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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 responsibil ity and shall 
have no liabi lity, consequential or otherwise, of any k ind 
aris ing from the use of th is program material or any part 
thereof. 
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FOOTBALL , . . , . . . . , . , .. , by Dennis Carl iss 
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Play the slot machines in las Vegas! You may choose mac hine s 
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6. BREAKOUT I , I I , , , • , • , , , • • by Ed Groth 45 

Use a ball and paddle to knock bricks out of a wall. Requires 
the HP 62163A Video Interface. 
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IPROGRAM DESCRIPTION I 

FOOTBALL 

This is pro - style footbal l . The player assumes the role of quarterback and 
defensive signal-caller for the team. The opponent ;s 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 ;s a two -minute warning before the end of each half. 
plays are left in the half at that point . At halftime, the 
cumulative statistics for their team and the opponent. 

Fi ve to seven 
player may view 

Cal l all plays by their corresponding number: 

OFFENSE Runs: 1 = Dive 

3 = Sci ssors 

5 = Sweep 

7 = Reverse 

Passes : 9 = Sideline 

11 = Roll out 

13 = I Fly I 

Kicks: 15 = Field Goal 

17 = Quick Kick 

DEFENSE 1 = 1 Pass Rush ' (4-3) 

3 = 'Short-Ydg ' 

2 = Off Tackle 

4 = Trap 

6 = Option 

8 = Oraw 

10 = Look-in 

12 = Screen 

14 = 'Post' 

16 = Punt 

2 = 'Okie' (5-2) 

4 = 'Prevent' 
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IUSER INSTRUCTIONS I 
) 

STEP INSTRUCTIONS DISPLAY INPUT 

FOOTBALL 

I Option to view play codes 00 you need a l i s t of plays?N 
[RTN] or 
Y [RtN] 

If I y I then disD lay codes 

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

3 ODDonent Your DDDonent ;s the HP-75 

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

If Dlaver wins toss: aaaa won the toss 

Option to kick or recei ve ba ll : Ki ck of Receive? K or R [RTN] 

5 Ki ckoff Get ready for the kickoff! 

5a nn yard kickoff! 

nn yard runback 
) 

6 Ba 11 is on HP-75 or aaaa Yard 

line I HP - 7~ 1 Ba 11 on aaaa nn yard 1 ; ne 

7 If Dlaver is offense: X down aaaa X to 00 

Enter offensive ol av code: Your Dlav II - Ill 1- 17 [RTN] 

Goto step 8 

7a If HP - 75 is offense : X down HP-75 X to 00 

Enter defensive nl av code : Enter defense 11 -4): 1-4 [RTN] 

8 Display plays chose n: aaaa ::: Play 

HP-75 = Play 

9 Display play results : pl ay results 

Disp l ay current yard 1 ; ne , I HP - 7~1 8al1 on aaaa nn vard 1 ; ne 

I Dossess; on, down : 

Goto step 7 

1st down nn to no ) 

10 Touchdowns. Add 6 Doi nts to IHP - 7~ 1 Touchdown 3aaa! 
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I IUSER INSTRUCTIONS I 
) 

STEP INSTRU CTIONS DISPLAY INPUT 

appropriate sacre attemDt Kickinq extra point 

extra noint lif oDod add tD 

score \ and oat a steD 5. 

11 Safetv. Add 2 noint< to 

annronriate score. 

Kirkoff from 20 v.rrl linp .nd 

I aoto sten Sa. Kickoff [HP- 7;1 from aaaa 20 vd line 

12 Penalties. If holding: HOLDING 

If offside: OFFSIDE 

I HP-7~ 1 Penalty on aaaa 

/ 12a If Dena l ty on aaaa : Pena ltv acceDted : nn yards . 

If penalty on HP-75: Accept the penalty (YIN) Y or N [RTN 

If 'V' then steD 12a 

13 At hal ftime and end of aame, 
r *** HALFTIME *** .. 1 
*** END OF GAME *** 

laive oDtion tD view statistics : View statistics? Y or N rRTN 

If 'V' then: Statistics for aaaa 

Statistics for HP-75 
. . 

14 After end-of-oame statist i cs 

laive ontian to 01 av another 

I namp: Another oame?Y [Rt~\~r N RTN 

If 'Y' then steD 4 else stop 
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I VARIABLE NAMES I 

NAME DESCRIPTION NAME DESCRIPTION 

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

58 I nd i ca te 5 safety U Constant for Y 

R2 Indicates extra point M Fudge factor fo r Y 

P8 Penalty yards 09 Defensive Dl av 

Z9 Flag to show qame over I Index and looping 

0 Counts downs W Same as 0 
Indicates team 

T Timer 0 in Dossession 

51 Plaver ' s score X Yard l ine 

52 HP - 75 1 s score Y Yards ga i ned, lost 

PI Previous play R Yards runback ) 
P Offensi ve olav P9 Extra DO; nts 

Yards gained before Indicates possession 
5 1s t down T5 in 2nd half 

Indicates - 10 yards 
E$ GI I to aoal Offensive olavs 

TI ,Z Indicates second half D$ Downs 

H9 E9 Time constants F$ Stat i stics 

FI F2 FiQure di stance to ooa 1 R$ Plav.ers team name 
He l p determine yards 

L G qa in ed or l ost fDr a play 0$ User Interaction 

E2$ De fens ive Dlavs 

) 



I 
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/ 

) 

INOTES AND REFERENCESI 

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 . De l ete 1 ines 140- 280. De l ete 1 ;nes 
5020-5190. 

Reference: "FOOTBAlL u
, HP - 85 Basic. Hewlett-Packard. 

5 
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IPROGRAM LISTING I 

10 FOOTBALL 
20 
30 Revision 11/01/82 
40 
SO DELAY 3 
60 RANDOMIZE 
70 IN1EGER H(lS),S8,R2,PB,L9,D,T,Sl,S2 

,P l,P ,S, Gl , Tl,Z 
8 0 INTEGER H9,E9,R,Fl ,L, G,D9,I,W 
90 INTEGER L(lS),G(lS) 

tOO DIH E$[lB7 1)D$[12J ,F$ [SSl,R$(101,Q$ 
[41,E2 $ [ S2 1 

110 DEF FNF (X) = SIN(PI*R ND) 

120 DISP "rAB(12)j'FOOTBALL' 
130 SB,R2,P8,Z9,D, T,Sl,S2,Pl, P ,S,Gl,Tl, 

Z=O 
15 0 ~OR 1=1 TO IS 
160 B(I>=O 
170 NEXT I 
180 RESTORE 
190 FOR 1"1 TO S 
2 00 READ FI[11*1-10,11*11 
210 NEXT I 
220 DATA POIN1 S,FIRST DOWNS,YDS-RUSH,YD 

S-PASS, YDS-PENALTY 
24 0 ON ~RROR GOTD 25 0 
250 INPUT 'Do you need a l ist of plays? 

',' N 'j Q$ 
260 Q$=UPRC$(QS [l,l] ) ~ IF Q$i'Y' AND Q 

$t'N' THEN 250 
270 OFF ERROR 
280 IF Q<.t.='y' lHEN GO~1Ur( S020 
290 ON ~RROR GOTD 300 
300 INPUT 'NaMe of your t eaM?',CHR$(9S) 

; R$ 
310 IF R$=CHR$(9S) THEN 300 
320 IF LEN(R$»10 THEN R$=UPRC$(R$[1,10 

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

350 DISP 
360 FOR 1=1 TO 17 
370 READ E$[11*I-l0,11*I] 
380 NEXT I 
390 DAl A DIVl:. ,OFF TACKLE. ~SC I SSORS I TRAP 
400 DA1A 5WEE.P,OP1ION,REVERSE/DRAW~SIDE 

LINE 
410 DATA LOOK -IN,ROLLDUl ,SCkEEN,FLY,POS 

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

-F unction for genera t ing randOM 
nUMber 

) 

) 

• 

) 
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IPROGRAM LISTING I 

450 NEXT I 
460 DATA PR,OKIE,5HORl YARDAGEJPREVENT 
4711 FOR 1=1 TO 4 
480 READ DS[I*3-2,1*31 
490 N£XT I 
sao DATA 'lst','2nd','3rd'}'4th' 
510 FOR 1=1 TO 14 
520 READ L(I),G(I) 
5;10 NEXT I 
540 DA1A 2,7,3,10,S,lS,S,20,3,10,7,lS,9 

}2S 
5~;"O 

SbO 
570 
580 
590 
600 

610 
620 
6311 
640 
650 
660 
6711 
680 
690 
7011 
71 II 
720 
no 
740 
750 
p/60 
770 
780 
790 
800 
810 
f:120 

~1:l 0 
840 
8S0 
8bO 
870 
880 
nrlo 
900 
ry 1 0 
t?20 
930 

DATA S, 1 S ,5, 10 , S, ill, 7 , 15, 1 I) ,211 ,10 ,5 
0,10,40 
H9:=2S 
E9=511 
TS,Q~1-2*IP(RND*2) 
IF Q)O THEN 620 
DISP 'I won th e toss and will recei 
ve. ' 
GOTO 690 
DISP RSi' won the toss.' 
ON ERROR GOTD 640 
DlSf' CHR$(203);'icl< or ';CHra(2tO); 
INPUT 'ec:eive? I ,CHR1-'(9S) ;Q$ 
QI=UPRCIIQI11,1l) 
OFF ERROR 
ON POS('KR' ,Q$)+1 GOlO 630,710,690 
Q=-Q 
IF Z9)0 THEN 4920 
X=S O- iOIQ 
DISP 'Get r'eady for the ki ckoff!! I 

FOR N=:\. TO 20 
Y-30+IP(40IFNFI1» 
BE~P ~ BEEP @ BEEP 
DISP Y;'yard kickoff!' 
X=X+Q*Y 
IF Q=1 THEN 810 
IF X)O THEN 9 00 
GOTD 820 
IF XliOO THEN 900 
DISP TAB(6)j' * * * TOUCHBACK * * *' 

I1=1I 
IF P:tiS THEN 870 
X=X-·Q*Y 
IF ABS(SO-X) (30 THEN 880 
X=SO+30*Q 
Q=-Q 
GOTO 950 
IF P)14 THEN 920 
R~:rP(40*FNFI1» 

Q=--Q 
I1ISP Rj'yar'd rlJnbi~c:k. ' 

-Yardage lo ss /gain dat a for 
offensivf? play s 

-Touchback- ball will be 
br'ought out to the 20 Y<-lr'd 
line 

7 
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IPROGRAM LISTING I 

940 X='X+tl*R 
950 R,Pl::::0 
(760 GOSUB 980 
970 GOTD 1030 
980 IF X)SO THEN 1010 
990 DISP 'Ball on 'iR~~iXi'yd line' 

1000 GOTD 1020 
1010 DISP 'Bi.~ll on HP-7S' jABS(X*-iOO) i 'yd 

line' 
1020 RETURN 
1030 D::DH 
1040 GOT a 1090 
1050 Fl=ABS(X-(Q+l)/2*100) 

1060 RETURN 
1070 F2=ABS(X-(Q-11/2*1001 
1080 RETURN 
1090 IF Oil THEN 1200 
1100 IF P8~O THEN 1120 
1110 8=0 
1120 G(JSUl~ 1050 
1130 IF Fl(-10 THEN 1190 
1140 IF 0--1 THEN 1170 
lisa DISf' 'tst down 'jRti' 'jAI1SCiO--S)j' 

"to go' 
H60 elJTu 1230 
1170 DISf' 'j.st down HP-'IS 'jABSU.O-S)j't 

() go' 
1180 em 0 1:,30 
H 90 Gl=l 
1200 DISP D$[D*3-2, D*3];' down 'i. 
1;.~10 IF (')=-1 lHEN VISP 'HP-7S I JELSE DIS 

PI~t'i"i 
i;':!~::O IF G:t<=o lHEN DISP AlIS(iO-S)j't() go 

I ELSE DISP goal to go' 
1230 F'f:l=O 
t240 pt=p @ p:::() 
1250 GOSUB 4440 
1260 IF Z)O THEN 4340 
1280 IF [J}O THEN 1640 
j.~~90 COlO 2?60 
1300 IF U}l THEN 1330 

1310 P=i+IP(3.S*RND>*4 
L'520 GOTO 1.720 
1330 IF D)2 THEN 1420 
1340 IF ABS(10-S)}3 THEN 1370 
1350 IF Pi)12 THEN 1310 
1355 P""1+IP(S*RND) 
1360 GOTO 17~:~O 
1370 IF P)12 THEN 1310 
1380 IF PllS THEN 1410 
:\.390 P=P+i 
1400 GOTD H20 

-Aid in deterMining distances 
to 9()als 

-Begin analyzing defense 
(playm') to cho()~,;e ()ff(;~ns(~' 

) 

) 

) 
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1410 
1420 
14 3 0 
1440 
1450 
1460 
14 70 
1480 
1490 
l S0 0 
lS10 
1 S~? 0 
1,30 
1':.40 
1550 
lS60 
1,70 
iSBO 
iS90 
1600 
1610 
162 0 
if ... 3 0 
1640 

) 1650 

1660 
1670 
1~8 0 
1690 
1700 
11'10 
1720 

1130 
17 40 
1 750 
1760 
j.770 
1780 
1790 
1800 
1810 
1820 
1H30 
H140 

1 135 0 
1860 

/87 0 
H~80 

1 B9 0 

1900 

IPROGRAM LISTING I 

ON I P(2*RND)+1 GOTD 1310,1390 
IF D}3 THEN 1540 
IF ABS(10 -S)}3 THEN 1460 
P ~ 1 +4*lP(2*RND)+IP(2*RND) 
GOTD 172 0 
IF ABS(10 -S )}6 THEN 148 0 
GOTO 1:190 
IF ADS (1 0- S)}1 1 THEN 1510 
P:::: P+l 
GOl 0 1:19 0 
IF ABS(10 - S)(25 THEN 1350 
P=l'7 
GOl U 172 0 
GOSUI' 1050 
I F fl) 40 lHEN 1620 
IF ABS(1 0 - S)}3 THEN 158 0 
GOTO 1440 
GOSUr< 1050 
IF fl) 25 THEN 1620 
P= lS 
GOTD 1720 
P=16 
GOTO 172 0 
ON ~RROR GOlD 1650 
I NPUT 'Your p lay (1 - 17) :',CHR$(9S)j 
P 
I F P } 17 THEN 1700 
IF P <1 [HEN 1'/00 
OFF ERROR 
GOTD 1720 
DISP ' Try aga i n . I 

COTO l640 
IF Q:: i TH EN DISP R!\;j': I JELS E DISP 
'HP-7S , I j 

DISP ES[P*11 -1 0 , P*lil 
IF P (15 THEN 1760 
ON P- 14 GOTa 1 8 00 ,2 040,2 100 
L=LrP) 
G=G(P) 
IF fJ,< 0 THEN 23~:~S 
GOTO ;~ 160 

I FIELD GO AL ROUTINE . 
Y= IP(FNF(1)*50) 
GOSUT< 1050 
I F Y>.6* Fl THEN 18 60 
HEt:.P I? J):r.SP 
ed !!!' 
COTD 1 \'3 11 
X=X+(l*Y 

Field goal i s block 

IF Y(Fl+10 THEN 192 0 
IF .OS+10/F l (RND THEN 192 0 
BE~P e DI SP lAB(6) j'Field go~l i s g 
o () d !!! ' 
P9=3 

-P J,ayer i s of f ense - Mu st enter 
pl"lY nIlM~H~r 

9 
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IPROGRAM LISTING I 

1 9 10 GOTD 4200 
192 1l lIEH' @ DISP lAB(7) i ' FiE~ld goal fai l 

ed. ' 
193 0 D,S=O 
1940 GOSUB 10S0 
19S0 IF Y}Fl THEN 820 
1960 R=IP(FNF(I)*Y ) 
IS'70 GOTO 2 1S 0 
1980 IF RN D) .2 THEN 2 02 0 
1990 DIS~ TAB( 7)j' l xt ra point f ail e d .' 
20 00 P9=O 
2010 GOTD 4340 
2020 DISP TAB(6)i'~xt ra point i s good!! 

! ' 
2030 GO TO 4 190 
2040 ! 
2 0S0 Y=2 0+I P(30*FNF(I» 
2060 DI SP Yj'yard p unt.' 
2 070 X=X+Q*Y 
2080 R=IP(3S*FNF(I}) 
2 090 GOTD 2150 
21 00 ! 
2110 V=3 0+IP(20*FNFC1» 
2120 DISP Yi'ya r d ki c k . ' 
2 130 X~: X+Q*Y 

21 40 R- IP(10 *FNF( I» 
21S 0 GOTO 3040 
2160 IF Q(O TH EN 226 0 
2170 GOS UB 10 S0 
218 0 IF ri}2 0 THEN 2210 
219 0 D9=3 
22 00 GOTD 230 0 
221 0 IF (D=2 OR D=3) AND 10-5>5 lHEN U9 = 

4 ELSE D9 =i+IP( 2*R ND) 
2230 G01 a 23 0 () 
2260 ON ER ROR GO l D 2270 
2270 INPUT 'En ter defen se (1-4):',CHR$(9 

5) jD9 
2280 IF D9)4 OR D9( 1 THEN 2270 
229 0 OFF ER ROR 
2,,00 I F Q=-1 lH EN VI SP R$;'. ';ELSE DIS? 

' HP-7S: 'j 

2320 DI SP E2$[D9*13-12)D9*13] 
2325 IF P$O THEN 2340 
2330 IF Q--l THEN 13 00 
2340 IF P )8 THEN 2470 
2350 IF P}4 THE N 237 0 
2360 ON f GOl a 2470 , 2380 , 24 00}2400 
2370 ON P-4 GOTD 2380,2420}242 0 ,2440 
2380 I F Pi*i TH EN 247 0 
2390 GOTO 245 0 
24 0 0 IF Pi$2 THEN 247 0 
2 4:1.0 GOTD :?'450 
242 0 IF PitS lHEN 2470 

- Pu n ts 

-Ki ckoffs 

-Choose defense for 75. If 2 nd 
or 3d w/)S to g o PREVENT 

-P layer i s defense 

) 

) 



IPROGRAM LISTING I 
) 
2430 GOlD 2450 
2440 IF Pl*9 THEN 2470 
2450 U=1 
2460 GOlD 24BO 
2470 U=1. 2S 
2480 IF lJ9tt THEN 2510 
2485 IF D9tl THEN 2510 
2490 IF P>S THEN 2630 
2S00 ON P GOlD 2650,2630,2610,2630,2650 
2S10 IF lJ9~2 THEN 2540 
2S20 IF P)S THEN 2630 
2S30 ON P GOlD 2b30,2630,2610,2630,26S0 
2S4Q IF D9$3 THEN 2580 
2SS0 IF P)S THEN 2570 
2S60 ON P GOlD 2650/2650,2630,2630,2650 
2S70 IF P#9 THEN 2630 
2S80 IF P(i3 THEN 2600 
Z~S90 GOlD 2650 
2600 IF Pt8 THEN 2630 
2610 M=i . 25 
2620 GOlD 2660 
~~630 M=i 
2640 GOTO 2660 
(.~6S0 M=. 8 
2&60 Y=IP(CG*RND-L*RND)*(U*M» 

..12670 IF f<2:D:O THEN 4130 
2680 IF RND< . 98 THEN 2720 
~~b90 eOSllE 1050 
2'700 Y=Fi+l 
27iO COTO 3630 
2720 IF Pl8 THEN 2900 
2730 IF RND( .93 THEN 3070 

2740 Y=IPI .SIFNFI1I.YI 
2'lSO DISP 'FUMble after'; 
2760 IF Y(O THEN 2790 
2770 OISP Yi'yard gain.' 
2'1FJO GOTO ?830 
2790 IF YIO THEN 2820 
2800 DISP , no gain.' 
21310 GDTO 2830 
28~~0 
~~830 

2840 
21350 
2B60 
21370 
:':~880 

2890 
~90 0 
,!;9l0 

DISP ABSCY)l'yard loss.' 
IF 1-'IP(~~*RND):::::O THEN 2860 

27' ;~O 

2S'30 
2S'40 

DISP FUMble recovered f' 
GD fa 3070 
VIS? ' 
X=X+f,I*Y 

FUMbl(:! lost !' 

Q"'·-Il 
GOlO 4280 
IF RND( .07 THEN 3010 
IF Y)O THEN 2940 
DISP ' QB tackled fOl" i 
GOTO 3630 
IF ABSCRND-.S)( . 23 THEN 3630 

-DeterMine yardage 

-DeterMine chances of fUMble 
for r'unnj.ng plays 

-DeterMine outcoMe of fUMb l e 

11 
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IPROGRAM LISTINGI 

2950 IF IPCRND*2) =O THEN 2980 
2960 DISP Batted down,' 
297() GOTO 2990 
2980 DISP InCOMplete,' 
2990 Y=O 
3000 GOTO 3070 
3010 DI S P * * * INTERCEPT ION * * *' 
3020 X=X+Q*V 
3030 R=I PI15IFNFll» 
3 040 P=18 
~~OSO D,StGi=O 
30bO GOTO 3630 
3070 IF ABS CRND-.S». 04 THEN 3630 
3080 P8=1 
30'10 GOTO 3750 
3100 IF IPI2IRND)=0 THEN 3 170 
3110 W=- 1 
3120 IF IP<2*RND )=O THEN 3150 
31 :10 P8=15 
3140 GOTO 3 190 
3 150 P8=S 
3160 GOTD 3210 
:3170 W=1 
3180 GOTO 3120 
3190 DISP HOLDING' 
3200 GOTD 3220 
3210 DISP OFFSIDE' 
322 0 DI S f' 'Penalty on 1 
3230 IF W=1 THEN DISP R.,'.' ELSE DIS? ' 

Hf'- 7S . ' 
3240 IF WIO THEN 3400 
3250 IF Qeo THEN 3350 
3260 IF P8=15 THEN 328 0 
3270 IF VCO THEN 3370 
3280 COSUE! 3470 
3290 Y=P8*W 
330 0 DISP 'Penalty accepted: I ;P8;'yards 

3310 D=D-l 
3320 X=X-t·Q*Y 
3330 BI14-W)=BI14-WI+P8 
3:~40 GOTO 4240 
3350 IF S+Y}ABSC10-S) THEN 3370 
3:~6 0 GOTO :3;.~80 

3:1'70 P8=0 
3380 GOTO 3630 
3390 IF W) O THEN 3260 
3400 ON ERROR GOTO 341 0 
3410 INPUT ' Ac cep t the penalty (Y/N)',CH 

R$ C951 ,Q$ 
3420 QS=UPRC$(Qlll,111 
3 430 I F QI='N' THEN 337 0 
3440 IF Wlt'V' THEN 3410 
;1450 OFF ERROR 

-·Passi n g err'ors 

-Penaltir! 5 ) 

• 

, 

) 



IPROGRAM LISTING I 
) 

3460 GOTO 3280 
3470 IF Q)O lHEN 357 0 
3480 IF WID THEN 3530 
34~ 0 GOSUl' 1070 
3S00 IF 2*P8<F2 THEN 3620 
3S10 P8=IP(F2/2) 
3S~·!O GOTD 36~~O 

3S30 GOSI.IB 1050 
3S4 0 IF 2*PB<Fl THEN 3620 
3S50 P8=IP(F1/2) 
:IS60 GOTO 3620 
3S70 IF WIO THEN 3600 
:1580 W=l 
3590 GOTD 3530 
3600 W=-l 
3610 GOTO 3490 
3620 RETURN 
3630 IF P I14 THEN 3720 
3640 x=x+I<n 
3650 GOSUB 4650 
3660 IF QIO THEN 3700 
3670 IF X(l THEN 3930 
3680 IF XI99 THEN 3850 
3690 GOTD 3720 

/ 3700 IF XI99 THEN 3930 
3'l10 IF X(l THEN 3930 
3720 IF P>i4 THEN 4310 
3730 IF R=O THEN 3750 
3740 GOTD 930 
3'l50 IF Y(=O THEN 3790 
3/70 DISP Yi~yard gain. 
3'lBO GOTD 3830 
3790 IF Y*O THEN 3B20 
3800 DISP , No gain.' 
381 0 GOTD 3830 
3820 DISP ABS(Y) i' yard lo ss.' 
3830 IF P810 THEN 3100 
38 4 0 GOlD 4 240 
3850 DISP 'Safety va " 
3860 IF Q=l THEN VISP R$,'.' ELSE DISP , 

HP -75. 
3870 
3EI8 0 
31390 
3900 
3910 
3';'20 
3930 
3 1140 

i:J95 0 
:l960 
:~Ino 

:~t;'BO 

P9:::2 
Q'~-Q 

S8=1 
COSU£< 4590 
Q=-Q 
GOTO 4340 
DlSf-' ' Touchclown 'i 
IF Q=l THEN UISP R$i'!' ELSE 
HP-7S !' 
P9=6 
GOSUB 4590 
IF QIO THEN 4030 
IF 52+ 1=Sl lH[N 1980 

DISP I 

-Safety 

13 
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IPROGRAM LISTING I 

3~90 IF 52+2=51 THEN 4010 
4000 COlO 1980 
4010 P=4 
4020 GOTD 4100 
4030 DISF' ; Kicking extra point.' 
4040 GOlD 1980 
40S0 ON ERROR GOTD 4060 
4060 INPUT 'Enter play (1-14):'JCHR$(9S) 

; P 
4070 IF P)14 OR P(1 lHEN 4060 
4080 OFF ERROR 
4090 IF P)i2 THEN 4220 
4100 R2=1 
4110 D9=2 
4120 GOTD 2340 
4130 R2=0 
4140 IF V<4.1 THEN 4220 
4150 P9=2 
4160 DISP' Extra point is good ~! I 

4170 GOS UB 4S90 
4180 GOlD 4340 
4190 P9=1 
4200 GD5U[l 4590 
4210 COlO 4340 
4220 DISP I txtra point atteMpt failed . 

4230 GOlfJ 4340 
4240 S=S+Y 
4250 I F S}9 THEN 4280 
4260 I F U<4 TH EN 4310 
4270 Q=-Q 
4280 D,S,Gl=O 
4290 IF P)14 THEN 4310 
4300 B( S +Q)=BCS+Q)+l 
4~1 0 I F P=18 lHEN 780 
4320 GOSUB 980 
4330 GOlD 1030 
4340 DIST-' R$ j':';Sl;' HP - 75:'iS2 
4350 D,S,Z}Pl,Gl,P,P9=O 
4~60 I F 58*0 1 HEN 4390 
4370 Q=-Q 
4380 GOlO 690 
4390 X=50 ·--30*Q 
4400 DI SP 'I<ickoff froM'i 
4410 IF Q=1 lHEN DISP R$i' 20 ya rd' ELSE 

DISP 'HP-7S 2 0 y ar d' 
4420 58=0 
4430 GOlO 740 
4440 T=T+1 
4450 IF l=H9-5 THEN 4540 
4460 I F 1 =E9-5 lHEN 4540 
4470 IF 11H9 THEN 4490 
44[<0 GOTO 4580 
4490 IF 11)0 THEN 4 560 

-Scoreboar'cl 

) 

) 

) 



IPROGRAM LISTING I 
) 

4500 IF RND( ,35 THEN 45BO 
4510 GOSUB 4700 
4520 Q=T5 
4530 GOTO 4340 
4540 BE~P e DISP ') ) ) TWO-MINUTE WARNI 

NG ( ( (' 
4S~;O GOTD 4580 
4S60 IF 1(E9 THEN 45BO 
4S70 IF RND>.S THEN 4720 
4SS0 RETURN 
4590 B(2+Q)~B(2+Q)+P9 
4600 IF Q)O THEN'4630 
4610 S2:::S2+P9 
4620 GOlO 4640 
46:311 SI=SHP9 
4640 RETURN 
4650 IF P)B THEN 46BO 
4660 B(8+Q)=B(B+Q)+Y 
4670 GOTO 4690 
4680 B(II+Q)=B(ll+Q)+Y 
4690 RETURN 
4700 DISP * * * HALFTIME * * *' 
4710 GOTO 4740 
4720 DISP' * * * END OF GAME * * *' 

/ 4730 Z9=1 
4740 ON ERROR GOTO 4750 
4750 INPUT 'View statistics?' j Q$ @ Q$=U 

PRC$(QI [1,1]) 
4760 OFF ERROR 
4770 IF QI-'Y' THEN 48110 
4780 IF Q','N' THEN 4750 
4790 GIJTO 41l'10 
4800 DISP 'STATISTICS FOR ' iRS 
4810 IMAGE 11A,3X,4D 
4820 FOR 1=0 TO 4 
4B30 DISP USING 4810 i F$[(1+U*11-tO,<I 

+ 1) *11],8(3+1*3) 
4840 NEXT I 
4850 DISP 'SlATISTICS FOR HP-7S' 
4860 FOR 1=0 TO 4 
4870 DISf' USING 4810 j F$[(l+1)*11 - 10,<I 

+1)*111,B(1+I*3) 
4880 NEXT I 
41390 Z,T1=1 
4900 T=H9 
4910 RETURN 
4920 ON £ORR DR GOTO 4930 
4930 INPUT 'Anot her gaMe?'J'Y'jQ$ 
4940 QI=UPRC$(Q$[1,11) 
~9S0 OFF ERROR 
4960 IF QI='N' THEN 5010 
4970 IF Q$I'Y' THEN 4920 
4980 Z9)D)TJS1)S2JPi,P)SIGi)T 1,Z ~ O 
4 995 FOR 1=1 10 1S ~ B(l) ~O ~ NEXT I 

- Statistics review for halftiMe 
and (~nd (If' gaMf~ 

15 
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IPROGRAM LISTING I 

5000 GOlD 56 0 
50 10 STOP 
S020 
5030 DISP 'Call p lays a s follo ws 
S()40 DIS? * * * RUNS * * *' snso DISf' , 1 :.-: DIVE.' @ DISP '2 - OFF TAC 

I(LE' 
S060 DIS? '3 - SCISSORS' e DISP '4 = TRA 

P' 
5070 DIS? 's = SWE!cP' e DISP '6 = OPTION 

S()80 DISP '7 = REVERSE' e DISP '8 = DRAW 

S090 DISP * * * PASSES * * *' 5 100 DIS P '9 = SIDELINE' e DISP , 10 = LO 
OK-IN' 

S110 DIS? '11 = ROLLOUT' e DISP 'j.2 = SC 
IlEEN' 

5j.20 DISP "13 .. 'FLY' " @ DISP "14 ..• 'POS 
r I " 

S130 DISP , 
* * * KICKS * * *' S140 DISP '1S = FI!cLD GOAL' e DISP '16 = 

PUNT ' 
S150 DISP '17 = QUICK I<I CK' 
5160 DISP 'Call defenses as follows 
5170 DISP "1 :=: 'PR' (4" '3) " (P. DISP "2 -

OKI£' (5-"2 )" 
S180 DISP "3 = 'SHORT YARDAGE' " e DIS? " 

4 = ' PR EVENT' " 
S190 RETURN 

-K ey to plays 

) 

) 

) 
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IPROGRAM DESCRIPTION I 

GOLF 

This game ;s 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 cl ub list below). 

Oistances for each 
3, 4 or 5 strokes . 
traps and water. 

hole range from 180 yards to 560 yards, with pars of 
Par for the course ;s 72. Hazards include trees. sand-

To begin the game the player must enter his handicap (0-30) and i ndicate 
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 i s 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 (>O). 
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 I ron 16 ) 6 Iron 22) 2 I ron 26) 6 Iron 
2) 2 Wood 13) 3 Iron 17) 7 Iron 23) 3 I ron 27) 7 Iron 
3) 3 Wood 14) 4 Iron 18) 8 I ron 24) 4 Iron 28) 8 I ron 

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

17 
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IUSER INSTRUCTIONS I 
) 

STEP INSTRUCTI ONS DISPLAY INPUT 

WELCOME TO THE GOLF COURSE 

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

2 Enter worst difficu l ty at golf Choose your worst difficulty ... 
Hook,S l ice.Oist. ,Trap or Putt? 

H,S,O,!, 
or P [RTN] 

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

Oi stance 361 yards PAR 4 

On ri ght ;s adjacent fa; rway 

On 1 eft ; 5 rough 

What club do YOU want? 
1-3,12- 19,or 

4 Enter c1 ub: woods 1-3, 22 -29 [RTN] 

i rans 12 - ] 9, 

or if partial swing 22- 29: Percent of full swing (1 - 99)1 1- 99 [RTN] 
) 

5 If ball landed on green 

then step 6 

5a Displav fliqht and di stance 

of ball and new location e.q.: You sl iced 

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

Ball is 11 yards off l i ne ... 
... in adjacent fairway 

Goto step 4 

6 Ball on green On green # feet from pin 

7 Enter strengt h of putt Putt potency number? p [RTN] 

must be greater than 0 

7a If ball went in ho l e then 

steo 8 el se Passed bv cuo 
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IUSER INSTRUCTIONS I 

STEP INSTRUCTIONS DISPLAY Ir.lPUT 

Gato step 6 

8 You holed it!!! 

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

tota 1 stro kes so far: 

IF PAR: A Par. Nice Qo inq! 

if PAR - 1 : A Birdie . Very good! 

if PAR - 2: An Eaal e! Excellent!! ! 

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

9 To conti nue game gato step 3 

for next hole and new condi -

tions. If hol e 18 has been 

lolaved then ooto steo 10. 

10 Oisolav total score: Total ,rorp for lR holp, we< ## 

if PAR: Par game! 

if <PAR: ## under par ! !! 

if >PAR: ## over Dar 

11 Dation to olav aaain: Would vou like to olav aaain?Y [RI~l~r N RTN 

) 
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I VARIABLE NAMES I 

NAME DESCRIPTION NAME DESCRIPTION 

L(l) Location of ball T Di fficulty at golf 
Terrain on rlgnt Sloe 

Li21 of fairway T5 Total par for course 

L(3) 
Terrain on lett side 

Z 
I~d,cates use 

of fa; rway of subroutine 
Percent of fu I I 

W sw; ng on ; rans H Handicap 
Score on a particular Aid 1n determ1n1ng 

51 hole Q dubbed shot 
Index for terrain 

52 Accumulated score X subroutine 

F Number of hole J Determines penalty stroke 

0 Distance from tee to hole K Counts putts 
Random number used to tind 

P Par for a hole N probability of getting 

02 Current distance to hole 
out of trap 

01 Distance of shot B( ) Temp. storage for 0 

0 Yards off line I Putt strength 

C Club number T$ Golf difficulty 

Q$ User interaction 

INOTES AND REFERENCESI 

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

580 if C>=1 and C<=29 then 600 
630! 
Delete 2220-2490 

Reference: 1. uGOLF". HP - 85, Hewlett-Packard. 

J 

) 

I 
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IPROGRAM LISTING I 

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

,D,P, D2 , Dl ,C,T, TS 
S O 1<r~_ AL N,()/W,l 
60 DIM 1$[ 4], 0 $[ 4] 
70 RANDOMIZE 
130 DELAY 2.5 
90 DIS?' WEL CO MEo TO IHE GOLF COURSE. 

100 X=3 I N=.8 IF-I 
110 !31,S2, TS "-' O 
120 ON EoRROR GOlD 130 
130 INP UT 'What is your handicap?';H 
140 IF H)30 OR HeO THEN 130 
I SO ON EoRROR GOlD 170 
160 DIS? 'Choose your worst difficulty. , 
170 DISP CHR$( 200)j'ook 'iCHR $(211)j'li 

ce 'j CHR$(196) j'ist . 'jCHR$(212)j'r 
ap or I jCHR~~( 2 0 B) j 

180 INP UT 'tJtt'?',CHR1i(9S) .> TS 
190 TI-UPRC$(l$[I,I]) 
2 00 ON POS('HSDTP' , T$)+1 GOl D 170,210 , 2 

20,230,240,250 
210 1=1 e Gala 260 
220 1 =2 @ GOlD 26 0 
230 1 =3 e Goro 260 
240 1-4 e GOlD 260 
250 T=5 
26 0 OFF ERROR 
;~7 0 I 

28 0 J,Q)K,L(l)~O 
~:.~9 0 
300 
~10 

315 
320 

3:~O 

:340 
350 
360 
37 0 
380 
390 
400 
410 
420 
4 ;30 
4 50 
4 SS 

IF r -I IHEN 4 6 0 
DISf' 'SCOf'e on hol e' iF-i, 'was' ;51 ;T 
AB( 29) ,52 
ON EoRROR GOTO 330 
ON P-Si+3 GOTO 450 , 4 50 , 350 , 370 , 39 0 

DISP 'Keep your hea d down.' 
GenO 450 
DISP 'A Par'. Nic€~ goi.ng!' 
GO Te) 4 5 0 
DISP 'A Bi rdi e. Very good!!' 
GOT O 450 
IF P~3 THEN 420 
DISP 'An cagle! Excellen t !! ! ' 
GOlD 4 5 0 
DISP * * * A HOLE IN ONE * * *' 
BE~P @ BEEP @ BE EP @ BEEP 
OFF ERR OR 
IF ~ = i9 THEN i970 

- PGA rules - ha ndi cap 0-30 

- DeterMine s cO Mp arat ive skil l 
on hol(,;~ 

-Check for end of gaMe 

21 
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IPROGRAM LISTING I 

460 51=0 
470 IF 81-0 THEN 1800 
480 IF Lll)ll THEN 1330 
490 X-I 
SOD IF LII))S THEN 1370 
S10 DISP 'Shot went' jDti'yards. 
520 DISP D2;'yards frOM the hole.' 
530 DISP 'Dall is';IPCfj);'yards off lin 

540 Z-1 
SSO GOSUE! 2060 
560 ON ERROR GOTO 570 
570 IN~UT 'What club do you want?'jC 
580 IF ell OR C)29 THEN GOSUB 2220 ~L5E 

600 
S{ID GOTD 560 
600 OFF ERROR 
610 IF C)3 THEN 650 
620 IF LII)IS OR C-14 OR C-23 THEN 680 
6;;0 G05UB :.,220 
640 GOTD 560 
650 IF C<i2 THEN 630 
660 C-C-6 
670 GOTD 6~~O 
680 Sl=Sl+1 
690 W=i 
700 IF C)13 THEN 1010 
710 IF F/3-IPIF/3) THEN 970 
720 IF CI4 THEN 740 
730 GOlD 750 
740 IF L(1) =2 THEN 830 
750 IF 51(7 THEN 860 
760 D1=IP«30-H)*2.S+187-«30-H)*.2S+1S 

>*C/2+2S*RND) 
770 lJl-IPIDI*W) 
780 IF 1 =2 THEN 1350 
790 O=RND/.8*C2*H+16)*ABSCTANCD1*.003S) 

) 

800 D2=IPCSQRCO A 2+ABS(D-Dl)A2» 
810 IF 0 -011 0 THEN 880 
820 GOlO 900 
(130 DISf.J 'Yoll clubb€~d it. 
D40 DI-35 
BSa GOTO "790 
860 IF D<200 THEN 1480 
B70 GOlD 760 
880 IF U2<20 THEN 900 
890 DISP 'Too Much club ... passed the ho 

1 E) . I 

900 B=D 
(110 
920 
930 
'140 

D::.:D~~ 

IF D2 )27 
IF 1)2 > ;.:.~ 0 
IF 1)2> .s 

THEN 1150 
THEN 1.280 
THEN 13()0 

-DeterMine penalty shot 

-Check for legal club selection 

) 

) 

\ 
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(,S O 
96 0 
97 0 

9BO 
990 

1000 
1010 
1020 

1030 
1 0 40 
iO SO 
lObO 
1 070 
lOBO 
1090 
1100 
1110 

1120 
1130 
j 140 
1150 
1160 
1170 

1180 
11 90 
l;;~OO 

1 ::.~ 1 () 
i~:~20 

1230 
124 0 
12S0 
1260 
1270 
i~~80 

1290 
130 0 
1310 
13~~O 
1330 
1340 
1350 
1360 
1370 
1380 

) 1390 
1400 

1410 

L( 1)=9 
GOTO 1690 

IPROGRAM LISTING I 

I F (72+( H+l)/.8S)/18<S2+Q+l0*(F-l)/ 
18 THEN 72 0 
Q=Q+1. 
IF Sl/ZtIP(Sl/2) THEN 1100 
GO TO B30 
ON ERROR GOTO 1020 
INPUT 'Pr",r'cen-t of full swint) (1 - 99) 
: ' ; W 
W~W/l00 

IF WI-O OR ~ )=1 THEN 1020 
OFF ERIWR 
I F L(1)=S THEN 1470 
IF [;=\4 THEN 750 
C=C- l 0 
GOTO 750 
IF \)195 THEN B30 
DISP 'Eliill hit "fref? . . Wf.~nt into r Oil 
g h ' 
DISP D-7Si' yard s froM hole. 
D=D-75 
GO TO 570 
IF 01 30 OR JIO THEN 1330 
IF 1) 0 THEN 1220 
IF (S2+1)/15= IP«S2+i)/1S) THEN 123 
o 
DISP 'You hooked 'i 
L( 11 =L( 3 I 
IF 0)45 THEN 1260 ELSE DISP 
GOTD 470 
I F (S2+U/1S::::1P«S;~+1)/lS) lHEN 118 
o 
l.lIS F' 'You sliced 
LC1I=L(2) 
GOTO 1200 
l.lISP 'b~1dly. 

GOT(J 470 
L( 11 =5 
GOTO 470 
L( 1)=8 
D2=IP(D2*3) 
GOTD 1560 
L<1I=1 
GOTO 470 
Di=IP 1 . B5*Dl) 
GOTO 790 
IF L ll»6 THEN 1450 
DISP 'Your shot went into the water 

51=51+1 
DISP 'Penalty stroke assessed, 'eD 
ISP ' Hit frill., pr(:~vio u s location,' 
Jc.:: J +1. 

23 
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IPROGRAM LISTING I 

1420 L(1)=1 
1430 D=l< 
j.440 GOTO 560 
1450 DISP 'Your shot went out of bounds. , 
1460 GDTU 1:390 
1470 
1480 D2-1+3IIP(SO/(40-H)*RND) 
1490 GOTO 1560 
ISOO IF RND)N THEN 1540 
iSl0 N::N* .2 
1520 DISP 'Shot dubbed ... stil1 in trap,' 
1530 GOTO 560 
1540 N= . 8 
1'050 GOTO 1480 
1560 DISP 'On gl"een'jD2,'feE':"t fr'OM pin.' 
1'070 ON ~RROR GOTO 1580 
15BO INPUT 'Putt potency nUMber?';! 
1 S90 OFF ERI~OR 

1600 IF 1(=0 THEN 1570 
16iO 51=51+1 
1620 IF 51+1-P>H*.072+2 THEN 1690 
1630 IF K)2 THEN 1690 
1640 I(=K+I 
j.6S0 IF 1=4 THEN 1750 
1660 D2=~2-J*(4+2*RND)+1.5 
1670 IF D2(-2 THEN 1770 
1680 IF D2>2 THEN 1720 
1690 DISP 'You holed it!! l' 
1700 F=F+l 
1,71.0 GOlD 2(](1 
1720 VISP 'Putt short. I 

1730 D2::;IP(D;'.~) 

1740 GOlD 1S60 
1750 D2=D2-I*C4+RND)+1 
1760 GOTO 1670 
1770 DISP 'Passed by cup . 
l'lBO D2="-1)2 
1790 GOTO 1730 
1800 READ D,P,L(2),L(3) 

1810 IF F-I)18 THEN 1970 
1.820 TS=TS+P 
1830 DISP 'You are on tee of hole'jF 
1.840 DISP 'Distance' jD.;' yards PAR' ;P 
H;SO DISP '[)n right is 
1.860 Z'''O 
Hl70 X=2 
1.880 COSUB ~~060 

1.8(;0 DISP 'On left i~> 

t900 X=3 
t 7'1 n eOSUE 2060 
j.no DISP 
t '-130 GOTO 560 

-Read in distance for hole, the 
par and fairway co ndition 

) 

) 

) 
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1940 

1 tlS () 

1%0 

, 1 S'70 
I 1980 r 1990 

ZOllO 
2010 
2()~~U 

2030 
2040 
2050 
2060 

2070 

2080 
20 t10 
2:1,0 () 
2 110 

) 2l.20 
2j.30 
2140 
2150 
2160 
2170 
21BO 
2190 
22 00 
~:,~;:': 10 
2;.~20 

2230 

22 40 , 2250 
~ 2:::~60 

\ 22'/0 
~~;:.~no 

2:?90 
2~301l 
2310 
2:520 
2:330 
2340 

) 2350 
2:.~60 
~~370 

2:38 0 
2:·~90 

IPROGRAM LISTING I 

DA1A 361,4,4,2,389,4,3,3,206,3,4,2, 
5 00, 5,7,2,408,4,2,4,359 ,4 ,6,4 
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 
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 
DrS? 'Tota l score for' jF-i;'holes w 
as' j 52 
IF 52-TS THEN 2010 
DISP 'Par gaMe! I 

GOTO 2500 
IF S2-TS)O tHEN 2 040 
DIS P -CS2-TS)j'und er par! l! I 

GOTO 2500 
DISP 52-lSI/over par,' 
GO TO 2500 
IF Z=1 AND L( X)t7 THEN DISP , 
in' j 

ON L(X) GOlD 2100,2120,2140,2160,21 
00,2200,2080 
DISP 'out of bounds.' 
RETURN 
DI!:)P 'fairway. 
RET URN 
DISP I rough. I 

RETURN 
DISP I trees. I 

RETURN 
DI S? 'adj acenT fairway.' 
RETURN 
J) ISP ' trap.' 
RETURN 
DISP ' wat e r'.' 
RETUIlN 
ON ERROR GOlO 2230 

I NPUT ' Need • li s t of clu bs?' 1 'Y' jQ 
$ 

Q$=UPRC$(Q$[l}l]) 
IF QH 'Y' THEN 2490 
DISP WOODS *** Full SWl.ng only' 
DISP 1) DRIVER' 
DISP 2) " WOOD' " DISP :n :1 WODD' 
DIS!' IRONS *** Full swi.nq only' 
DISP 12) 2 I R ON' 
DISP 13) 3 IRON' 
DISP 14) 4 IRON' 
DIS? 15) 5 IRON' 
DISP 16) 6 IRON ' 
DISP 17) 7 I R ON' 
DlSr'" 18) B IRON' 
DISP 19) '7 IRON' 
DISP ll~ ClNS *** P".lrtial swinq only 

-Check for use of prepo s ition 
in su brou tine 

-Subroutine to display c lu b 
choices 

25 
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IPROGRAM LISTING I 

2400 DISP 22) 2 iron' 
2410 DISP 23) 3 iron' 
2420 DISP 24) 4 iron' 
2430 DISP 25) 5 iron' 
2440 DISP 26) 6 iron' 
2450 DISP 27) 7 iron' 
2460 DISP 28) 8 iron' 
2470 DISP 29) 9 iron' 
24BO OFF ERROR 
2490 RETURN 
2S00 ON <_RRDR CO rD 2510 
25 10 INPUT 'Would you li.l<e to play again 

'?','Y';.Q$ 
2520 Q$=UPRC$(Q$[I,IJ) 
2S:~O If Q$:::'Y' THEN 100 
2540 IF QU'N' THEN 2510 
2550 OFF ERROR 
2560 DELAY 1 
2570 DISP TAI«9);'END OF GAME' @ VISP 
2580 STOP 

I 

) 



) 

) 

) 

IPROGRAM DESCRIPTION I 

HAMURAB I 

Th i s game all ows a player to control a co untry ' s eco nomy through the buying 
and selling of land. The mo re efficient ly he uses t he l and, the better a 
governor he is. 

The game begins with a report of the economy and population. The pl ayer 
then has the opportun i ty t o buy and sell land, all ocate food , and plant a 
number of acres for harvest . The player must deal with plagues, starva ti on, 
rats, and the rise and fa ll of the land market . 

If the player rul es 
wi shes to conti nue. 

unsuccess fully, he wil l be warned and asked if he 
He may resign at any time by sel ling all hi s l and. 

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

27 
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IUSER INSTRUCTIONS I 
) 

STEP IN STRUCTIONS DISPLAY INPUT 

HAMURABI 

I Report of economy I beg to reoort that last year: 

x people starved . . 
x oeoole came to the citv: 

la A 01 aque has a orobabil itv of 

I: 10. If there was one: The plague killed t the people 

Ib Population Population now xx 

Ic Harvest We harvested xx bushels . . . 

at xx bushels per acre 

Id Rats Rats destroyed xx bushels 

Ie Total food xxx bushels in storehouses 
) 

If Land The city owns xxx acres . . . 

Land will sell at . Worth xx bushels/acre 

2 Decisions must be made Hamurabi . . 
Buy how many acres? xx fRTNl 

If insufficient bushels to 

buv land then display stats 

Sell how many acres? xx [RTN] 

If insufficient acres to sell 

then disp lay 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 plant? xx fRTNl 
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I IUSER INSTRUCTIONS I ) ~====~~~~~~~~~==~ 

STEP INSTRUCTIONS DISPLAY INPUT 

If insuffi cient acres to plant 

then display statistics 

If ma ny people died then: ThinQs aren't lookinq too well! 

and goto step 4 else step 1 

3 STATS = Review economic status Think aaain .. . vou onlv have: 

xx people ... 
xxx acres and ... 
xxx bushel s i n storehouses 

4 Ootion to continue oovenino You have ruled for x years 

) under current conditions: Do you want to continue? Y f~T~1 or N RTN 

If ' Y' then continue 

If 'N' then step 5 

5 Options to beqin aqain: Start over? Y W~J or N RTN 

If ' Y' then step 1 

If ' N' then end END OF GAME 

) 
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IV ARIABLE NAMESI 

NAME DESCRIPTION NAME DESCRIPTION 

Al Population B4 Total harvest 

A2 Immigrants Cl Acres 
Tempor~ry storage for 

A3 Deaths J comparl son 

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 

INOTES AND REFERENCESI 
) 

Reference: IlHAMURABI II, HP-2000 Bas; c, Hewl ett- Packard 
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I IPROGRAM LISTING I 
) 

10 
20 
30 
411 
SII 
60 
70 
80 
90 

100 
110 
120 
DO 

HAMURAHI 

Revision 11/ 01 /82 
! 
INTEGER Al,A2,A3,Bl,B2,B3,B4)Cl,J,2 
DELAY 5 
DI SP TAB( 12 ); ' HAMURABI' 
Al =100 e A2=S e A3=0 
B1=2800 @ B2 =2 0 0 @ B3=3 @ B4=3 000 
Cl=10011 e J =l e z= o 
! REPorn TO HAMURABI. 
I F Z= l THEN ' 140 
I F A3)(Ai+A3)* . 4S THEN DISP "Things 
aren't lo oking too well!" @ GO SUB 

1010 
140 BEEP 600,.15 e BEEP 40 0 ,.1 e BEEP 6 

00, .is 
1St) Z=Z+l 
160 IF Z/S- IP(Z /SI THEN GOSUB 1010 

170 DISP 'I beg to r(~por··t that 1.",)5t yea 
f' , I 

180 DISP A3;'people and 

) 
1. 90 DISP A~!;/peoplp 

200 IF J )O THEN 230 

stiH' ved 
C.;lM (0 to the city. I 

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

pIe' 
230 DISP 'Population now 'j Ai j'.' 
24 0 DISP 'We harv ested 'jB4;' bu s h e l s .. ,' 
250 DIS? 'at' jE3j'bushels per acre. I 

~:.~60 DISP 'Rats de 5 tr()Yf~d' iD2j'bushels . ' 
270 DISP Bii'bushels in storeho uses,' 
280 DISP 'The city owns'jClj'acres ... ' 
2~0 C2=i7+IP(6*RND) 

3 00 
310 
320 

DISP 'worth'jC2j'bushe l s/acre. 
BEEP 60 0 
DI SP ' HaMurabi ... 

-Set up initial conditio n s 

- If More th an 4SX of the people 
di e d } option to restart 

-If 5 year s have passed give 
option to quit or contin ue 

- Plagu es h ave a probab i lity of 
1 i n 10 

-Sta tu s report 

-Acreage ranges i n value frO M 
17 to 22 b ushels per acre 

330 ! BUY LAND? -Option to buy land 
3 40 
:5S 0 

360 
37 0 
38 0 
39<) 
400 

) 410 
4:.:.!O 
430 
440 
4S0 

ON ERROR GOTO 3S0 
INPUT 'Buy how Many aCr'f'2S?' ,CHra(9S 
) j I 
I=IP(ABS(I» 
OFF ERROR 
IF 1=0 THEN 4S0 
J=l*C2 
IF .1( =B l THEN 43 0 
GaSUl< 940 
GOTO 340 
IH=B1-J 
Cl=C l.+I 
! SELL LAND? 

31 
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IPROGRAM LISTING I 

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

S) ; I 
480 l=lP(AIlS(I» 
490 OFF ERROR 
SOO IF r-o THEN 570 
510 IF I(Cl THEN 550 
5;,0 IF 1"'Tl THEN 1 090 

S30 GOBlIl:! 940 
S40 GOlD 460 
SSO C1=C:1.-1 
560 Bi=B:t+C2*I 
570 ! BUY FOOD'? 
580 ON ~RROR GOlD 590 
590 INPUT 'How Many bushels for food?', 

CHR',(95) ;1 
600 j-IP(ADS(I» 
610 OFF ERRCIf~ 
620 IF I<=Bl THEN 650 
630 GOSUB 940 
640 GOTO 580 
bSO Bl=Bl-I 
660 A3=Ai-IP(J/20) 
6'70 A2=O 
680 IF A31 - 0 THEN 710 
690 A2:::HHA3/2 
700 A3-0 
710 ! PLANT ACRES? 
720 ON LRROR GOTO 730 
730 INPUT 'How Many acr.~s 10 plant?' )CH 

1~$(9S) ;1 
740 I - IP(ADS(I)1 
7~:>O OFF ERROR 
7bO IF IICI THEN 790 
770 J"""lP (1/2) 
780 IF J(-Bl THEN 810 
790 GOSUr. 940 
800 GOlD 720 

810 IF Ill0_AI THEN 790 
1320 [ll=B:I.-J 
830 ! HARVEST ,RATS,POPULATION, 
840 83=lP(S*RND)+1 
8S0 B4=B3*I 
860 B2=IP«Bi·~B4)*.07*RND) 
U70 Bt=Bi-B;~+B4 

880 J - IP(lOIRND) 
890 A2=IP(A2+(S-B3'*Bi/600+i) 
900 IF A2<=SO THEN 920 
'110 A2:::S0 
920 A1=A1+A:':~-A3 

tl3[) GOlD 110 
940 ! lRROR ROUTINE. 

-Check to see if selling all 
land - option to restar't 

-Food allocation 

-Plagues have a probability of 
t in 1 [) 

) 

) 

) 
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IPROGRAM LISTING I 

950 BEEP 100 I .2 
960 DISP ' Think again 

970 DISP A1J'people ... ' 
98 0 DISP el , 'acres and 

you only hav e 

990 DI SF" Elli ' bushels i n storehouses.' 
1000 RETURN 
1010 DISP 'You have ruled fOr'jZl'years. 

10 20 ON ERROR GOTO 10 30 
1030 INPUT 'Do YQu want to c ontinue?'jQ$ 
1040 QI-UPRCIIQ.ll,IJI 
10 S0 OFF ERROR 
1060 IF Q.·'N' lHEN POP e GOTD 10 90 
1070 IF Q"'Y' THEN 10 20 
1080 RETURN 
1090 ON ERROR GOTO 1100 
1100 INPUT 'Star t over?'; (;1$ @ Q$=UPRC$( 

QHI,UI 
111 0 OFF ERROR 
1120 
1130 
1140 

IF QI-'Y' THEN 80 
IF QI.'N' THEN 1090 
DELAY I 

)
I IS0 
1160 

DISP TAB l l0); 'END OF GAME' e DISP 
STOP 

) 

33 
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IPROGRAM DESCRIPTION I 

REVERSE 

The object of the game ;s to order a series of numbers from lowest to highest 
by reversing t he 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 5231 4 (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 
always be found in n+1 moves or less. The program al l ows the player to 
any number of moves necessary. 

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

can 
make 

) 

) 

) 
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) ~I ====~IU~S~E~R~IN~S~T~R~U~C~T~IO~N~S~I====d 

STEP INSTRUCTIONS DISPLAY INPUT 

( 
*** REVERSE *** 

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

2 Di splay n numbers ;n random n, n2 n3 . . . nn # 2- n [RTN] 

order. Allow pl ayer to reverse 

the ord er of the fi rst r 

number s. * 
3 Displ ay n numbers in t he; r n1 n2 n3 . . nn # r [RTN] 

new order. All ow player to 

reverse the order of the fi rst 

) r numbers. * 

4 Repeat step 3 until t he 

numbers are ;n their correct 

order from sma l lest to 

largest. 

5 Display correct order n1 n2 n3 . . . nn 

6 Di spl av number of reversa l s 

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

if = n+1: You won ;n m moves! 

• if >n+1 : It too k YOU m moves 

7 Option to play again Run agai n. or End? R t[~~~lJ or 

If I R I then step 1 else END OF GAME 

) 
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IVARIABLENAMESI 
) 

NAME DESCRIPTION NAME DESCRIPTION 

R Number of diaits to reverse I Index 

N Number of dinits K Index for mixinn numbers 

A(l Numbers in mixed order J Loooino 

T Temn. storane of numbers R~ Number of di nits to reverse 

" I N"mher of rever" 1, made N$ Number of ni GH, 

n< Inntinn tn rvn ,n,in 

! 



I 
) 

) 

10 
20 
30 
40 
50 
60 
70 
80 
90 

100 

110 
1 :?:O 

130 
140 
150 
160 
170 
1.80 
190 
:~ 0 () 

21 () 
220 
23 0 
2 40 
250 

26 0 
27 0 
2HO 
290 
:300 
310 
320 

3 3 0 
340 
350 
36 0 
370 

:380 
39 0 
400 
410 
4 2 0 
4:10 

) 440 
4S 0 
460 
471l 

IPROGRAM LISTING I 

REVERSE - gaMe to reverse 
the order of a set of 
nUMbers, 

! Revision 11/01/81 
OPTION BASE 1 
DELAY 1 
RANDOMIZE 
DIM R$[3 1 , Q$ (31,N$(31 
IN1EGER A(9),N,I,T,V,R,K,J 
DISP , * * * REVERSE * * *' ~ 
WAIT 2 
ON lRROR GOTO 120 
INPUT 'How Many nUMbers to reverse? 
','5' 1 N$ @ N=VAL(N$) 

I~ N$[I,IJ ='O' THEN 590 
IF N(=2 OR N>9 THEN 120 
OFF ERROR 
F OR 1=1 TO N 
A [l) =1 
NEXT I 
FOR I=N TO 2 STEP -1 
K =I ~ (URNl>+l) 

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

IF A(1)U THEN 290 
NEXT 1 
GOTO 1.90 
V=1 
GO S UB 670 
ON UROR GO TO 3 00 
IN~UT ''4\:' ,CHR$( 9S); 
=CHR$(95) THEN 590 
R=VA L(R$ ) 
IF R<=1 OR R )N TH EN 
OFF ERROR 
V=U+t 
FOR 1=1 TO IP(R/2) 

T=A (1) 
A(I)=A(R - I+l) 
A(R-I+1> =T 
NEXT 1 
FOR 1=1 TO N 
IF A(I)* I THEN 300 

NEXT I 

R$ ~ IF R$ [I,ll 

3 00 

DISP TAB(IP«32-N*3)/2»; 
FOR 1=1 TO N 
DISP ACI); 

-Set up randOM index for M1 11 ng 
the urder' of the rluMbers 

-Check to be sure that nUM bers 
are no t s ti ll in order 

-E nter th e nUMber of digit s 
that you want to reverse 

-Adjust the order o~ the 
n tJ Mb ~:H' s 

-C h ec k to s e e if solution ha s 
been found 

-Disp l~y s ollJtion 

37 
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480 NEXT I 
4S'0 FOR J=1 TO 3 
SOD FOR 1=1 TO 5 

IPROGRAM LISTING I 

510 BEEP S02.857+1*(220/7),.02 
!520 NEX"l I 
530 NExr J 
S40 WAIT 1 @ DISP 
550 IF V-1C-N THEN 580 
560 IF V-2~N THEN DISP You won in'} 

V-lj~Moves !' ELSE DISP' It took 
you' ;V-ii'Moves.' 

570 GOlO 590 . 
580 DISP 'w 0 W! You won in' jV-i; 'MOV 

590 WAIT 2 
600 ON ERROR GOTD 610 
610 DISP CHR$(210) ,'un agal.n, or I ;CHR$ 

( i 97) ; 
620 INPUT 'nil,? " 'R' j 0$ ~ Q$:::UPRC$(Q$[ 

t ) i 1 ) 
630 ON POSC'RE',QI)+I GOlD 590,110,640 
640 DISr ' END OF GAME' I WAIT 

2 @ DISP 
650 OFf- Er<Ror~ 

660 STOP 
670 ! DISPLAY NUMBERS . 
680 DISP TABCIP«32-N*3)/Z)-1); 
690 FOR 1=1 TO N 
700 DISP ACnj 
710 NEXT I 
]20 RETURN 

I , 

) 

) 
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I IPROGRAM DESCRIPTION I )~==~~~~~~~~~~~ 

) 

) 

SLOT MAC HI NE 

Thi s program simulates the acti ons 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 l oss). Each machine uses the following payoff system : 

~, che rry 66,5 Pays 8 times 

" orange OC.::< Pays 5 times 

I lemon 000 Pays 10 times 

a pl um *** Pays 15 times 

• bell aoo Pays 20 times 

= bar ... Pays 50 times 

Note : ' X' represents any s)m1bol --- Pays 100 times 

except 6 . ' A' represents any oX:": Pays 2 times 

symbo 1 except 6 and ;s the AA not= Pays 3 times 

same symbol f or both occurrences AA= Pays 5 times 

of 'A' ina l ine. 

At t he end of each play , the user has the opport unity to "pull" again, 
or change mach i nes, or stop . 

39 
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IUSER INSTRUCTIONS I 

STEP INSTRUCTIONS DISPLAY INPUT 

SLOT MACHINE 

1 Select coin size Choose sl ot mach ine (1-5): • 1-5 [RTN] 

2 Ass ign the corresponding You III be using the . bb machine 

coin value to the machine. 

3 Pull the handl e r~ % W ". 

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 l ose $n.nn 

5 Option to pull aqain: Pull or Stop? P [R!~\r S RHI 

If ' P' then ooto steo 3 
) 

If ' S' then ooto step 6 

6 Ootion to chanae machines: Trv another machine? Y 
~,RT~d. or 
N rRTNl 

If 'Y' then step 1 

f 'N' then steD 7 

7 IView tntol winn ina< nr : Tnto 1 1 - n.nn 

or 

Ynu hrnkp pvpn 

nr 

Total winninos = n nn 

8 End END OF GAME 

I 



JF======~IV~A~R~IA~B~L~E~N~A~M~E~S~I======~ 

) 

) 

NAME DESCRIPTION NAME DESCRIPTION 

X( } 
Represents each symbo l 
for a roll K " w " :$: decimal code 

I 

P 

J 

Note: 

Index and loopi ng B Coin denomi natio n 

Payoff value S Total cash in hand 

Tab val ues 0$ User interactio n 

INOTES AND REFERENCESI 

A players current cas h 
of the display window. 
with him . 

tota l is displayed in the right most corner 
If he changes machines this total stays 

41 
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IPROGRAM LISTING I 

i 0 SLOT - BLOT MACHINE. 
20 ! 
30 Revision 11/01/82 
40 
SO 
60 
70 
130 
90 

:1.00 
110 
120 
:1.30 

:1.40 
1 ~; 0 
160 
l.70 

:L80 
190 
:?-O 0 
~~ i 0 
2;~~O 

230 
240 
2'50 
260 
270 
;.~80 

290 
300 
:110 
320 
3:10 
340 
:350 
360 
370 

DIM (1$[4J 
INT~GER X(3),I,P,J,K 
SHORT 'El,S 
DELAY 2 
r~ANDOMIZE 
DIsr I SLOT MACHINE' 
s=o 
ON ERROR GOTO 130 
INPUT 'Choose slot Machine (1-5):', 
CHR$(9S) ;Q$ 
Q$=UPRC$(Q$[I,IJ) 
8=VAL< Q$) 
DIsr "You'll be using the "i 
IF B=1 THEN B= . 05 • GOlD 230 

IF 8=2 THEN B=.1 @ COTD 230 
IF 8=·3 THEN B=. 25 e GOTO 230 
IF B=4 THEN 8=.5 e GOlD 230 
IF B=5 THEN B=1 @ GOTO 230 
GOTO 120 
UlSP USING 240 i B 
IMAGE d.dd,' Machine' 
OFF ERROR 

DELAY 0 
K=31 

FOR 1=1 TO 5 
DISP TAB(2)~CHR$(K)i 

DISP TABCS);CHR$(K)j 
DlSP TABCS)jCHRSCK)i 
BEE.P 14 1. 429,.03 
BEE~P i 72. as? J .03 
BEEP 204. ;:!86 J • 03 
BEEP 235.714, . 03 
DISP CHRS(27)~IE'j 

380 NEXT I 
390 J=2 
400 DISP 
4i() DELAY 5 
4:~0 FOR 1=1 TD 3 
430 DISP TAIl (J);, @ BEEP 4:39. 99 r; 

440 X(1)=IP(8*RND+1) 

450 IF X(I)}S THEN 650 
460 IF X(I»2 THEN 540 
470 IF X (I) =2 THEN 5J.O 
400 DISP CHR $ (Hl) ~ 

490 X(l)=J. 

-Establish coin size for 
Machine ~:>el(;·!cted 

-DeciMal code for upsida down 
card 

-Clear display and Move to 
colUMn 1 

-Set up tab values 

- Select a randOM nlJMber to 
corr'(·:!spond with a sYMi:lul 

-'c:herf'Y sYMbol 

) 

) 

) 
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IPROGRAM LISTING I 
) 

500 GOTO 760 
510 DISP , 0' j -Orange 
520 X (1) =2 
530 GOTO 76 0 
54 0 IF X (1»3 THEN 580 
5'> 0 DISP I * I j -LeMon 
560 X (1) =3 
57 0 GOTO 760 
580 IF X (1) =5 THEN 620 , S90 DI SP CHR$(9) i - p 1 UM 

600 X( 1> =4 
610 GOTO 760 
620 DISP CHR~t.(7)} - [l (~ll 
630 X (1) =5 
640 GOTO 760 
650 IF X(I»7 THEN n o - Weigh t ing process for a bar . 

Chance of 3 bar ~> is 1/2560 
' 660 IF X (1) =7 THEN 7 10 
670 IF 1= 1 AND RND ( ,8 THEN 510 
680 DISP , :: I j 

690 X( 1> =6 
700 GOTO 760 
710 IF 1=2 THEN 480 

) 72 0 GOTO 55 0 
730 I F 1=1 THEN 620 
740 IF 1=3 AND X<1 )(6 THEN 680 
75 0 GOT O S9 0 
76 0 J=J+3 
770 NEXT I 
780 DISP lA B(12); 
790 P=O - Set up value of payoff 
000 IF X( UH 1 H"N 820 -C hec k for first SYMbol being a 

c: h fJ7' r y 
8111 P =2 
820 IF X (1) =X (2) THEN 8811 
830 IF PHI THEN 107 11 
84 0 S=S-B 
850 BEEP 220, . 2: ~ DISP USING 86 0 'LOS 

E' ,S 
860 IMA GE. 1< ,6x ,' $' ,Mdddd.dd 
B7 0 GOTO 1110 
88 0 IF X(2)=X( 3) THEN 93 0 
890 I F X(1)= 1 THEN 91 0 
9 00 IF X(3)(6 TH EN P=3 e GO TO 107 0 
91 0 P=5 
9;:! 0 GOTO 10 70 
930 I F X(1)=1 THEN P=8 e GOTO 1070 
940 IF X(U)2 THEN 970 
950 P=10 

) 960 GOTO 1070 
97 0 I F X(1»3 THEN 1000 
<'l80 P=15 
990 GOTO 1070 

1000 IF X( 1»4 THEN 1 0:\ 0 
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IPROGRAM LISTING I 

1,010 P~"20 
1020 GOTO 1070 
1030 IF XIII)S THEN lObO 
1.040 P=50 
1050 COTil 1070 
10bO P=100 
i.070 W~P*B 
lOSO S=S+\4-B 
1090 BE~P 660,.2 e DISP USING 1100 'WI 

N ',14,5 
1100 IMAGE K,ddD.DD,' $',MDdDD.DD 
1110 DELAY 2 . 
1120 ON lRROR GOTO 1140 
1130 DISP TABIIOI, 
1140 DISP' 'iCHR'(20S)j"ull or 'iCHR$(2 

1. U i 
l1S0 INPUT 'top? ','P' iQ$ 
1160 QI-UPRC$IQ$[I,i]1 
1170 IF Qlo'P' THEN 250 
1180 IF Wlo'S' THEN 1190 ELSE 1110 
1190 ON ERROR GOTO 1200 
1200 DISP TAB(6)i 
1210 INPUT 'Try another Machine?' ,'Y' i{~$ 
1220 Q'=UPRC$(QS(l,i) 
1230 IF Q$='Y' THEN 120 
1240 IF Q$='N' THEN 1250 ELSE 1190 
1250 DELAY "3 
1260 DISP lAD(7)i 
1270 IF S(O THEN DISP USING 'K,DDD.DD' i 

"fotal losses =',ABSCS) 
1280 IF 5=0 THEN DISP 'You broke even . ' 
1290 IF ~no THEN DISP USING "K ,DOD ,DO' i 

I fotal winnings :;::' ,S 
1300 DISP TABell); 
1310 D I Sf' 'END OF GAML' 
1:520 DISP 
1330 STOP 

I 
/ 

) 

} 



I IPROGRAM DESCRIPTION I )~==~~~~~~~~~~==~ 

BREAK-OUT 

In this game the player uses a paddl e and bal l to knock out as many bricks as 
possible. The playing field is displ ayed on a video screen using the HP 82163A 
Video Interface. The paddle ; s con trolled by using the "up" and "down" arrow 
keys. There are six l ayers of bricks. Bricks that are farther back are worth 
more points. There are five bal l s for each game. Bonuses are given for any 
l eftover bal l s when all the bricks are gone. 

There a re two vers ions of the game, "B reak -out II and IIBreak - thru II. The d; ffer­
ence between them ; s that in Break-out, the ball bounces back when it knocks 
out a bri ck, and in Brea k-thru the bal l continues on i ts original path. In 
add ition. there is an auto- pl ay mode available. which will show the game run­
ning without user interface. 

To pl ay 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 vers ion 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 
"N" for regular play. Press any key to serve the ball. and use the "up" and 
"down" arrows to move the paddl e. If you miss with the first ball and require 

) a second. the serve wi 11 occur after you press any key. 

) 

" 
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I VARIABLE NAMESI 

NAME DESCRIPTION NAME DESCRIPTION 

T(,) 
Tar~et array: a 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 Hor; zonta 1 vector V Vertical vector 

p Paddle position T Count of targets 1 eft 

A Auto mode K$ Current key hi t 

R Ri cochet E$ Escape 

L$ Li nefeed B$ Backspace 

S$ Inverse space C$ Clear, cursor off 

AS Cursor address AO$ Address co llJ11n 0 

A3$ Address co, urnn 3 AS$ Add r ess co l urnn 5 

U$ Paddle up 0$ Padd l e down 

INOTES AND REFERENCESI 

Thanks to Ed Groth for the orig inal program, Jac k Applin IV and Raan Young 
of CVD for t heir contr ibutions. 

) 

I 
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10 
20 
30 
40 
50 
60 

,. 70 

80 

90 

100 
l.10 

120 
130 
140 
150 
160 

1.70 

) HIO 
1,90 

200 

210 
;:?~~ 0 
:.:::~ 0 
;.~4 0 
2~:iO 

~:6 0 

270 
280 

• 290 

300 
310 
3:20 
3:l0 

340 

3S0 

) 360 
3'70 
:\DO 
:l90 

IPROGRAM LISTING I 

Breakout- video gaMe 
Rf.)quires e:2i63A 

Revision 11/01/82 

OPTION [(ASE 1 
DIM E$[j.:i,LS[l:1,B$[tl,S$[U,C$[41,A 
S[21,AO$[31,A3S[31,AS$[3J ,K$[11,U$[ 
6] ,1)$[6] 

INTEGER T(6,13),X,Y,XO,YO,I,J,S,B,M 
,U,V,I:),T,H 
EI=CHRI(27) @ LI-CHRI(lO) @ BI-CHRI 
(8) @ S'=CHR$(160) 
C$=E$~;E/~E$~/<' 

AI-ES"Z' @ AOS-AS&CHRIIO) @ A31=AI 
'CHRI(3) @ ASI-A.'CHRI(S) 
UI-SI'LI'LI&LI'B.'· • 
D$=' '&L,&L'&L'&B$&S$ 
H-O 
RANDOMIZE 
PRINTER IS ":TV" @ PWIDTH INF @ PRI 
NT C. 
PRINl 'Do you wish to play Break-Ou 
tor' nn."al<-Thru? E\T'E~ak-' 1 
KI-UPRC$(KEYI) 
IF K$="O" THEN M=-1 e PRINT "Out" e 

GOTD 220 
IF K$="T" THEN M=1 e PRINT "Thru" @ 

GOlD 220 
GOTO 180 
PRIN r 
PRINT "Aut() or' Nor'Mal Mod(~? "; 
K$=L1PRC$(KEY$) 
IF KS="A" THEN A=l @ PRINT "Auto" @ 

GOTO 300 
IF KS="N" THEN A~O @ PRINT "NorMal" 
~ GUTl] ;'80 

GOTD 240 
PRIN r 
PRINT 'Use up/down arrows to Move 

paddle; any key to serve ball' 
! Construct playing board 
WAll S @ PRINT C$ 
! [«uild fraMe 
FOR 1=0 TO 31 @ PRINT A$;CHRS(I);CH 
R$(O)jSS; @ NEXT I 
FOR 1-1 TO 13 • PRINT AI,CHRI(31),C 
HR$(I);SSj @ NEXT I 
FOR 1=31 10 0 STEP -1 @ PRINT AS;CH 
R$(I)jCHR$(14)jSSj @ NEXT I 
! Build targets 
FOR J=l TO 6 I FOR r-l TO 13 
TO,l)=1 
PRINT ASjCHRS(2*J+16)jCHR$(1*(1-MOD 
(J,2»·~(13-MOD(J)2)*(I-l»*MOD(J)2) 

) ; S$ ; 

-Clear} cursor off 
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IPROGRAM LISTING I 

400 NEXT I e NEXT J 
410 ! Initialize ball, scar'('?, paddle, t 

arget count 
420 B,S~O @ P=7 e T=78 
430 ! SnrlJ('~ hall: build paddle, qet bal 

1 & coordinates, show score, wait f 
or key 

440 PRINT AOSiCHR$(P-l) ;S$jLS;B$;S';L$; 
B$,SS; 

4S0 R·O e B·B.! e IF B)5 THEN 960 
460 IF A THEN GOTO 480 
470 IF KEy.··· THEN GOTO 470 
480 GOSUB 1150 
490 XD=14 ~ YO~lNl (26*RND)+2 @ U=-l @ V 

:::INT (S*RND)-2 
500 ! Find n(.;.>xt point j let paddle Move 

510 X~XO+U @ Y·YO-V 
S;;.~O GOSUB 1100 
530 1 Did ball hit walls? 
540 IF Y<2 OR Y)27 THEN V=-V @ GOTD 780 
SSO ! Did ball hit end? 
560 IF X)30 THEN U--U ffi R-l e GOTO 780 
S70 ! Did ball Miss paddle? 
580 IF XCO THEN GOTD 870 
590 ! Did ball hit paddle? 
bOO IF X=O AND (YO\2)=P-l AND YO\2C=P+l 

OR Y\2)=P-i AND Y\2(:::P+l) THEN GOT 
o 810 

610 ! Ball in target range? 
620 IF X}=18 AND X(=28 AND MOD(X,2)=O T 

HEN GOTO f.:.7() 
630 ! Mov(? ball, ~~n f:i.nd next point 
640 GOSUB lOSO 
650 GOlD ~:'i1. () 
660 ! Did ball hit tar'get? 
670 1~(X-18)'2+1 @ J~Y'2 
680 IF NOT T(I,J) THEN GOTO 640 
690 ! Process target hit 
700 BEEP X*40+S00, .05 @ T(I,J):O @ 8=5+ 

(I+3)*2 I!! T=T-i 
710 U·U*M 
720 IF NOT RAND MCO THEN U--ABSCU) 
'730 GOSU£< UISO 
740 GOSUB U.SII 
7S0 JF T-O THEN 910 
'760 GOlC) 510 
'770 ! Process wall or end hit 
780 X=XO e Y=YO @ BEEP 400, .OS 
790 GOrD 640 
800 ! Process paddle tlit 
810 IF v-o THEN V=V+INTC3.RND)-1 
820 U=-U @ Y=YO @ X=XO @ BEEP 600, .OS 
830 IF YO\2(=P-l AND V(O OR YO\2)=P+l A 

ND V}O l·HEN V=-2*SGN(V) 

) 

) 



IPROGRAM LISTING I 
) 

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

850 GOTD 640 
860 ! Process paddle Miss 
131'0 BEEP 20 , .5 
880 PRINT AOS;CHRSCYO\2)j' 
B90 GDTD 440 
900 ! Cleared board : s how bonus , score, 

910 
920 

93U 
940 
950 
%0 
970 
9130 
(",90 

1000 

1010 
1020 

t 030 
jl. 04 0 
lUSU 
1060 
10 70 
1080 
1090 
11 00 
1110 

res tart 
PRINT ASjCHR$(XO) ;CHR$(YO'\2»' '; 
PRINT A3$jC~R$(3)i'Bonus for ' j6- Bj' 
bal ls left:';iSO*(6 - E!)j 
S=S+1S0*(6-B) 
GOSUB 1150 
! Out of balls if entered here 
IF S)H THEN H=S 
PR INT A3$;CHR$(S);' High :' ;H; 
PRINT A3$;CHkS(7);'Again? 'i 
KI= UPRC$(KEYI) e IF A THEN KI · ·Y· 
IF KI='Y' THEN PRINT 'Yes' @ GOlD 3 
10 
IF K$#' N' THEN GO TO 990 
PRINT C$ 
END 
! Mo ve ball subroutine 
PRINT A'jCHRS(XO);CHR$(YO\2);' 
PRINT AS;CHR$(X);CI'1RS(Y\2);'*'; 
XO=X e YO=Y 
RETURN 
! Mo ve paddle subroutine 
K$=UPRC$(KEY$) 
IF <K$ =" OR A AND YO\2(P) AND P)2 

THEN P =P- l e PRINT AOI,CHR$(P·-l.) ,U 
$; 

11 20 IF (KI=" OR A AND YO\2)P) AND PCl 
2 THEN PRINT AO S;CHR$(P-l);DSj @ P= 
P+1 

1130 RETURN 
1140 ! Show sc ore subroutine 
1150 PRINT AS$iCHR$(lS)j'Ball :' jBj' Se 

or'e:'jSj 
1160 RETURN 

) 
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GAMES II 

FOOTBALL 
GOLF 
HAMURABI 
REVERSE 
SLOT MACHINE 
BREAKOUT 
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