSER INSTRUCTIONS I 

STEP INSTRUCTIONS DISPLAY INPUT 

FOOTBALL 

1 Option to view play codes Do you need a list of plays?N 
[RTN] or 
Y [RTN] 

If I y I then display codes 

2 Enter team name «=10 chars.) Name of your team? aaaa [RTN] 

3 Opponent Your opponent is the HP-75 

4 Coin toss. If HP-75 wins: I won the toss and will receive 

If player wins toss: aaaa won the toss 

Option to kick or receive ball : Kick of Receive? K or R [RTN] 

5 Ki ckoff Get ready for the kickoff! 

5a nn yard k i c koff! 

nn yard runback 

6 Ball is on HP-75 or aaaa yard 

1 i ne lHP-7TI Ba 11 on aaaa nn ~ard line 

7 If player is offense: X down aaaa X to qo 

Enter offensive play code: You r play (1-17) 1-17 [RTN] 

Goto step 8 

7a If HP-75 is offense: X down HP-75 X to-.9.o 

Enter defensive play code: Enter defense (1-4): 1-4 [RTN] 

8 Display plays chosen: aaaa = Play 

HP-75 = Play 

9 Display play results: play re s u It s 

Display current yard line, lHP-75J Ball on aaaa nn ~ard line 

possession, down: 1 st down nn to--.9.0 

Goto step 7 

10 Touchdowns. Add 6 points to Touchdown lHP- 751 ~aaa ! 
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STEP INSTRUCTIONS DISPLAY INPUT 

appropriate socre, attemQt Kickin~ extra Roint 

extra point (if qood. add to 

score) and qoto step S. 

11 Safety. Add 2 points to 

appropriate score. 

Kickoff from 20 yard line and 

goto step Sa. Ki ckoff jHP- 7S1 from aaaa 20Xd line 

12 Penalties. If holding: HOLDING 

If offside: OFFSIDE 

• ~HP-7SJ Penalty on aaaa 

12a If penalty on aaaa: Penalty accepted: nn ~ards 

If penalty on HP-75: Accept the pena 1 ty 1 V IN) V or N [RTN] 

If IV I then step 12a 

13 At halftime and end of game, 
f *** HALFTIME *** J 
*** END OF GAME *** 

qive option to view statistics: View s ta tis tic s ? V or N rRTN~ 

If IV I then: Statistics for aaaa 

. 
Statistics for HP-75 

. 

14 After end-of-qame statistics 

qive option to play another 

qame: Another lLame?Y 
[RTN] JJr 
N IRTN 

• If IV I then step 4 else sto2 
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VARIABLE NAMES 

NAME DESCRIPTION NAME DESCRIPTION 

B ( ) Statistics L( ) , G ( ) Storage for L, G 

S8 Indicates safety U Constant for Y 

R2 Indicates extra point M Fudge factor for Y 

P8 Penalty yards 09 Defensive play 

Z9 Flaq to show game over I Index and loopinq 

0 Counts downs W Same as 0 
Indicates team 

T Timer 0 in possession 

S1 Player's score X Yard line 

S2 HP-75's score Y Yards gained, lost 

PI Previous play R Yards runback 

P Offens i ve ~ 1 ay pg Extra points 
Yards gained before Indicates possession 

S 1st down T5 in 2nd half 
Indicates = 10 yards 

Gl to qoal E$ Offensive plays 

Tl ,Z Indicates second half 0$ Downs 

H9,E9 Time constants F$ Statistics 

Fl. F2 Fiqure distance to qoal R$ Players team name 
Help determine yards L ___ G qained or lost for a play 0$ User Interaction 

E2$ Defensive olavs 
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NOTES AND REFERENCES 

Notes: 1. There is a slight pause for initialization before the 
program begins. 

2. To omit play list from program: Omit step 1 from User 
Instructions. Delete lines 140-280. Delete lines 
5020-5190. 

Reference: "FOOTBALL", HP-85 Basic, Hewlett-Packard. 
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IPROGRAM LISTINGI 

20 
30 Revision 11/01/82 
40 
50 DELAY 3 
60 RANDOMIZE 
70 IN1~GER B(1S),S8,R2,P8,Z9,D,T,S1,S2 

,P1,P ,S,Gj., Ti,Z 
80 INTEGER H9,E9,R,Fi,L,G,D9,I,W 
90 INT~G~R L(1S),G(1S) 

100 DIM E$[187J)D$[12J,F'[SSl,R$[101,Q$ 
[4] ,E;:~~HS2] 

110 DEF FNF(X) == SIN(PI*RND) 

120 DISP TAB(12)~'FOOTBALL' 
130 S8,R2,P8,Z9,D,T,S1,S2,P1,P,S,G1,T1, 

Z=O 
150 ~OR 1=1 TO 15 
160 B(I)=O 
170 NEXT I 
180 RESTOI~E 
j.90 FOR I==j. TO 5 
200 READ F$[11*I-10,11*Il 
210 NEXT 1 
220 DATA POIN1S,FIRST DOWNS,YDS-RUSH,YD 

S-PASS,YDS-PENALTY 
240 ON ~RROR GOTO 2S0 
250 INPUT 'Do you need a list of plays? 

, , I N I .i Q$ 

260 Q$=UPRC'(Q$[1,1J) @ IF OII/Y' AND 0 
$:1: I N I THEN ;~SO 

;~7 0 OFF ERROR 
280 IF Q$=/Y' lHEN GOSUB 5020 
290 ON ERROR GOTO 300 
300 INPUT 'NaMe of your teaM?/,CHRI(9S) 

.;f~1 
310 IF R$=CHRI(9S) THEN 300 
320 IF LEN(R$»10 THEN RI=UPRCI(RI[1,10 

]) ELSE RI=UPRC$(R$) 
330 OFF ERROR 
340 DISP I Your opponent is the HP-7S 

350 DISP 
360 FOR 1=1 TO 17 
370 READ E$[11*I-10,11*I) 
:580 NEXT 1 
390 DA1A DIVl,OFF TACKL~,SCISSORS,TRAP 
400 DA1A SWEEP,OP1ION,REVERSE,DRAW,SlDE 

LINE 
410 DATA LOOK-IN,ROLLOU1,SCREEN,FLY,POS 

T 
420 DATA FIELD GOAL,PUNT,QUICK KICK 
430 FOR 1==1. TO 4 
440 READ E2$[1*13-12,1*13] 

-Function for generating randoM 
n llf'~b er 

, 

, 
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IPROGRAM LISTINGI 

450 
460 
470 
480 
490 
SOO 
SU) 
S;~O 

S30 
':>40 

S~~O 

S60 
570 
seo 
5<7'0 
600 

61.0 
620 
630 
640 
650 
660 
670 
680 
690 
'700 
71.0 
~:I~~ 0 
'7~~0 

740 
7S0 
'/60 
'770 
7[:0 
790 
BOO 
010 
H2O 

NEXT 1 
DATA PR,OKIE,SHORT YARDAGE,PREVENT 
FOR 1=1 TO 4 
READ D$[1*3-2,1*3] 
N£XT I 
DATA'1st','2nd','3rd','4Hl' 
FOR 1=1 TO 14 
READ L(U,G(!) 
NEXT 1 
DAlA 2,7,3,10,5,15,5,20,3,10,7,15,9 
, ::~5 
DATA 5,15,5,10,5,10,7,15,10,20,10,S 
0,10,40 
H9::::25 
[9=50 
T5,Q=1-2*IP(RND*2) 
IF Q)O THEN 620 
DISP 'I won the toss and will recei 
V~? . ' 

GOTO 690 
DISP R$i' won the toss.' 
ON ERROR GOTO 640 
DISP CHR$(203), lick or ',CHR$(2j.0), 
INPUT 'eceive?',CHR$(95)iQ$ 
Q$=UPRC$(Q$[1,1]) 
OFF ERr<OI~ 

ON POS('KR',Q$)+1 GOTO 630,710,690 
Q::::-Q 

IF Z9)O THEN 4920 
X=50-1 O*f~ 
DISP 'Get ready for the kickoff!!' 
FOI~ N=l. TO ~~o 
Y::::30+IP(40*FNF(1» 
BE~P @ BEEP @ BEEP 
DISP Yi'yar·d l<ickoff!' 
X=X+(~*Y 
IF (~==j. THEN 810 
IF X)O THEN 900 
GOTO 820 
IF X(100 THEN 900 
DISP TAB(6)i'* * * TOUCHBACK * * *' 

EUO D=O 
840 IF PI15 THEN 870 
8~; 0 X=X-·(~*Y 

860 IF ABS(50-X)(30 THEN 880 
D70 X==50+30*() 
880 (~=-Q 

BttO GOTO 9'::;0 
900 IF P)t4 THEN 920 
91.0 R=IP(40*FNF(1» 
t?20 Q=_ .. Q 
t?30 DISP Ri'yard runback.' 

-Yardage loss/gain data for 
offf-:HH>i V (.~ P la y.::; 

-Touchback- ball will be 
br'ought out to tl"l~~ 20 yar'd 
:I. :i. ne 

7 
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IPROGRAM LISTINGI I ~~~~~~~~~~~~~~~ 

940 X=:X+(~*R 
()lSO R ,P1~::0 
960 COSUB 900 
970 COTD U)~30 
980 IF X)SO THEN 1010 
9(jlO DISP 'Ball on 'iR<~iXi 'yd line' 

1000 COTO 1020 
1010 DISP 'Ball on HP-7S'jABS(X-l00)j'yd 

line' 
1020 RETURN 
1030 D=-"DH. 
1040 COrD ior;o 
1050 Fi=ABS(X-(Q+1)/2*100) 

1060 RETURN 
1070 F2=ABS(X-(Q-1)/2*100) 
1080 RETURN 
1090 IF D*1 THEN 1200 
1100 IF P810 THEN 1120 
1.110 t)=O 
1. j.20 COSUB 1050 
1130 IF ~i<=10 THEN 1190 
1140 IF Q=-1 THEN 1170 
1:\.50 DISF' ':\.st down 'jra,;' 'iABS(10--S)i' 

to go' 
U.60 COT a 12:30 
1170 DISP '1st down HP-7S 'iABS(10-S)i't 

o go' 
U.80 GO"lO i;:2~~O 

1:t 90 G1=1 
1200 DISP D~t>[D*3"";:2>D*3) j' down' j . 
1210 IF Q=-1 lHEN VISP 'HP-75 'jELSE VIS 

P R~;i' '; 
1220 IF G1(=0 lHEN DISP ABS(10-S)i'to go 

, ELSE DISP , goal to go' 
12~50 F'f:l=O 
1.240 Pj.=P @. P::::O 
1250 GOSUB 4440 
1260 IF Z)O THEN 4340 
1280 IF Q)O THEN 1640 
:\.290 GOTD ?;:.~60 

1300 IF V)1 THEN 1330 

1310 P=1+IP(3.S*RND)*4 
1.:320 GOTO 17i?0 
1330 IF 0)2 THEN 1420 
1340 IF ABS(10-S»3 THEN 1370 
1350 IF Pl)12 THEN 1310 
1355 P=1+IP(S*RND) 
1~560 GOTe) 1n?0 
1370 IF P)12 THEN 1310 
1380 IF Pl)8 THEN 1410 
1390 P=P+:\. 
1400 COn) l'7?0 

-Aid in deterMining distances 
to qoals 

-Begin analyzing defense 
(player) to choose offense 



~ IPROGRAM LISTINGI 

1410 ON IP(2*RND)+1 GOTO 1310,1390 
1420 IF D)3 THEN 1540 
1430 IF ABS(:l.0-S»3 THEN 1460 
1440 P=1+4*IP(2*RND)+IP(2*RND) 
1450 GOlD 1720 
1460 IF ABS(:l.O-S»6 THEN :1.480 
1470 GOTO 13<"lO 
1480 IF ABS(10-S»11 THEN 1510 
:1.490 P::::P+1 
:l.SOO GmO 13<1'0 
1S10 IF ABS(10-S)(25 THEN 1350 
1520 P=17 . 
1'::.30 cmo :I.'7Z~O 
1 '::>40 GOSUl< 1 0~50 
1550 IF ~i)40 THEN 1620 
lS60 IF ABS(:l.0-S»3 THEN 1580 
1'::.70 GOlD 1440 
lSBO GOSUl< 1050 
1590 IF ~1)2S THEN 1620 
1600 P:::1S 
1610 GOTO j.7~~0 

16;.~O P=16 
itJ30 GOTO :1.720 

_ 1640 ON J:.I~ROI~ GOTO 16'30 
-~ 1650 INPUT 'Your play (1-17): ',CHR$(95» 

P 
1660 IF P)17 lHEN 1700 
1670 If P<i rHEN i'/OO 
1680 OFF ERROR 
1690 GOTO 1 '720 
1700 DISP 'Try aqain.' 
17:1.0 GOTO :1.640 
1720 IF Q::1 THEN DIBP I~~~) I: I ;ELSE DISP 

'HP-7S: ') 
1730 DISP E$[P*11-:l.O,P*i:l.l 
1740 IF P(15 THEN 1760 
1750 
1760 
1770 
1780 
:1.7<7'0 
1800 
U.:l0 
1820 
H.;30 
Hl40 

ON P-14 COTO 1800,2040,2100 
l..::-~L(P) 

G::::G(P) 
IF Q(O THEN 2325 
GOlD ~~160 
! FIELD GOAL ROUTINE. 
Y=:::[P (FNF (:I.) *':;0) 
GOStm tOSO 
IF Y).6*F:I. THEN 1860 
BEf:.P (!;, 1) I f.;P , Fi0:I(j qoal 
f:')c\ !!! I 

18'30 GOTO :I. (;.'30 
1860 X=X+(~*Y 

a J. ~:: 7 0 I F Y < F j. + :I. 0 THE N :I. 9 ;:~ 0 
-~1b80 IF .OS+10/Fl(RND THEN 1920 

is block 

1890 BEf:.P @ DISP lAB(6)j'Field goal is 9 
ood !!!' 

1900 f'9=3 

-Player is offense - Must enter 
pli:)y nUMbE!7' 

9 
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i9iO GOTO 4200 
i920 BE~P @ DISP lAB(7)j'Field goal fail 

(,.) cI . I 

i930 D,!3"-"0 
1940 GOSLJB j.050 
1950 IF Y)F1 THEN 820 
i960 R=IPCFNF(1)*Y) 
1<]'70 GOTD ;'~j.SO 

1980 IF RND).2 THEN 2020 
1. (i90 
2000 
201.0 
2020 

2030 
2040 

DHW 
P9::::0 
GOTO 
DISP 
! ' 
GOTO 

Tt-IBC'/') j 'E.xtra 

4340 
T ('~B C 6) j , ~ x t r iii 

4190 

20S0 Y=20+IPC30*FNF(1» 
2060 DISP Yj'yard punt.' 
2070 X=X+Q*Y 
2080 R=IPC3S*FNFCi» 
~?,O{iO GOTD ;?1. SO 
2100 
211.0 Y=30+IP(20*FNFC1» 
2120 DISP Yj'yard kick.' 
2j.30 X::::X+Q*Y 
2140 R=IP(10*FNF(1» 
2150 GOlD :5040 
2i60 IF Q<O THEN 2260 
2170 GOSUB 10';0 
2180 IF ~i)20 THEN 2210 
2j.90 D{j:::3 

~~200 GOTD 2:~OO 

point failE?(j. ' 

po:i.nt i c· -") good ! ! 

2210 IF (D=2 DR D=3) AND 10-S)S lHEN V9= 
4 ELSE D9=1+IP(2*RND) 

22:50 GOlD 2::~OO 

2260 ON ERROR GOTO 2270 
2270 INPUT 'Enter defense (1-4):' ,CHR$(9 

S) j D9 
2280 IF D9)4 OR D9<1 THEN 2270 
22<1'0 OFF ERI~or~ 
2300 IF r..1::~-1 -IHEN VISP f.:!t>j': ',EL.SE DISP 

'HP-7~~: " 
2320 DISP [2$[D9*13-12,D9*13] 
2325 IF PIO THEN 2340 
2330 IF Q=-i THEN 1300 
2340 IF P)8 THEN 2470 
2350 IF P)4 THEN 2370 
2360 ON P GOlO 2470,2380,2400,2400 
2370 ON P-4 GDTO 2380,2420,2420,2440 
2380 IF Pili THEN 2470 
2390 GOTO ;?4S0 
2400 IF P112 THEN 2470 
:::~41.0 GOTO ;?4S0 
2420 IF P1tS lHEN 2470 

-Punts 

-I<:ic:koff!!; 

-Choose defense for 7S. If 2nd 
or 3d w/>S to go PREVENT 

-Player is defense 

, 

, 



PROGRAM LISTING 

2430 GOTO 24':)0 
2440 IF P1t9 THEN 2470 
2450 U=1 
2460 GOTO 24DO 
2470 U=i. 25 
2480 IF 1>911 THEN 2510 
2485 IF 1>9t1 THEN 2510 
2490 IF P)S THEN 2630 
2S00 ON P GOTO 2650,2630,2610,2630,2650 
2S10 IF 1>912 THEN 2540 
2S20 IF P)5 THEN 2630 
2S30 ON P GOlD 2b30,2630,2610,2630,2650 
2S40 IF D913 THEN 2580 
2SS0 IF P)5 THEN 2570 
2S60 ON P GOTO 2650,2650,2630,2630,2650 
2S70 IF PI9 THEN 2630 
2S80 IF P{13 THEN 2600 
~~~.90 GOTO 2650 
2600 IF Pt8 THEN 2630 
2610 
2(',20 
;:2630 
2640 

A;:~650 
""2660 

2670 
:':~6nO 

~?'690 
2'700 
~?7:\' 0 
:':~720 

2730 

M::::1.25 
GOTO 2660 
M=1 
GOTD 2660 
M::::.8 
Y=IP«G*RND-L*RND)*(U*M» 
IF R2tO THEN 4130 
IF RND{ .98 THEN 2720 
GOSUB :\.050 
Y=F1+1 
GOTO 3630 
IF F')8 THEN ;:~900 

IF RND{.93 THEN 3070 

2740 Y=IP( .5*FNF(:\.)*Y) 
2750 DISP 'FUMble after'j 
2760 IF Y(O THEN 2790 
2770 DISP Yj'yard gain.' 
2~:r8 0 GOTO ~~83 0 
2790 IF YtO THEN 2820 
2800 DISP' no gain.' 
2B10 GOTO 2830 
2820 DISP ABS(Y)j'yard loss.' 
2830 IF 1-IP(2*RND)::::0 THEN 2860 
2840 DISP , FUMble recovered !' 
2BSO GOra 3070 
2860 llH;P , FUf"lbl(':) lo~;t !' 
21370 X=X+Q*Y 
2880 Q::::·-r~ 

28<7'0 GOTO 4280 
-2900 IF f<ND( .07 THEN 3010 
-'~29iO IF Y)O THEN 2940 

2920 DISP 'OB tackled for'} 
27'30 GOTO 3630 
2940 IF ABS(RND-.5){ .23 THEN 3630 

-DeterMine yardage 

-DeterMine chances 
for running plays 

of fUI"lblf-:) 

-DeterMine outCOMe of fUMble 

11 
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IPROGRAM LISTINGI 

2950 IF IP(RND*2)=0 THEN 2980 
2960 DISP I Batt(?d down.' 
2970 GenO ;.? 990 
2980 DISP , 
2990 Y=O 
3000 GOTD 30'70 

InCOMplete. ' 

3010 DISP' * * * IN1ERCEPTION * * *' 
3020 X=X'H~*Y 

3030 R=IP(1S*FNF(1» 
3040 P=1.8 
3050 D, S , G1=0 
3060 GCHO 3630 
3070 IF ABS(RND-.S».04 THEN 3630 
30BO PB=1 
30?0 GOTD 3750 
3100 IF IP(2*RND)=0 THEN 3170 
3:1.10 IN:.-"--1 
3120 IF IP(2*RND)=O THEN 3150 
3130 PB::~1S 

3140 GOlD 3190 
3150 P8=5 
3160 GOlD 321.0 
3170 W=1 
3180 GOTO 3j.~~0 

3190 DISP , HOLDING' 
3200 GOlD 32;.:~0 

3210 DISP , OFFSIDE' 
:~2Z~0 DIBf' 'P~;)nalty on I 

3230 IF W=i THEN DISP R$j'.' ELSE DISP , 
Hf' -'75. ' 

3240 IF W(O THEN 3400 
3250 IF Q<O THEN 3350 
3260 IF P8=15 THEN 3280 
3270 IF Y(O THEN 33'70 
3280 GOSUB 34'70 
3290 Y:::P8*W 
3300 DISP 'Pf:!nalty acc:~:)ph,:,d: 'jPBj'ya~'ds , 
3310 D=D-i 
33;.~0 X=X+Q*Y 
3330 B(14-W)=B(14-W)+P8 
3:~40 GOTo 4240 
3350 IF S+Y)ABS(10-S) THEN 33'70 
:B60 GOTD :~;.?'80 

33'70 P8=O 
: .. : .. 80 GOlD :~630 

3390 IF W)O THEN 3260 
3400 ON ~RROR GOlD 3410 
3410 INPUT 'Accept the penalty (Y/N)',CH 

R~H 9S) j Q$ 
3420 Q$=UPRC$(Q$[1,l]) 
3430 IF Q$='N' THEN 3370 
3440 IF Q$t'Y' THEN 3410 
:~450 orr- ERROR 

_.p assinq f.':'7'7' ors 

-P (·)nal t :i. P!:; 

, 



I IPROGRAM LISTINGI ~~~~~~~~~~~~~~~ 

3460 GOTO 3280 
3470 IF Q}O lHEN 3570 
3480 IF W)O THEN 3530 
34S"0 COSUl< j070 
3S00 IF 2*P8(F2 THEN 3620 
3'::.1.0 P8=JP(F?/2) 
3':>?0 GOTO 36;?0 
3S30 GOSUB 1.050 
3S40 IF 2*P8<F1. THEN 36?0 
3':;)50 P8=IP(F1./?) 
3~)bO GOTO 36?0 
3570 IF W)O THEN 3600 
3':JBO ~J=1. 

3590 COTO 3530 
3600 W=-·1 
3[.1.0 COTO 3470 
3620 RETURN 
3630 IF P}i4 THEN 3720 

3bSO COSUB 46';0 
3660 IF Q>O THEN 3700 
3670 IF X(i THEN 3930 
3680 IF X)99 THEN 3850 

,..3b?O COTD 37;~)0 

~3~OO IF X}99 THEN 3930 
3~10 IF X(j THEN 3930 
3 ~ ;: () 1 F [I > 14 T HEN 43 i 0 
37JO IF R~() THEN 3750 
:)'/40 COlD '130 
3~SO IF Y(=O THEN 3790 
:.j'/70 Dl~W Y i I YClr'cI C)i:l:i.n. 
3~/H(I COlO 3U?0 
3790 IF YIO THEN 3820 
3U(iO DI~;P , No gd:i.n. I 

3::1 (I COlD :;;H30 
3 L ;~: 0 DIS PAn~; ( Y ) i / Y C1 r' d 1 0 ':; s; . / 
~s L: ~~, [I 1 F P 8n () l H [: N 3 tOO 
3f::40 COT U 4?40 
3 t:i ,:; 0 DIS fl / ~~ <:1 f Eq Y V <; / i 

3 ~) i) 0 1 F D ::: j 1 H [ N V I ~; P P :{; i / . / F L. ~; [ D I ~; P / 
H fi .... 'l S / 

":) '::' / U P (/ =:: 2 
,)f;UO U"-(~ 

~'., U ~' () S D ::: 1. 
~', 1)/ \I 0 CDS U 1< 4 C:) ') () 

?', 10 U= -[J 
?,()'; .. }li COTn 43AO 
3 (,.;!, U 
3(,4 U 

13,)c:,li 

Dl~;~' , Touchdown /) 
1: r U = i 1 ~: I:. N V 1 ~:; P P:I;) / I / [ L ~:; [ 
Hi> -7'::) I' 

J '1 b 0 c.. u ~; U 1-: 4 '::; '7' 0 
,~',~'U Ii Q;[J TH[N 4030 
.', '-, D U 1 r ~);: + i ,~:, 1 '1 Ii L N 1. ';i E; () 

DL ~:;F-' / 

13 
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IPROGRAM LISTINGI 

3990 IF 52+2=81 THEN 4010 
4000 GOTO 1980 
4010 P=4 
4020 GOTO 4100 
4030 DISP , Kicking extra point.' 
4040 GOTO 1elBO 
40S0 ON ERROR GOTO 4060 
4060 INPUT 'Enter pli~y (1·-14):' ,CHR$(9S) 

jP 
4070 IF P)14 OR P(1 THEN 4060 
4080 OFF ERROR 
4090 IF P)12 THEN 4220 
4100 R2=1 
4110 D9=2 
4120 GOTO 2340 
4130 R2=0 
4140 IF Y(4.1 THEN 4220 
4150 P9=2 
4160 DISP' ExtT'a point is good !!' 
4170 GOSUB 4S90 
4180 GOTO 4340 
4190 P9=1 
4200 GDSUB 4":>90 
4210 GOTO 4340 
4220 DI8P' Extra point atteMpt failed. 

42:50 GOTCJ 4340 
4240 S=S+Y 
4250 IF 5)9 THEN 4280 
4260 IF V(4 THEN 4310 
42'70 Q=-Q 
4280 D,S,G1::-"0 
4290 IF P)14 THEN 4310 
4300 B(S+Q)=B(S+Q)+1 
4310 IF P=18 THEN 780 
4320 GOSU£< 980 
43~~0 GOTO 1030 
4340 DISF' R$j':' jS1 j' HP-7S: J jS2 
4350 D,S,Z,P1,G1,P,P9=0 
4360 IF 5810 lHEN 4390 
4370 Q=-Q 
4380 GOTO 690 
4~~90 X=SO····30*Q 
4400 DISP 'I(:i.c:koff fr'OM' j 

4410 IF Q=1 lHEN DISP R$j' 20 yard' ELSE 
DISP 'HP-75 20 yard' 

4420 SB=O 
4430 GOTO "740 
4440 T=1+1 
4450 IF T=H9-5 THEN 4540 
4460 IF 1=E9-5 THEN 4540 
4470 IF 1)H9 THEN 4490 
4400 GOTO 4580 
4490 IF 11)0 THEN 4560 

-Se or'f.:'b o':H'cI 

, 

,. 

, 



I IPROGRAM LISTINGI ~~~~~~~~~~~~~~~ 

4500 IF RND< .35 THEN 4580 
4'::.10 GOSUB 4700 
45~~0 Q=T5 
4530 GOTD 4340 
4S40 BEEP @ DISP '> > > TWO-MINUTE WARNI 

45':;0 
4S60 
4~.)70 

4~;80 

4~:)90 

4600 
4610 
46:':~0 

46:50 
4640 
4650 
4660 
4670 
46BO 
4690 
4700 
4710 

A4"1::-?0 
.4730 

4'740 

NG ( ( (' 
GOTD 45BO 
IF 1(E9 THEN 4580 
IF RND>.S THEN 4720 
RETURN 
B(2+Q)=B(2+Q)+P9 
IF Q>O THEN'4630 
~)2::::~)2+P 9 
GOTD 4640 
Si::::Si+P9 
RETUr~N 

IF rJ >8 THEN 4680 
B(B+O)=B(8+(~)+Y 

GOTD 46<"10 
B(11+Q)=B(1i+Q)+Y 
RETURN 
DISP 1 * * * HALFTIME * * *' 
GOTD 4'740 
DISP' * * * END DF GAME * * *' 
Z<"1=1 
ON ERROR GOTO 4750 

4750 INPUT 'View statistics?' j QS @ OS=U 
p:~ C$ ( O~; I: 1. ) 1 ] ) 

4760 OF F ERrWR 
4770 IF Q$=/Y' THEN 4800 
4780 IF QSI'N' THEN 4750 
4'l90 GO TO 4890 
4800 DISP 'STATISTICS FOR 'iRS 
4810 IMAGE i1A,3X,4D 
4820 FOR 1=0 TO 4 
4830 DISP USING 4810 i F$[(I+1)*11-10,(I 

+1)*j.1] ,B(3+1*3) 
4840 NEXT I 
4850 DISP 'STATISTICS FOR HP-75' 
4860 FOR 1=0 TO 4 
4870 DISP USING 4810 i F$[(1+1)*11-10,(I 

+ 1) * U. ] ) B ( 1 + I *3) 
4880 NEXT I 
4(;)90 Z)Tj.=1. 
4?00 T=H9 
4?10 RETURN 
4920 ON LRROR GOTD 4930 
4930 
4<7'40 

&47'0;:;0 
".4'7'60 

4970 

INPUT 'Another gaMe?')'Y/iQS 
Q$=UPRC$(QI[1,i]) 
OFF ERROR 
IF Q$='N' THEN 50iO 
IF QII'Y' THEN 4920 

4980 Z9,D,T,Si,S2,Pi,P,S,G1,T1,Z=0 
4995 FOR 1=1 lD is ~ B(1)=0 @ NEXT I 

-Statistics review for halftiMe 
and €·)ncl of giH,\€') 

15 
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IPROGRAM LISTINGI I ~~~~~~~~~~~~~~r 

~j 0 0 0 Gena S60 
SOiO STOP 
SO;~O 

5030 DISP 'Call plays a c: -, follows 
S040 DISP , 

* * * RUNf.; * * *' 5050 DISf' , t -. DIVE.' 1':;' DISP J 'j 
L_ .. - OFF TAC 

I<LE' 
50(;0 DISP '3 .- SCISSORS' @ DI ~3P '4 == TRA 

P' 
~;;O70 DIm' '5 == ~)WEE:.P , (f! DIS? '6 .. - OP1ION 

5080 DH;P '7 == REVERf.5E' (f! DI:3P 'f.) == DRAW 

5090 DISP , * * * PASSES * * *' 
stOo DISP '9 - SIDELINE' @ DISP '10 - LO 

OK·-IN' 
5tl0 DISP 'tl - ROLLOUT' @ DISP 't2 - SC 

I~EEN ' 
5j.20 DH;P "13·- 'FL.Y'II @ DIBP "t4::: 'POS 

r' II 

5i30 DIS? ' * * * KICKS * * *' 
5140 DIS? 'is == FIE:.L.D GOAL' @ DISP '16 -

PUNT' 
5150 DIS? '17 - QUICK KICK' 
5160 DISP 'Call defenses as follows 
5170 DISP "1:::: 'PR' (4<~)" (~ DIBP ";:~ :::: ' 

Ol( I E: I ( S-<'?') II 

5180 DISP "3 :::: 'SHORT YARDAGE'" @ DISP II 
4 ::: 'pr<EVENT'" 

Si?O RETURN 

-·I<ey to plays 

, 

, 
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GOLF 

This game is a simulation of an 18-hole golf course. The player is supplied 
with 12 clubs (a driver, 2 woods, 8 irons, and putter) to tackle the course. 
In addition, he may choose to use a partial swing (i.e. a percent of his full 
swing) on any of the irons (see club list below). 

Distances for each hole range from 180 yards to 560 yards, with pars of 
3, 4 or 5 strokes. Par for the course is 72. Hazards include trees, sand­
traps and water. 

To begin the game the player must enter his handicap (0-30) and indicate 
his worst difficulty at golf: hook, slice, poor distance, trapshot, or putt. 
Then the distance to the hole, the par for that hole, and the conditions of 
the right and left sides of the fairway are displayed. The player then 
proceeds as on a golf course, selecting appropriate clubs for particular 
shots. If he hits a ball into the water or out of bounds he must hit again 
from the previous location and a penalty stroke is assessed. If the player 
selects a partial swing club, he must enter the percent of a full swing 
that he desires (1-99%). 

When the player reaches the green, he must enter a putt potency number (>0). 
For example, a distance of 3 feet to the pin (hole) suggests a putt potency 
number of around 1. 

CLUBS: WOODS IRONS (FULL) IRONS (PARTIAL) 

1 ) Driver 12) 2 Iron 16) 6 Iron 22) 2 I ron 26) 6 Iron 

2) 2 Wood 13) 3 Iron 17) 7 Iron 23) 3 Iron 27) 7 Iron 

3) 3 Wood 14) 4 Iron 18) 8 Iron 24 ) 4 Iron 28) 8 Iron 

15 ) 5 Iron 19 ) 9 Iron 25) 5 I ron 29) 9 I ron 

17 
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IUSER INSTRUCTIONSI I ~~~~~~~~~~~~~~r 

STEP INSTRUCTIONS DISPLAY INPUT 

WELCOME TO THE GOLF COURSE 

1 Enter handicap (0-30) What is your handicap? 0-30 [RTNJ 

2 Enter worst difficulty at golf Choose your worst difficulty ... 
H,S,D,T, 

Hook,Sl ice ,Di st. ,Trap or Putt? or P [RTNJ 

3 Display conditions of hole e.g.: You are on tee of hole 1 

Distance 361 yards PAR 4 

On right is adjacent fai rway 

On 1 eft is rough 
1-3,12-19,or 

4 Enter club: woods 1-3, What club do you want? 22-29 [RTNJ 

i ro n s 12 -1 9 , 

or if partial swing 22-29: Percent of full swing (1- 99)? 1-99 [RTNJ 
, 

5 If ball 1 anded on green 

then step 6 

5a Display flight and distance 

of ball and new location e.g.: You sliced 

Shot went 228 yards ... 
133 yards from the hole 

Ball is 11 yards off line ... 

... in adjacent fairway 

Goto step 4 

6 Ball on green On green # feet from pin 

7 Enter strength of putt Putt potency number? p [RTNJ 

must be greater than 0 

7a If ball went in hole then 

step 8 else Passed by cup 
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STEP INSTRUCTIONS DISPLAY INPUT 

Goto step 6 

8 You ho 1 ed it!!! 

Display number of strokes, and Score on hole # was # # 

tota 1 strokes so far: 

IF PAR: A Par. Nice going! 

if PAR - 1 : A Birdie. Very good! 

if PAR - 2: An Eagle! Excellent!! ! 

if 1 stroke: *** A HOLE IN ONE *** 
if PAR + 1 or + 2: Kee210ur head down 

9 To conti nue Jlamegoto steQ 3 

for next hole and new condi-

tions. If hole 18 has been 

played then qoto step 10. 

10 Display total score: Total score for 1Ji 1J..Q~~n 

if PAR: Par game! 

if <PAR: ## under par!!! 

if >PAR: ## over ~ar 

11 Ootion to play aqain: Would yOU like to play aqain?Y 
[R?J or 
N RTNJ 
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I VARIABLE N AMESI 

NAME DESCRIPTION NAME DESCRIPTION 

L(1) Locati on of ball T Difficulty at golf 
Terrain on right side 

L( 2) of fai rway T5 Total par for course 
Terrain on left side Indicates use 

L(31 of fairway Z of subroutine 
Percent of full 

W swing on irons H Handicap 
Score on a particular Aid in determining 

S1 hole Q dubbed shot 
Index for terrain 

S2 Accumulated score X subroutine 

F Number of hole J Determines penalty stroke 

D Distance from tee to hole K Counts putts 
Random number used to find 

P Par for a hole N probability of getting 

D2 Current distance to hole 
out of trap 

D1 Distance of shot B( ) Temp. storage for D 

0 Yards off line I Putt strength 

C Club number T$ Golf diffi culty 

Q$ User interaction 

INOTES AND REFERENCES( 

Notes: 1. To omit club list from program change: 

580 if C >=1 and C <=29 then 600 

630! 
Delete 2220-2490 

Reference: 1. "GOLF", HP-85, Hewl ett-Packard. 

, 
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IPROGRAM LISTINGI 

10 GOLF 
20 
30 ! Revision 11/01/82 
40 IN1EGER L(11),J,K,Q,X,B,H,Z,S1,S2,F 

,D,P,D2,D1,C,T,TS 
SO f<LAI... N,Cl,~J,I 
60 DIM T$[41,Q$[41 
70 RANDOMIZE 
DO DELAY;.?'. '::'i 
90 DISP' WELCOML TO THE GOLF COURSE. 

100 X=3 @ N=.B @ F=1 
110 !31,S~:?,T'::'i""0 

120 ON LRROR GOTO 130 
130 INPUT 'What is your handicap?'jH 
140 IF H)30 OR H(O THEN 130 
1S0 ON LRROR GOTO 170 
160 DISP 'Choose your worst difficulty. 

170 

1.80 
1 '7' 0 
;;;: 0 0 

210 
220 
i.~3 () 
2'10 
;~50 

;:~60 

;.~70 

~~:BO 
~:~90 

300 
:-510 

315 
3i.~0 

~no 

~340 

350 
360 
:r7() 
:,)80 
3S' () 
AOO 
410 
A ~~ 0 
A30 
4~; 0 
'ISS 

, 
DISP CHR$(200)j'ook 'jCHR$(211)j'li 
ce 'jCHI~$(j.'i6) j' :i.st. 'jCHI~$(;?1~~) j '7' 

a p 0 r 'j C~iR ~~ ( ;~ () En j 

INPUT 'utt'?' ,CHI~$(9S) jH; 

T$=UPRC$(T$[1,1]) 
ON POS('Hf.lDTP' ,T$)+j. G010 170,210,2 
20, ;?30, ~~40, ;?SO 
1:::1 @ GOTO 260 
T""~:? @ GenO 260 
1::=3 @ GOTO 260 
T:::A @ GOTO 260 
T=5 
OFF ERl~OR 

J,Q,I(,1..(1)::::0 
S2:::: ~32 +~:i j. 
IF F· ::::1 THEN 460 
DISfJ 'f.>C:or'~? on hole' jF--i j 'wa~:;' jf.'i1 jT 
AD (29) j B2 
ON LRROR GOTO 330 
ON P-S1+3 GOTO 4S0,4S0,3S0,370,390 

DISP 'Keep your head down.' 
CCHO 4S0 
DISP 'A Par'. Nj.c€·~ going!' 
GOTO 450 
DISP 'p, Birdie. ~)(~ry good !!' 
GOlD 4S0 
IF P::::3 THEN 4;~O 

DISP 'An Lagl(~~! ExceU.€-)f'lt!!!' 
GOlD 4';0 
DISP' * * * A HOLE IN ONE * * *' 
BELP @ BEEP @ BEEP @ BEEP 
OFF ERROR 
IF ~=19 THEN 1970 

-PCA rules - handicap 0-30 

-DeterMines cOMparative skill 
on hol~~ 

-Check for end of gaMe 

<'1 
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IPROGRAM LISTINGI 

46051==0 
470 IF 51=0 THEN 1800 
480 IF L(1)(1 THEN 1330 
490 X=1 
SOO IF L(l»S THEN 1370 
510 DISP '~3hot went';Dl;'yards ... ' 
520 DISP D2;'yards froM the hole.' 
530 J)ISP 'Ball is';IP(D);'yi:lrd~. off lin 

e ... ' 
540 Z=j. 
SSO GOSUB 2060 
560 ON ERROR GOTO 570 
570 INPUT 'What club do you want?';C 
580 IF C(l OR C)29 THEN GOSUB 2220 ELSE 

600 
SIlO GOTO 560 
600 OFF ERROR 
610 IF C)3 THEN 650 
620 IF L(1)(5 OR C=14 OR C=23 THEN 680 
6:~0 GOSUB ;?220 
640 GOTO S60 
650 IF C(12 THEN 630 
660 C=C'-6 
670 GOTO 620 
680 Sl=Sl+j. 
690 W=l 
700 IF C)13 THEN 1010 
710 IF F/3=IPCF/3) THEN 970 
720 IF C(4 THEN 740 
'730 GOlD 750 
740 IF L(i)=2 THEN 830 
750 IF 51(7 THEN 860 
760 Dl=IPC(30-H)*2.5+i87-(C30-H)*.2S+15 

)*C/2+2S*RND) 
770IH=IP(l)1*W) 
780 IF 1=2 THEN 1350 
7900=RND/.8*(2*H+16)*ABSCTAN(Dl*.003S) 

) 

800 D2=IP(SQR(OA2+ABS(D-Dl)A2» 
810 IF D-Dl(O THEN 880 
820 GOTD 900 
E;~30 InSrJ 'You c1ubIH·)d :i.·t. I 

040 1)1::-"35 
8~; 0 GOTD "790 
8bO IF D(200 THEN 1480 
E),70 GOTO '760 
880 IF D2(20 THEN 900 
BSIO DI~3P 'Too Much club ... pi;lS!:;(0ci tlH? ho 

1 (0. I 

900 B::::D 
910 D;=;D~:~ 

920 IF 1)2)27 THEN U. '3 0 
930 IF D 2 ) ;.:.~ 0 THEN j. 28 0 
940 IF 1)2).5 THEN 1300 

-DeterMine penalty shot 

-Check for legal club selection 

, 

, 

, 



I IPROGRAM LISTINGI 

<JSO L( t )::';> 

S'60 GOTD 16()1 0 
970 IF (72+(H+1)/.8S)/t8(S2+Q+tO*(F-1)1 

1.B THEN '720 
98 0 (~=:Q+ j. 

990 IF S1./2*IP(S1/2) THEN tiOO 
tOOO GOTD 830 
1.010 UN ERROR GOTD 1020 
1020 INPUT 'Percent of full swing (1-99) 

: ' j W 
1030 W::W/j.OO 
1.040 IF W(=O OR ~>=:1 THEN t020 
1 o~:;o OFF ERIHm 
t060 IF L(1)=5 THEN 14'70 
10'70 IF C=:14 THEN 750 
1080 C=:C-·1.0 
10<tO GOTD 7';;0 
1100 IF V(9S THEN 830 
1.1j.O DlSP 'Ball h:i.t tr·f:!(·;) ... Wf.:'n'l' into r'ou 

j. j. ;.~ 0 
U.30 
j. 1. 4 0 

,. U.SO 
'.1.t60 

j.170 

(,:,I h ' 
DISP D-7Si'yards froM hole.' 
1)::: D·-7 ':; 
GCnO S70 
IF D)30 OR J)O THEN t330 
IF 1) 0 THEN 12~.~O 

IF (S2+1)/1S=IP«S2+1)/t5) THEN 123 
o 

1180 DISP 'You hooked ' j 

U. 9 () L (1)::::1.. (3) 
t2()0 IF 0}45 THEN 1260 ELSE DISP 
j.~:?10 GDTD 4'70 
1220 IF (S2+t)/15=IP«S2+t)/tS) lHEN 118 

o 
1230 DlSP 'You sliced ' 
1~~4() L(1)::1..(2) 
j.2S0 GOlD 1200 
1260 DISP 'badly.' 
1270 GOlD 470 
1::~80 l.( 1 )=5 
1:~90 GCnO 4'70 
1300 L< 1 )=:B 
LHO D2::IP(D~?'*3) 
j.320 GOTO 1560 
1.3301...(1)::1 
1~540 GOlO 470 
t3S0 D1=IP( .85*Dt) 
1:'360 GOlD '7<)1 0 
13'70 IF L(1)}6 THEN 1450 

DlSP 'Your shot went into the water 

DISP 'Penalty stroke assessed.' @ D 
ISP 'Hit frOi"l pr'f.-!vious location.' 

1410 J"":J+j. 

23 
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IPROGRAM LISTINGI 

1420 L(1)==1 
1430 D==B 
1.440 GOlD 560 
1450 DISP 'Your shot went out of bounds. 

1.460 GDlO i:3 fi'0 
i4'70 
1480 D2=1+3*IP(80/(40-H)*RND) 
1490 GOTD 1560 
1S00 IF RND)N THEN 1540 
1S10 N=N*.2 
15;~0 DISP '!3hot dubbed ... still in trap.' 
1530 GOTO 560 
P;40 N=.B 
1 S'30 GOTO 1480 
1560 DISP 'On green' ,D2, 'feE't f7'OM pin.' 
1S70 ON tRROR GOTO 1580 
1580 INPUT 'Putt potency nUMber?',I 
1 ~.:.90 OFF ERI<OR 
1600 IF 1(=0 THEN 1570 
16:\.0 81=51+1 
1620 IF S1+1-P)H*.072+2 THEN 1690 
1630 IF K)2 lHEN 1690 
1640 1(=K+1 
1650 IF 1=4 THEN 1750 
1660 D2=D2-I*(4+2*RND)+1.5 
1670 IF D2(-2 THEN 1770 
1680 IF D2)2 THEN 1720 
16 fi'0 DISf-' 'You holed it!!!' 
i'700 F=F+1 
j.710 GOTO ;~~BO 

1720 VISP 'Putt short.' 
1'/30 D2=IP(f):::') 
1740 GOTO 1 ~;60 
1750 D2=D2-I*(4+RND)+1 
1760 GOTO 1670 
1770 DISP 'Passed by cup.' 
1'780 D2:::-D2 
1790 GOTO 1730 
1 E: 0 0 R EIH) D > P > L. ( 2) > I... <:3 ) 

1810 IF F-1)18 THEN 1970 
1.820 T5=T5+P 
1830 DISP 'You are on tee of hole'jF 
H::40 DIBF' 'Dis.tance' ,D;'yar'ds PAI~' ,P 
18S0 DISP 'On right is 
1. 86 0 Z:::: () 
1.B70 X=~:~ 

U3BO GOSUB ~:~060 

1890 DISP 'On left is 
1900 X=3 
1<.>"1.0 G08lJB 20bO 
19?O DISP 
j. ?~~() GOTD 560 

-Read in distance for hole, the 
par and fairway condition 



IPROGRAM LISTINGI 

1940 DA1A 361,4,4,2,389,4,3,3,206,3)4)2, 
500,5,7,2,408)4,2)4)359,4,6,4 

1950 DATA 424,4,4,2)388,4,4,4,196,3,7,2, 
400)4)7,2)560,5)7,2,132,3,2,2 

19~0 DATA 357)4,4,4,294,4,2,4,475,5,2,3, 
375,4)4)2,180)3)6,2,550,5,6,6 

1970 DISP 'Total score for'jF-1j'holes w 
,.. / . C· IJ 

d::> > .. .JI-. 

1980 IF S2-T5 THEN 2010 
1990 DISP 'Par gaMe!' 
;:2000 GOTO 2'::;00 
2010 IF 82-T5)0 tHEN 2040 
2020 DISP -(S2-T5)j'under pari! I' 
2030 COTO 2500 
2040 DHW S;:~-·I ~;j' OV€H' par.' 
2()50 Gala 2500 
2060 IF Z=l AND L.(X):ft:7 THEN DISP , 

in' j 
2070 ON L.(X) GOTO 2100,2120,2140,2160,21 

UO,2?00,;:~OBO 

2080 DISP 'out of bounds.' 
:20 clO REnmN 
2100 DISP 'fairway.' 

... ;:)110 I~ETUI~N 

~ 2120 DISP 'rough.' 
;':;130 RETURN 
2140 DISP 'trees. I 

:2150 RETlJF<N 
2160 DISP 'adjacent fairway.' 
:':::170 F~ETURN 

2180 DISP 'trap.' 
:~)190 I~FTlJl~N 

2200 DISP 'water.' 
;.:.i;.:~10 R[TUI~N 

2220 ON LRROR G01U 2230 

;? ;~, :; [) I N PUT 'N e f.! cl d Ii!::. 't () +" c: I u b ,; ? I , I Y' i Ct 

2240 Q$=UPRC$(Q$[l,l]) 
2250 IF Q$I/Y' THEN 2490 
2260 DISP' WOODS *** Full swing only' 
2~~--/() DI3P' 1) DF IIJER' 
2 ;:~ U () D :U; f'-' 2 ) 2 W 0 U D ' 
2 ;:.:: l) 0 D J ~; P' 3 ) :3 W D 0 1) , 

2300 DISP' IRONS *** Full swing only' 
;~) ~~. 1 0 1) I Sf' I 

23;:!. 0 D J ~; r' ' 
?330 DIbr- , 
?340 Dlf:ilj 

, 

1 23t::iO Dlbf' I 

? ~:) 6 0 D:r s p , 
;.~: 3 '7 0 D:r. f.i I·' ' 
;~ 3 BOD :r. S I' , 
~<" 9 0 D 1 ~; P , 

i;2 ) 
13) 
i4) 
:\.'::) 

tb) 
:1.7) 
un 
1.9) 

H~UNS 

,":, 
L. IRON' 
.. , IHON' .. :) 

/.} IIHlN' 
\;) TPDN' 
b TIHiN' 
\--,; 

II;~(jN' .' 

H Jr.~()N' 
~) II~()N' 

*** Fdi"tidl Sl.J:I. nCJ only 

-Data for course 

-Check for use of preposition 
:i. n ,::, u b r' () lJ ·t :i. n e 

-Subroutine to display club 
c: h 0], c: f..~~, 

2! 
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IPROGRAM LISTINGI 

2400 DISP , 22) 2 iron' 
2410 DISP , 23) 3 :i.ron' 
2420 DISP , 24) 4 iron' 
2430 DISP , 25) to" ::> iron' 
2440 DlSF-' , 26) 6 iT'on' 
;~4S0 DISP , 27) 7 iron' 
2460 DISP , 28) 8 iron' 
~~470 DISP , 29) 9 iron' 
24BO OFF ERROR 
2490 RETURN 
2'::-JO 0 ON [-:.RROR GOrO 2510 
2SiO INPUT 'Would you 1 i I<e to p 1 a ~I again 

? ' ) I Y' ; Q$ 
2520 Q$=UPRC$(Q$[i,11) 
2S:?,0 IF Q$::'Y' THEN 100 
2540 IF f,)$i' N' THEN 2510 
2S50 OFF ERROR 
2S60 DELAY i 
2570 DISP TAB(9);'END OF GAME' (i? 1>:r SP 
2SBO STOP 



HAMURABI 

This game allows a player to control a country's economy through the buying 
and selling of land. The more efficiently he uses the land, the better a 
governor he is. 

The game begins with a report of the economy and population. The player 
then has the opportunity to buy and sell land, allocate food, and plant a 
number of acres for harvest. The player must deal with plagues, starvation, 
rats, and the rise and fall of the land market. 

If the player rules unsuccessfully, he will be warned and asked if he 
wishes to continue. He may resign at any time by selling all his land. 

The object of this game is to determine how it works and find the best 
set of circumstances for a growing economy. 

27 
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STEP INSTRUCTIONS DISPLAY INPUT 

HAMURABI 

1 Report of economy I be-.a to report that 1 ast year: 

x people starved 

x people came to the city: 

1a A plague has aprobabilitv of 

1: 10. If there was one: The plague ki 11 ed ! the people 

1b Population Population now xx 

1c Harvest We harvested xx bushels . . 
at xx bushels ~er acre 

1d Rats Rats destroyed xx bushels 

Ie Total food xxx bushels in storehouses 

If Land The city owns xxx acres . . 
Land wi 11 sell at . . Worth xx bushels/acre 

2 Decisions must be made Hamurabi 

Bu,l'_ how man1 acres? xx [RTN] 

If insufficient bushels to 

buy land then display stats 

Se 11 how manx acres? xx [RTN] 

If insufficient acres to se 11 

then display stats 

If all land sold goto step 5 

How many bushels for food? xx [RTN] 

If insufficient bushels in 

store then display stats 

How many acres to Qlant? xx [RTNl 



.,. 
" 

STEP 

3 

4 

5 

INSTRUCTIONS 

If insufficient acres to plant 

then display statistics 

If many people died then: 

and ~oto ste2 4 else ste~ 1 

STATS = Review economic status 

Option to continue qoveninq 

under current conditions: 

If 'Y' then continue 

If 'N' then step 5 

Options to be~in again: 

If 'Y' then step 1 

If 'N' then end 

29 

DISPLAY INPUT 

Things aren't looking too well! 

Think again ... YOU only have: 

xx people ... 
xxx acres and ... 

xxx bushels in storehouses 

You have ruled for x years 
Y [RTN] or 

Do you want to continue? N [RTN] 

Start over? 
Y fRTNj or 
N RTN 

END OF GAME 
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NAME DESCRIPTION NAME DESCRIPTION 

Al Population B4 Total harvest 

A2 Immi grants Cl Acres 
Temporary storage for 

A3 Deaths J comparison 

Bl Bushels in storehouses I Input variable 

B2 Bushels destroyed by rats Z Number of years 

B3 Harvest per acre C2 Value of an acre 

Q$ User interaction 

Reference: "HAMURABI ", HP-2000 Basic, Hewl ett-Packard 



, 

IPROGRAM LISTINGI 

10 HAt1UlxABI 
20 
30 Revision 11/01/82 
40 ! 
SO INTEGER A1IA2IA3IB1IB2,B3,B4,Cl,J,Z 
60 DELAY 5 
70 DISP TAB(12)j'HAMURABI' 
80 Al=100 @ A2=S @ A3=0 
90 Bl=2800 @ B2=200 @ B3=3 @ B4=3000 

100 Cl=1000 @ J=1 @ 2=0 
110 ! REPORT TO HAMURABI. 
120 IF Z=1 THEN"140 
1:~0 IF A3)(M.+r..3)*.4S THEN DISP "Things 

aren't looking too WE.'ll!" @ GOGUB 
j. 0 10 

140 BEEP 600,.15 @ BEEP 400 , .1 @ BEEP 6 
00 , .15 

150 2=Z+1 
160 IF Z/5=IP(Z/S) THEN GOSUB 1010 

170 DIGP 'I beg to report that last yea 
7' : ' 

180 DISP A3j'people starved and 
190 DISP A2j'people caMe to the city.' 
200 IF J)O THEN 230 

210 Al=A1-IP(Ai/2) 
220 DISP 'The plague killed 1/2 the peo 

pIe' 
230 
;.?40 
:?-50 
:.:?60 
;'?'70 
~?'80 

~?'S·O 

:~o 0 
:U 0 
3~~ 0 
:-.$:~O 

340 
3S0 

360 
370 
380 
3<)-\0 
4()O 
410 
4;:~0 

4:30 
440 
4~;0 

DISP 'Population now'jA1.j'.' 
DISP '~Je harv(·?stf?d' jB4j 'bu~:;hel!:; ... ' 
DISP 'at'jB3j'bushels per acre.' 
DISP 'Rats destroyed'jB2j / bushels.' 
DISP B1j'bushels in storehouses. 1 

DISP 'Thf? city owns' jC1j'acres ... ' 
C2=1.7+IP (6*RND) 

DISP '\,.HH'th' jC:.?j 'bu!;;IH.d!:;/acre. 1 

BEEP 600 
DISP , HaMurab i ... ' 
! BUY I .. J~ND? 
ON ERROR GOTO 350 
INPUT 'Buy how Many acres?',CHR$(9S 
) j I 
I::::IP(t-.BS(I» 
OFF ERI<OR 
IF 1=0 THEN 4'::;0 
J:::I*C2 
IF 3<=B1 THEN 430 
GOSUl< 940 
GOTO 340 
IH:::B1-J 
Cl:::C1+I 
! SELL. LAND? 

-Set up initial conditions 

-If More than 45% of the people 
died, option to restart 

-If S years have passed give 
option to quit or continue 

-Plagues have a probability of 
j. in to 

-Btatu!!. r'(-?port 

-Acreage ranges in value froM 
17 to 22 bushels per acre 

-Option to buy land 

31 
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IPROGRAM LISTINGI 

460 ON ~RROR GOTO 470 
470 INPUT 'Sell how Many acres?',CHR$(9 

S) ; I 
480 l.=IP(ABS(I» 
490 OFF ERROR 
SOD IF 1=0 THEN 570 
S10 IF 1(C1 THEN S50 
520 IF 1=C1 THEN 1090 

530 Gm>LJB 940 
540 GOlD 460 
SSO C1=Ct-I 
'560 B1=Bj.+C2*I 
570 ! BUY FOO!)? 
580 ON ERROR GOlO 590 
590 INPUT 'How Many bushels for food?/, 

CHR~. ( 95) ; I 
600 l::::IP(ABS(I» 
610 OFF ERRor~ 
620 IF 1(=81 THEN 650 
6:30 GOSLJB <",>40 
640 GOlD SBO 
650 B1::::B1-1 
660 A3=A1-IP(I/20) 
6'70 A2::::0 
680 IF A3)=0 THEN 710 
690 A2=··-A3/2 
700 A3::::0 
710 ! PLANT ACRES? 
720 ON ERROR GOlO 730 
730 INPUT 'How Many acres to plant?/,CH 

1~$(9S»)I 

740 I=IP(ABS(I» 
7~:)0 OFF ERROR 
760 IF I)C1 THEN 790 
'770 J=IP ( 1/2) 
780 IF 3(=81 THEN 810 
790 GOSUl! 940 
800 GOlD 720 

810 IF !)10*A1 THEN 790 
020 Bl::::B:l.-.1' 
830 ! HARVES1,RATS,POPULATION. 
840 83=IP(S*RND)+1 
B~:; 0 84=B3* I 
8bO 82=IP«B1+84)*.07*RND) 
B70 Bj.=B1-B2+B4 
8BO J:":IP(10*RNl» 
890 A2=lP(A2+(S-B3)*B1/bOO+1) 
900 IF A2<=SO THEN 920 
<?10 A2=SO 
9~~O A1=Al+A;;2-A3 
?30 GOlO 110 
940 ! ERROR ROUTINE. 

-Check to see if selling all 
land - option to restart 

-Food allocation 

-Plagues have a probability of 
j. in 10 



I IPROGRAM LISTINGI ~~~~~~~~~~~~~~~~ 

950 BEEP i 0 0, .2 
960 DISP 'Think again you only have 

970 DISP Alj'people ... ' 
980 DISP C1j'acres and ... ' 
990 DISP B1j'bushels in storehouses.' 

1000 RETURN 
1010 DISP 'You have ruled for'jZj'years. 

10~::0 
1030 
1040 
10S0 
j.060 
1070 
1080 
1090 
11.00 

11.10 
u.;?0 
1130 
j. j.4 0 

ON EkROR GOTO 1030 
INPUT 'Do you want to continue?'jQ$ 
Q$=UPRC'(Q'[1,11) 
OFF ERROR 
IF QS='N' THEN POP @ GOTO 1090 
IF Q$i'Y' THEN 1020 
RETURN 
ON ERROR GOTO 1100 
INPUT 'Start over?' j QS @ Q$=UPRC$( 
Q$ [ 1 , 11 ) 
OFF ERI~OR 
IF Q$='Y' THEN 80 
IF Q,t'N' THEN 1090 
DEL.AY 1 

~11S0 
91160 

DISP TAB(10)j'END OF GAME' @ DISP 
STOP 

, 
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IPROGRAM DESCRIPTIONI 

REVERSE 

The object of the game is to order a series of numbers from lowest to highest 
by reversing the order of a subset of numbers. For example, a series of five 
numbers, such as 25314, might be ordered by the following moves: 

Start 25314 

Reverse 2 52314 (reverses the two leftmost numbers) 

Reverse 5 41325 

Reverse 4 23145 

Reverse 2 32145 

Reverse 3 12345 and the numbers are in order. 

In this example, it took 5 reversals to win. For n numbers, a solution can 
always be found in n+1 moves or less. The program allows the player to make 
any number of moves necessary. 

The game allows a series of 3 to 9 numbers to be used in the game. r 



STEP INSTRUCTIONS DISPLAY INPUT 

*** REVERSE *** 

1 Choose size of game (3-9) How many numbers to reverse? 5 3-9 [RTN] 

2 Display n numbers in random nl n2 n3 . . nn # 2-n [RTN] 

order. Allow pl ayer to reverse 

the order of the first r 

number s. * 
3 Display n numbers in thei r nl n2 n3 . . nn # r [RTN] 

new order. Allow player to 

reverse the order of the first 

r numbers. * 
4 Repeat step 3 until the 

numbers are in their correct 

order from smallest to 

largest. 

5 Di spl ay correct order nl n2 n3 . . nn 

6 Display number of reversals 

taken: if ::::n: WOW! You won in m moves! 

if = n+l: You won in m moves! 

if >n+l : It took you m moves 
E LKTNJ or 

7 Option to play again Run again, or End? R [RTN] 

If I R I then step 1 else END OF GAME 
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NAME DESCRIPTION NAME DESCRIPTION 

R Number of dtqits to reverse I Index 

N Number of di qits K Index for mixinq numbers 

A() Numbers in mixed order J Loopinq 

T Temp. storajle of numbers R$ Number of diqits to reverse 

V Number of reversals made N$ Number of diqits 

0$ Ootion to run aqain 

r 
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IPROGRAM LISTINGI 

j.O 

20 
30 
40 
SO 
60 
'70 
80 
90 

100 

110 
:\.20 

130 
:\.40 
1'50 
160 
170 
1.80 
j. flO 
200 

210 
220 
;;~30 

:.~40 
;250 

~:!60 

::270 
280 
290 
300 
:310 
3::20 

330 
340 
3S0 
360 
370 

REVERSE - gaMe to reverse 
the order of a set of 
nUMbers. 
Revision 11/01/81 

OPTION BASE 1 
DELAY j. 

RANDOMIZE 
DIM R$[3) ,QS[3] ,N$[3] 
IN1EGER A(9),N,I,T,V,R,K,J 
DISP , * * * REVERSE * * *' @ 
WAIT 2 
ON ~RROR GOTO 120 
INPUT 'How Many nUMbers to reverse? 
','S'} NS @ N=VAL(NS) 

l~ N$[t,1]='O' THEN 590 
IF N<=2 OR N)9 THEN 120 
OFF ERROR 
FOR I=j. TO N 
AU)=I 
NEXT I 
FOR I=N TO 2 STEP -1 
K=IP(I*RND+1) 

T=A(1) 
A(I)=A(K) 
A (K ) =T 
NEXT I 
FOR 1=1 TO N 

IF A(I)tI THEN 290 
NEXT 1 
GOTO 1.90 
V=l 
GOGUB 670 
ON ~RROR GOTO 300 
INF'UT '~I:' ,CHR$(95); I~$ @ IF 1~~1;[1 ,11 
=CHR$(9S) THEN 590 
R=VAL(RS) 
IF ~(=1 OR R)N THEN 300 
OFF ERR[)I~ 

V=I.)+ j. 

FOR 1=1 TO IP(R/2) 

380 T=A(I) 
390 A(I)=A(R-I+l) 
400 A(R-I+j.):::T 
410 NEXT I 
420 FOR 1=1 TO N 
430 IF A(I)II THEN 300 

440 NEXT I 
4S0 DISP TAB(IP«32-N*3)/2»; 
460 FOR 1=1 TO N 
470 DISP A(I); 

-Set up randoM index for MIXIng 
the order of the nUMbers 

-Check to be sure that nUMbers 
are not still in order 

-Enter the nUMber of digits 
that you want to reverse 

-Adjust the order of the 
nUMb~H'S 

-Check to see if solution has 
be{·:·)1"\ found 

-Display solution 
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480 NEXT I 
490 FOR 3=1 TO 3 
500 FOR 1=1 TO 5 
SiO BEE~ 502.857+1*(220/7),.02 
S20 NEX'l I 
530 NEXf J 
540 WAIT 1 @ DISP 
550 IF V-1(=N THEN 580 
560 IF V-2=N THEN DISP' You won in'i 

V-i,'Moves !' ELSE DISP' It took 
you' iV-ii'Moves.' 

570 GOTO 590 . 
580 DISP 'w 0 W! You won in' iV-i, 'MOV 

':."IC' I ' \ .. ::lo • 

590 WAIT 2 
600 ON ERROR GOTO 6iO 
610 DISP CHR$(2iO)j'un again, or 'jCHRS 

( 197) j 

620 INPUT 'nd? ','R'j QS @ Q$=UPRC$(Q$[ 
i ,1]) 

630 ON POSC'RE' ,QI)+i GOTO 590,iiO,640 
640 DISP , END OF GAME' @ WAIT 

2 @ DISP 
650 OFF- ERROR 
660 STOP 
670 ! DISPLAY NUMBERS. 
680 DIS~ TAB(IPC(32-N*3)/2)-i)j 
6<7'0 FOR 1=1 TO N 
700DISPA(I)j 
710 NEXT I 
'720 REf URN 

r 
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SLOT MACHINE 

This program simulates the actions of a slot machine. The user may choose 
from five machines (coin denominations) to play. The coin denominations are 
(1) $ .05, (2) $ .10, (3) $ .25, (4) $ .50, (5) $1.00. The higher the coin, the 
higher the payoff (or loss). Each machine uses the following payoff system: 

I:~:l cherry I:::' I:~:I I~:I Pays 8 times 

() orange I:~: I I:::' ; :.:: Pays 5 times 

::i:: 1 emon () () () Pays 10 times 

(J plum ::i::::i::l Pays 15 times 

,Ijl, bell (I" (I" (J Pays 20 times 

..... bar ,qh,qhdp, Pays 50 times 

Note: IX I represents any symbol 
............... Pays 100 times 

except u. 'A' represents any I:~:I ;:< >:; Pays 2 times 

symbo 1 except ':;:' and is the f:j f:j not ::::: Pays 3 times 

same symbol for both occurrences 
f:jf:j ::::: Pays 5 times 

of 'A' ina 1 i ne. 

At the end of each play, the user has the opportunity to "pull" again, 
or change machines, or stop. 
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STEP INSTRUCTIONS DISPLAY INPUT 

SLOT MACHINE 

1 Select coin size Choose slot machine (1-5): iiiii 1-5 [RTN] 

2 Assiqn the corresponding Vou'll be using the .bb machine 

coin value to the machine. 

3 Pull the handle 

4 View roll, winnings or losses, X X X win .nn $n.nn 

and current cash total in hand or 

(X represents a symbol) X X X lose $n.nn 

Pull or Stop? P 
[RTN] or 

5 Option to pull again: S [RTN] 

If I pi thengoto step 3 

If lSI then ~oto step 6 
[RTN] or 

6 Option to chanqe machines: Trv another machine? V N IRTN] 

If IV I then step 1 

If I N I then step 7 

7 Vtew total winninqs or losses: Total losses = n.nn 

or 

Vou broke even 

or 

Total winninqs = n.nn 

8 End END OF GAME 
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VARIABLE NAMES 

NAME DESCRIPTION NAME DESCRIPTION 

X( ) 
Represents each symbol 

K for a roll " ~{ " decimal code 

I Index and looping B Coin denomination 

P Payoff value S Total cash in hand 

J Tab values 0$ User interaction 

INOTES AND REFERENCESI 

Note: A players current cash total is displayed in the right most corner 
of the display window. If he changes machines this total stays 
with him. 

4 
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IPROGRAM LISTINGI I 
~~~~~~~~~~~~~~-

10 SLOT - SLOT MACHINE. 
20 
30 Revision 11/01/82 
40 
SO DIM (~$[4J 
60 INTEGER X(3),I,P,J,K 
'70 SHORT B, S 
DO DELAY ~~ 

90 r~AND()MIZE 

100 DISP , SLOT MACHINE' 
110 S:::O 
120 ON ERROR GOTO 130 
130 INPUT 'Choose slot Machine (1-5):', 

CHR$ (9S) ; Q$ 
140 Q$=UPRC$(Q$[l,l]) 
150 B=VAL(Q$) 
160 DISP "You'll be using the "; 
170 IF B=1 THEN B=.05 @ GOlD 230 

180 IF B=2 THEN B=.l @ GOTD 230 
190 IF B=3 THEN B=.25 @ GOTO 230 
200 IF B=4 THEN B:::.5 @ GOTD 230 
210 IF B=5 THEN B=l @ GOTO 230 
2;.?0 GOTO 120 
230 DISP USING 240 j B 
240 IMAGE d.dd,' Machine' 
2~:;O OFF ER~:OR 
;:.~60 

270 DELAY 0 
;.~80 K=31 

290 FOR 1=1 TO S 
300 DISP TAB(2)jCHR$(K)j 
310 DISP TAB(S)jCHR$(K); 
320 DISP TAB(8)jCHR$(K)j 
330 BEEP 141.429, .03 
340 BElP 172.857,.03 
350 BEEP 204.286,.03 
360 BEEP 235.714, .03 
370 DISP CHR$(27)&'E'j 

380 NEXT I 
3?O J=2 
400 DISP 
41 0 l)EU~Y 5 
420 FOR 1=1 TO 3 
430 DISP TAB(J) j @ BEEP 439.999 
440 X(1)=IPC8*RND+l) 

450 IF XCI»S THEN 650 
460 IF X(I»2 THEN 540 
470 IF X(I)=2 THEN 510 
480 DISP CHR$Ci8)j 
4<jl() X(U=j, 

-Establish coin size for 
Machine selected 

-DeciMal code for upside down 
card 

-Clear display and Move to 
colUMn i 

-Set up tab values 

-Select a randoM nUMber to 
correspond with a sYMbol 

-'c:h(:.~rT'Y f:;YMbol 
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SOO GOTO 760 
510 DISP '0'; 
520 X(I)=2 
5;'30 GOTD 760 
540 IF X(I»3 THEN 580 
5S 0 D I SP , *' ; 
560 X(I)=3 
S70 Gcno 760 
580 IF X(I)=S THEN 620 
S90 DISP CHR$(9); 
600 X(I)=4 
610 GOTD '760 
620 DISP CHR$(7)i 
630 X(I)=5 
640 GOTD 760 
650 IF X(I»7 THEN 730 

660 IF X(I)=7 THEN '710 
670 IF I "~::I. AND RND(.8 
6DO DISP , ::.", ; 

690 X (l )::::6 
700 GOTO '760 
710 IF 1=2 THEN 4BO 
720 GOTO ~)50 

730 IF 1=1 THEN 620 

THEN 

740 IF 1==3 AND X(1)(6 THEN 
'?~;O GOTO 590 
760 J=J+3 
770 NEXT I 
780 DISP TAB(12); 
790 p=o 
BOO IF X ( :l.) :ft::l. 1 Hf::.N 820 

8j.0 P:::2 
020 IF X(1)=::)«2) THEN 880 
830 IF P)O THEN 10'70 
840 S=S-B 

S10 

680 

850 BEEP 220> .2 @ l)ISP USING 860 
E' > S 

860 IMAGE. 1< > 6 x > 
, $' >Mddclcl.dd 

B70 GOTO 1110 
880 IF X(2):::X(3) THEN 930 
B90 IF X(1)=1 THEN 910 
S)() () IF X(3)(6 THEN P::::;3 @. Geno 1070 
910 P::::5 
9;:.~ 0 GOTD j. 070 
(/30 IF X(1)::."1. THEN P:::B @. Geno 1070 
940 IF X(i»2 THEN 970 
9~:i0 P::,~10 

(,6 () GOTO :1.07 () 
970 IF X(1)3 THEN 1000 
980 P=15 
9('/0 GOTD 10'70 

U)OO IF X(1»4 THEN 1 O~30 

-'LE~Mon 

-P 1 UM 

-Bell 

-Weighting process for a bar. 
Chance of 3 bars is 1/2560 

-Set up value of payoff 
-Check for first sYMbol being a 

c l'lfu' r y 

'LOS 

4 
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IPROGRAM LISTINGI 

1.010 P::=20 
1020 GOTO 1070 
1030 IF X(1»5 THEN 1060 
1.040 P=SO 
1050 GOTD 1070 
1060 p:::tOO 
t070 W=P*B 
:I. 080 S=S+W-·B 
1090 BE~P 660,.2 @ DISP USING 1:1.00 'WI 

N ',W,S 
tl00 IMAGE K,ddD.DD,' $',MDdDD.DD 
1110 DELAY 2 . 
1:1.20 ON ~RROR GOTD 1140 
1130 DI9P TAB(10)j 
1140 DISP , 'jCHR'(208)j'ull or 'jCHR$(2 

11>; 
1150 INPUT 'top? ','P'jQ$ 
1160 Q'=UPRC$(Q$[l,1]) 
11.70 IF Q$='P' THEN 250 
1180 IF Q$='8' THEN t190 ELSE 1110 
1190 ON ERROR GOTO t200 
1200 DlSP TAB(6)j 
1210 INPUT 'Try another Machine?','Y'jQ$ 
1220 Q'=UPRC$CQ$[t,t]) 
1230 IF Q'='Y' THEN 120 
:1.240 IF Q$='N' THEN 1250 ELSE 1190 
1250 DELAY 3 
1260 DISP TAB(?)j 
1270 IF 9(0 THEN DISP USING 'K)DDD.DD' 

'Total losses :::')AB5CS) 
1280 IF 8=0 THEN DISP 'You broke even.' 
1290 IF 8)0 THEN DISP USING 'K,DDD.DD' ; 

'fotal winnings =',5 
1300 DISP TAB(11)j 
1310 DISP 'END OF GAMl' 
1:520 DISP 
1.330 STOP 
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BREAK-OUT 

In this game the player uses a paddle and ball to knock out as many bricks as 
possible. The playing field is displayed on a video screen using the HP 82163A 
Video Interface. The paddle is controlled by using the "Up" and "down" arrow 
keys. There are six layers of bricks. Bricks that are farther back are worth 
more points. There are five balls for each game. Bonuses are given for any 
leftover balls when all the bricks are gone. 

There are two versions of the game, "Break-out" and "Break-thru". The differ­
ence between them is that in Break-out, the ball bounces back when it knocks 
out a brick, and in Break-thru the ball continues on its original path. In 
addition, there is an auto-play mode available, which will show the game run­
ning without user interface. 

To play the game, assign the printer to the HP 82163A Video Interface and set 
the display device to the LCD. Run the program. The first prompt will be for 
the version of the game you wish to play: Break·.out or Break-thru. Press "0" 
for Break-out, or "T" for Break-thru. Then press "A" for Auto-play mode, or 
"W' for regular play. Press any key to serve the ball, and use the "Up" and 
"down" arrows to move the paddle. If you miss with the first ball and require 
a second, the serve will occur after you press any key . 

4! 
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VARIABLE NAMES 

NAME DESCRIPTION NAME DESCRIPTION 

T ( , ) 
Tarfet array: o i hit, 1 if not M Mode flag 

X Next X coordinate XO Current X coordinate 

Y Next Y coordinate YO Current Y coordinate 

I,J Temporary counters B Current ball 

S Score H Hi gh score 

U Horizontal vector V Vertical vector 

P Paddle position T Count of targets left 

A Auto mode K$ Current key hit 

R Ricochet E$ Escape 

L$ Linefeed B$ Backspace 

S$ Inverse space C$ Clear, cursor off 

A$ Cursor address AO$ Address column 0 

A3$ Address column 3 A5$ Address column 5 

U$ Paddle up 0$ Paddle down 

INOTES AND REFERENCES( 

Thanks to Ed Groth for the original program, Jack Applin IV and Raan Young 
of CVO for their contributions. 

, 

• 
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IPROGRAM LISTINGI 

i.O 
20 
30 
40 
SO 
60 
70 

80 

90 

Hreakout- video gaMe 
R(-;)quires 8;.~163A 

Revision 11/01/82 

OPTION BASE i. 
DIM E$ [ 1. :I ) L $ [ 1 :I ) H$ r. 1. ] ) B$ [ 1 ] ) C$ [4] ) A 
$(21)AO$[31,A3S[31,ASS[31)K$[11)U$[ 
6] ,1)$[6] 

INTEGER T(6,13),X,Y)XO,YO)I,J,S)B,M 
)U)V)P,T,H 
E$=CHRS(27) @ LS=CHR$(10) @ BS=CHR$ 
(S) @ BS=CHRS(160) 

100 C$=E$&'E'&ES&'(' 
110 AS=E$&'%' @ AOS=AS&CHRS(O) @ A3S=AS 

&CHR$(3) @ ASS=AS&CHRS(S) 
120 US=SS&L$&L$&LS&BS&' , 
130 D$=' '&LS&LS&L$&B$&S$ 
140 H::-~O 

i.SO I~ANDDMIZE 

160 PRINTER IS ":TV" @ PWIDTH INF @ PRI 

j.70 

180 
j. (jl 0 

Z~ () () 

210 
;.:?20 
230 
;.?40 
Z~~:; 0 

~~t. 0 

270 
28() 
2S'0 

300 
:HO 
~~;~~ 0 
~no 

340 

3S0 

NT C$ 
PRINl 'Do you wish to play Break-Ou 
t or Break-Thru? Break-'j 
KS=UPRC~I;(KEY$) 

IF K$="O" THEN M=-l @ PRINT "Out" @ 
GOTD 220 

IF K$="T" THEN M=l @ PRINT "Thru" @ 
GOTO ~~~~O 

GOTO lBO 
PRJN r 
PRINT "Auto 07' Nor'Mal Mode? "j 
KS::::UPRC$(KEY$) 
IF I<~;="A" THEN A=i @ pr~INT "f-lutO" @ 

GOTD 300 
IF K~;::::"N" THEN (,,):::0 @ PRINT "NorMal" 

@ GOTD Z~SO 

GOTO ;~40 

PRJN r 
PRINT 'Use up/down arrows to Move 

paddlej any key to serve ball' 
! Construct playing board 
WAIl 5 @ PRINT C$ 
! Build fraMe 
FOR 1=0 TO 31 @ PRINT ASjCHR$(I)jCH 
R$(O)jSSj @ NEXT I 
FOR 1=1 TO 13 ~ PRINT ASjCHRS(31)jC 
HR$(I)jSSj @ NEXT I 

-Clear, cursor off 

1360 

FOR 1=31 10 0 STEP -1 @ PRINT ASjCH 
RS(I)jCHR$(14)jSSj @ NEXT I 
! Build targ0)ts 

:3'70 
3BO 
390 

FOR J=l TO 6 e FOR 1=1 TO 13 
TO,I)=1. 
PRINT ASjCHRS(2*J+1.6)jCHR$(I*(1-MOD 
(J,2»+(13-MOD(J)2)*(I-l»*MOD(J,2) 
); !;$ j 
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IPROGRAM LISTINGI I ~~~~~~~~~~~~~~. 

400 NEXT I @ NEXT J 
410 ! Initialize ball, score, paddle, t 

arget count 
420 B,S=O @ P=7 @ T=78 
430 ! Serve ball: build paddle, get bal 

1 & coordinates) show score, wait f 
or key 

440 PRINT AO$jCHR$(P-1)j8$jLSjB$jS$jL$j 
BljS$, 

4S0 R=O @ B=B+1 @ IF B)S THEN 960 
460 IF A THEN GOTO 480 
470 IF KEYS=" tHEN GOTO 470 
480 GOSUB 1150 
490 XO=14 @ YO=IN1(26*RND)+2 @ U=-1 @ V 

:::INT (S*RND)-2 
500 ! Find n(-?xt pointj let paddle ,.,ove 

S10 X=XO+U @ Y=YO-V 
S~:?'O GOSLJB 1100 
530 ! Did ball hit walls? 
540 IF YC2 OR Y)27 THEN V=-V @ GOTO 780 
SSO ! Did ball hit end? 
560 IF X)30 THEN LJ=-U @ R=1 @ GOTO 780 
570 ! Did ball Miss paddle? 
580 IF XCO THEN GOTO 870 
590 ! Did ball hit paddle? 
600 IF X=O AND (YO\2)=P-l AND YO\2(=P+1 

OR Y\2)=P-1 AND Y\2(=P+1) THEN GOT 
o 810 

610 ! Ball in targE)t T'ang€-)? 
620 IF X)=18 AND X(=28 AND MOD(X,2)=0 T 

HEN GOTO 6'70 
6~,0 ! MOVf? ball, qo find next point 
640 G08UB 1050 
6:> 0 GOTO ~:> 10 
660 ! Did ball hit t,H'gE:'t? 
670 I=(X-18)\2+i @ J=Y\2 
680 IF NOT l(I,J) THEN GOTO 640 
690 ! Process target hit 
700 BEEP X*40+500,.0~) &"! 1(1,.1)=::0 @ 8=8+ 

(1+3)*2 @ T=T-1 
710 U=LJ*M 
720 IF NOT RAND M(O THEN LJ=-ABS(U) 
730 GOSLJB j.OSO 
740 GOSUB j. 1. '::) 0 
7S0 IF T=O THEN 910 
760 GOTD 510 
'770 ! Pi'OCeS!;; wall or end hit 
780 X=XO @ Y=YO @ BEEP 400,.05 
7<)l0 GOTO 640 
800 ! Process paddle hit 
8iO IF V=O THEN V=V+INT(3*RND)-i 
820 U=-U @ Y=YO @ X=XO @ BEEP 600, .05 
830 IF YO\2(=P-1 AND V(O OR YO\2)=P+1 A 

ND V)O THEN V=-2*SGN(V) 

• 

• 



840 V=V+INT(3*RND)-1 @ IF ABS(V»2 THEN 
V=2*~)GN ( V) 

8S0 GOTO 640 
860 ! Process paddle Miss 
8'/0 BEEP 20,. S 
B80 PRINT AO'jCHR$(YO\2)j' , 
090 GOTO 440 
900 ! Cleared board: show bonus, score, 

resta7't 
910 PRINT ASjCHR$(XO)jCHR'(YO\2);' '; 
920 PRINT A3'jC~R$(3)j'Bonus for'j6-B;' 

balls left:';lS0*(6-B») 
930 8=9+150*(6-B) 
940 G09UB U. SO 
950 ! Out of balls if entered here 
960 IF S>H THEN H=9 
970 PRINT A3'jCHRS(S);'High:';H; 
980 PRINT A3S;CHRS(7);'Again? 'j 
990 K'::::lJPF;C1;(I<EY~li) @ IF 10) THEN K'::::"Y" 

1000 IF K$='Y' THEN PRINT 'Yes' @ GOTO 3 
10 

1010 IF KS.'N' THEN GOTO 990 
1020 PR INT C$ 

•
030 END 

.040 ! Move ball subroutine 
10S0 PRIN"T A~p)[:HR~p(X() )r~l"IH$(YO\Z~); I ') 

lObO PRINT A'jCHR$(X)jCHR'(Y\2)j'*'j 
1070 XO=X @ YO=Y 
1080 RETURN 
1090 ! Movf:J paddle subroutine 
1100 K$=UPRC'(KEY') 
1110 IF <1($::::/1 OR A AND YO\2<P) AND P)2 

fHEN P::::P-l @ PRINT AO$jCHR'(P-l)jU 
~t; j 

11~~0 IF (K$::::" OR A AND YO\2)P) AND PO 
2 THEN PRINT AO')CHR'(P-l)jDSj @ p:::: 
P+l 

lL30 RETURN 
1140 ! Show score subroutine 
1150 PRINT AS';CHRS(IS)j'Ball:';Bj' Sc 

or'e:' jSj 
1160 RETUI~N 

• 
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