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00321 D Program Desecription 1
(Program Title ____ #%* PINBALL WIZZARD ***
Contributor’s Name Mr. Craig A, Pearce ' (MEMBER # 311 OF THE
Address 2529 S. Home Avenue HP-65 USERS CLUB)
City Berwyn, State 11linois Zip Code 60402
\_
'S )

Program Description, Equations, Variables For those familar with pinball games, the scoring
items in this game will not be unknown to them. However, for the rest of us, a
—tittleexplaination—is-sin—order;—especiallythe—way HP-97/67 indicates—the scores:—
In this game, there are 8 different devices that affect scoring, somtimes
producing increased scoring on other items, and will be referred to by name, as on a
—real-machine:—Each—scoring—device—is—given-a-—codenumberand-wiltl-bedisplayed—to—
the right of the decimal point during a double pause, with the score just made on
that device, to the left of the point. Device "1" is actually two star roll-overs
—f{circularbuttons—at—the—topof—thegameboard);—which—altternately set—the display—
from 1 place to 9 places and back again. When set to 9 places (a lot of zeros show-
ing) devices #'s 2, 3, 4, 5 & 6 will score 10 times more than their normal amounts
—as—described—below:—Also;—each-time-the—"ball"rolls-over-device-1,—10-peints-are—
added to the players score. Device "2" is 2 top roll over slots, which either
score 10 or 100, depending on whether the SPECIAL (DSP 9) is on. Devices # "3"
—are—two-mushroom—or—-thumper-bumpers'-+—When—the-ball—-strikes—these;it-can-bounce—
between them, up to 10 times, thus totaling as much as 1000 or as little a 100
when struck. With the SPECIAL lit, the amount is multiplied by 10. Device "4"
—ig—a-spinner-gate;—which—ecan—spin—from—1—te—25 revelutions,—seoring-50—eor—500-peoints
per spin, again depending on the SPECIAL being lit of not. Devices number "5" are
kick—-out holes, where the ball drops in and is then kicked back out, scoring 50 or
—500+—Deviees—#6"are—two—-Out—~Hole Bonus—Advaneesy-which—add-1060—peints—to—the—
Out Bonus, and add an immediate 10 or 100 to the players score. Device "7" consistg
of 5 Drop Targets. Each time a ball strikes device 7, a target is "dropped" and
—10-points-are-scored— If-deviee-7-is struck-5 times (all targets—down)—the player—
gets 100 or 1000 points to score, an extra ball, and all targets are reset, to try

o

again. Device "8" is merely two sling shot bumpers and scores 10 points each time

—they-are-struck.—When—a zero-shows-up,—the-ball has dropped out-through the Out=.

Hole, and all the Bonus points are added, 1000 at a time, --(cont. on next page)

Operating Limits and Warnings _This program is ment to be left running during play, utilizing
the active keyboard, during the pause mode, to perform the operations. Should, at
—any times, the user accidently jam (halt) a running program by inadvertamtly pressing
a key, or pressing in a responce too late, the results will usually be a loss of

points when R/S is pressed to restart the game. All accumulated points are un-
affected:

L . >

( )
This program has been verified only with respect to the numerical example given in Program Description Il. User accepts and uses

this program material AT HIS OWN RISK, in reliance solely upon his own inspection of the program material and without reliance
upon any representation or description concerning the program material.

NEITHER HP NOR THE CONTRIBUTOR MAKES ANY EXPRESS OR IMPLIED WARRANTY OF ANY KIND WITH REGARD TO THIS
PROGRAM MATERIAL, INCLUDING, BUT NOT LIMITED TO, THE IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS
FOR A PARTICULAR PURPOSE. NEITHER HP NOR THE CONTRIBUTOR SHALL BE LIABLE FOR INCIDENTAL OR CONSEQUEN-
T|A#E%AMAGES IN CONNECTION WITH OR ARISING OUT OF THE FURNISHING, USE OR PERFORMANCE OF THIS PROGRAM
MA IAL.
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PROGRAM DESCRIPTION I-CONTINUED ¢

00321D .
to the players score, which is flashed on the screen for each 1000 point Bonus
added to it. If the SPECIAL was lit when the ball dropped out, the player receives
double the accumulated Out-Bonus. When the display pauses twice, showing the score, )
with either 1 or all zeros trailing it, the Bonus Scoring is at an end. The next .
item to be flashed on the display is the balls remaining to play, or the final
score (if the game is over) with no trailing zeros.

The real action comes when a negative number appears on the display. This
can either be -1, -2, or -3. When the player sees a "-1", it means the ball has
reached the left flipper. The player must immediately press the left flipper button
{(key "1") to put the ball in play, or it drops out through the Out-Hole. Like wise,
a "-3" means the ball is at the right flipper, requiring the user to key in number
"3" during the 1 second pause.

If a "-2" shows up, it means both flippers will miss, but the player has the
option of "tilting" the machine, by keying in a "2" from the keyboard. The problem
with tilting is that the user only has a 50-50 chance of putting the ball back in
.play. If he should succeed, the usual scoring is seen, however, if he fails, the
Out-Bonus accumulated is not added onto the score and the ball is lost. If any balls
remain in the game, they are displayed immediately, or the final score is displayed,
if there were no balls remaining.

START . UP:

After initialization (required onlyonce) the display will flash "0". During
a pause, the player presses key "A" labeled "25¢" and a quarter is deducted from
his cash register (no pun intended), Rz. On an HP-67 the display is paused for 5
seconds, showing the number of games remaining. (Each quarter adds 2 more games to
the ones remaining). On an HP-97, the number of games is printed. The display then
goes back to flashing the last score made. It is during one of these pauses that
key "C" can be pressed to view the amount of money spent so far. The display re-
turns to flashing the score.

When key "B" is pressed, a game is deducted from the number remaining, which

_is again displayed or printed. Now, all trailing zeros (to the right of the point)
are blanked out, and the number of balls to be played are shown. (The current standard
today is 3 balls per game). This number is continually flashed until the player
shoots the ball, which is accomplished by pressing either the "0" or "." key, which
ever the user feels more comfortable doing. Now the scoring starts. As long as a
"." or a "0" was used during the pause to "shoot" the ball, the program prevents the
ball from dropping right out (a zero coming up). It will not prevent a negative

number from showing up, however, so the player should be on his guard.

Play continues until the ball is lost and the game is over when all 3 balls have
been lost. This is signified by the continual flashing of the final score with the
display set to zero places.

Free games are received for each 50,000 points accumulated at the end of the
game. A free ball is received each time the 5 Drop-Targets are hit, as described

above, on the previous page.

Good luck.
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Sketch(es) How some possible scoring looks: | I
900.3 900 p01nts made on the thumper-buméeré (éevice§#3)
! \ i R I
. 9000..300000- 9000 polnts made on- devy;em#&rwbecaixseZ:SPECIAL--V—was- -on-{extra-"0y
For o o | b
10.7 IO p01nts made on a Drop| Target (device #7
: ; ‘ f | i i
l ; 1 ! : i ; i ; H
100.7 100 pomts made on a Drop Target bécause all 5 targets are E
”““”HOWn An extra ball has been aaded to the player s {remain-
- i ing ones S , S S N L ‘ JJ
=
Sample Problem(s) _Lets have a game and see how it works: ILoad program, sides 1 and 2.
Initialize with seed: ,.1541790869 RTN R/S 0.
Drop in a quarter for 2 games: A 2 kk%
{flashed-onrdisplay)y 07
Ready for game one: B (# 6f'gaﬁee5—- 1 *xk
3 balls are shown: (flashed on display) 3.
-Sheot—first-ball: 0 50+5
First score made in kick out hole (50.5) then, ~10.10000000
the next gives 10 points and llghts SPECIAL. The 100.6000000
—e———advance-~roll-over-is-hit next - (100.6 ) -adding -an add——2,000000000- —

itional 1000 to the out bonus.

twice more, and the number 2 is

but we lét the ball drop, giving us 160 plus
the-out-bonus-0£-2000,-0xr- 4000+-160.—This-is -flashed —2360-080000—

Finally a =2

comes up
‘double

now flashed to show

ball 2 is ready to be shot.

- 160.0000000
1160.000000

3160.000000

4160.000000

Solution(s)

When played out,

the second ball will immediately produce a -2, which, if

the player should try for, by tilting (inputting a "2"), he would 1lose the 1000
*bonus*that—starts each ball—shot.—Onthe-last ball““thE‘piaYEI‘iS“fOrceﬂ“tO’USE“the

NOTES :

After each ball has dropped thruogh the out hole, the Drop-Targets are

reset to 5 and the Out-Bonus is set back to 1000, so the player is always
————agsured-of-at—least-1666—points-per-ball—(unltess-lost-through—a—tiit)y-———
Also, the SPECIAL scoring is returned to normal after each ball drops.

t***-Indicates a 5 second-pause-or-a-printed-symbol:
L — >,
- T )
Reference(s) Pamphlets from the following pinball manufacturers:

Williams Electronics, Inc., 3401-N.-Calif. Ave. Chicago;filincis—

Bally Manufacturing Corporatlon, 2640 Belmont Ave. Chicago, Ill.

D. Gottlieb & Co., 165 W. Lake St., Northlake, I11.
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PINBALL WIZZARD

25¢ CREDIT

INPUT OUTPUT

STEP INSTRUCTIONS DATA/UNITS DATA/UNITS

A
m
<
Dm

Input program (sides 1 and 2)
2 Input seed number (s) such that 0<(s)<1 (s)
Display will now continually flash "0."

0.

until player presses "A" during a pause.

3 Obtain credit for 2 additional games: last score

Note: press "A" only when display

pauses, - otherwise, program will be

halted. At this point previous score of

last game (if any) will be paused. This
number will be "0." directly after

initialization.

4 Start first game:
Displayed will be the number of balls
left to play in game.

5 Shoot next ball in game:
Note: press "." or "0" only when the

remaining number of balls is paused on

display.
* Score is shown to left of point, the scoring

device is indicated to the right of the point.

If trailing zeros are shown, the SPECIAL is

is on and many items score higher (see Prgm.

Description I).
When "0" is seen, ball has dropped through Out

Hole. "-1" indicates left flipper is requiredq,

while "-3" indicates right flipper is required.

A "-2" means ball is dropping out, but plaver

can attempt a tilt to put ball back in play.

6 To use left flipper (when "-1" is paused):

7 To use right flipper (when "-3" is paused):

Optional--To tilt machine (when "-2" is

paused) :

9 When current ball is lost through out hole,

and Bonus _has been colle¢ted, next ball is

displaved, flashing. To shoot it go to step 5.

10 When all balls are used up, final score is
flashed. If any games remain, go to step 4.

111 | If no games remain, 9° to step 3.

JJNOOEOe - 0BOnR 000000000000 CH DR
00000DOOO00000C00D0o0eCo00000to00e
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* STEP+ “KEYENTRY  KEY CODE COMMENTS STEP KEY ENTRY KEY CODE COMMENTS
@e1  FRC 16 44 i 057 Ri -31
__BEZ__Fi. 1524 @58 DSF6  -63 6@  |of the games.
eI sy ‘a4t - o @ss  RIN = 24 |~--=-=-=-=---
. 8B4 =87 16-43 store seed 868  xLELB 21 12 LBL B: Play
‘ @as t -55 ' 861  RCLI 3¢ 61 -Any games left?
(51213 FEC 18 ¢ 62  K=@*7 16-43
a7  STGE S [ 2 63 EGTha &2 16 11 -No, go to f a
aas 3 85 , 064 1 éi -Else deduct’l game
aag 6 el - @65 ST-1 35-45 61
G618 STOB 3512  store constants 866 - -45
- a11 1 ____;0; ' Be7  PRTH -14 -Print remaining
12 8 & ase @ B games
‘ @1;.:: » ST'L;iﬁ 35_ i; ags ET06 35 §g8 -clear old score
al Ag o ase 3 g2
@15  STOC 3513 .o oo 671  STO03 35 82 |-reset # of balls
) @16 CLX -5 clear registers 872 xLBLb 21 16 12 |- - - o - - - - - -
817 STo@ 358  Ro to R2 873 CF@ 16 22 66 |1pL £ b:
ers  ST01 35 8L a74  DSF8  -63 @6 Clr. SPECIAL flag
L el sT02 S B2 L _ ___ ..o _-. 375 5 as
’ g‘g? *fg‘:: ‘E‘: ;z. ;g | g’:ﬁ SZ’;: 3"_‘;’2 -store drop targets
- RCLE 35 13 subroutine used to 72 3 az ity
| 333 "9 o 'generate random g,;g STG6 35 66 lg;;tzllze out hok
! 24 g ] numbers. @88 xlBLc 21 16 13 - - e e - -
I~ 825 7 &7 @sl  CF3 16 22 83
| azé X =25 882 RCL3 36 63 display remaining
@28  STGE 35 15 834 LT0a 22 16 11 until user re
829  RTN =3 SO @85  PSE 16 51 sponds.
a38 xLBLA Zl 11 LBL A: Add 2 games a8s F37 16 23 83
® = : 8z to total. 687  F3% 1€ 23 63
@32~ §T+1 35-55 &1 BES  BTOc 22 16 13 |o - - 2 e e = = — _
‘ 33 . 62 ags 1 &1 deduct 1 ball
i 834 2 a8z asi 373 35-43 83 |- _ - _ - _ _ _ __
a 835 5 GE , as DSF1 -&3 8i
: 837  RCLI 6 &l 93 iBLa 21 1€ 14 s
. @38 PRTH -i4  |-print total games 294 GsBe 23 16 15 | _obtain first rnd 4
: 839 klBLa ZI1 I61I == === ==« - =~ ags 1 81
84a Z 8z IBL f a: test for pags 2 Gz
@41 CHS -2z possible free 897  x -35 |9t number from -3
| @4z STOI 35 46 games. 898 INT 16 34 to 8.
| @43  RCLE 3¢ &g a9a 3 63
L a44 5 65 e - -45 |
845 EEX -23 181 K=y? fg-zz fL . T T T T T
846 4 64 162 ©T0d 22 16 14  |MF 1St #=0, loop
a47 2 -z 183 X087  16-44 back to LBL f d
a4g INT 16 34 184  ETOE 2: 15 o Tt T
849 ST+l 33-33 Bl |- = = = = = = = = = 185 PSE 16 54 if # positive, gtoE
a5 RCLE 36 88 loop to show old 186  X=@% 16-42 |-~~~ === o7
@51 PSE 16 5 score. 187 er08  2: @6  |else pause to dis-
asz  GT0; 2245 |- = = - =@ e oo - 188 F37 16 23 &3 play #. If § gtop
853 *LELC 2i 12 LBL C: Recall the 163  F3% 16 23 &2 TSt Tt T
@54 DSFZ  -63 &2 total amount of 118 &T08 22 aa if no user responce
855 RCLzZ Jé &2 money spent in play 111 CH3 -2z go to ¢
956 PSE 16 51 112 X#r? i6-32
i REGISTERS 7
0 2 3 4 5 6 7  DROP 8 9
SCORE GAMES $s$$ BALLS OUT BONUS| TARGETS
S0 Si S2 S3 S4 S5 S6 S7 S8 S9
A 10 B 50 ¢ 100 o SEED USED
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STEP KEY ENTRY  KEY CODE COMMENTS STEP  KEY ENTRY  KEY CODE COMMENT
1136100 ___22 0D _169 P _ 1651 _
I ¥ S - - . . .. 178  PSE 16 51
115 TCHs T T-zz ftest if tilt option 171 €T0d 22 16 14
[ _ 116 _X#¥?  16-32 1St“§-1111f) nit{ 172 LBLI ster [ TTT 77
117 BTOd 22 1€ 14 put ba ack 1n 173 Fe? 16 23 @6 .
" 7118 ¢SBe 23 16 IS play. 174 6To1 - 2z g1 | SPECIAL star roll-
o1 2 B oo m--mm- 175  SF8 1€ 21 68 overs.
" 77128 " x .7 7-35 |if player has gone | 76 DSP3 \ -63 &5
© 121 INT 16 34 for tilt, see if 177 RCLA ' 36 11
122 TR=87  16-43 ball is lost or 178 ETOD 2z 14
123 6TOb &2 i¢ 12 not. Yes-gto £ b 179 %LBL1 21 B
T 124 eTod 22 16 14 No-gto £ d 188 DSFI -63 61
7 125 ¥LBLE 2115 === = === - 1814 CF@ ¢ z2: 86 [ - ~-~"~-~~=~=-=-=-=~-
T 7126 0 STOI 35 46 [store dsp. in I and 182 xLELZ 21 ar top roll-overs
127 6TOi 22 45 jump indirectly. 183 RCLA 36 11
. 128 «xlLbLé 2188 ---------- 184 6709 2285 [---------
S 129 8 B8 LBL @: Out hole 185 xLBL3 21 83 thumper (mushroom)
138 CcHS 0 -z22 bonus scoring 186 RCLC 36 13 bumpers.
. T 7131 8101 35 46 187 RCLA 36 1!
7132 RCLE Jc 88 188 ETO3 28 83
TTT133 TR#E? 16742 189  xLBid 2184 | oo oo oo
U134 eToB 22 6@ 198  RCLB 36 12
13 { - ai if no score yet made 191 2 82
_ 136 ST+3 35-35 63 give ball back to 192 K] es spinner gate
137 DSP@  -63 8@ aser. 193 ¥LBL3 21 83
U138 6TOe 2Z 16 13 194 GSBe £3 16 135
“- 139 «xLbiB - 21 @8 Else, check if . - 195 x '35
. 148 ,1_ - ?1 , double bonus is to 19§ o ‘zi
iii . Faé 16 23 “"f be scored then gé I;T ‘6‘::4
& < N : it 39
143 §Tx6 35-35 g | 9LVe out bomus. 199 x 75
144 RCLB 36 & 288  ETGS 28 8s
145 PSE 16 Si 281 xLBLS 21 85
146 EEX -22 282 RCLE I6 iZ
147 3 63 283  ET0S 22 &9 R
148 ST-¢ 35-45 86 204 xLBLG b3 B -S
149 S§T+8 35-55 @@ 285 EEX =22
- 158 RCLS 35 66 206 3 3 Bonus Advance star
151 PSE 16 3§ 287 ST+ 35-55 66 roll-overs.
152 RCL6 36 @6 288 RCLA 36 11
153 X¥e? 16-42 - 289 GT09 P B
154  6TO: 22 42 218 xLBLV 21 &7
’’’’ 155 Ry -31 211 RCLA 36 11
~ 136  PSE 16 51 212 DS8Zi 16 23 435
157 6TO0b 221612 -~ ~-~==-=--—-=- 213 670D 2z 14 drop targets
158 «xLBLS 21 B8 214 5 i) '
158 Fa: 1g 23 oG8 score points just 215 STO7 3% &7
168 RCLA 36 11 made on device 216 1 i
161 Fa? 16 22 &6 checking to see 217 8T+3 33-%3 &3
162 x -35 if SPECIAL was 218 RCLC 35 i3
163 x%LBLD &l 14 on. 219 6105 2B [ mmmm s - - -
164 ST+8 35-95 &¢ 228 xLFLS 21 a8
165 RCLI 3€ 46 221 RCL& 36 il slingshot kickers
166 RCLA 36 11 222 670D 22 14
147 = -24 ~set dsp to show
168 + . ~-55 both_score & devic
LABELS FLAGS SET STATUS J
) 25¢ BCREDIT © Rer $ ° USED USED OSPECTAL FLAGS TRIG DISP
a b c d e ON OFF :
used used ball disp.| used rnd. # gen. o0 =® DEG =R FiX
Z out 1.101e 6EPECII\L f‘oll oVera znushrqoms :spin. gate2 ; g g SESD g SSQS E]]
kick outs| bonus adv.idrop tarqg.]|sling shot] used used 3 0§ ng
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SCORING ITEMS AT A GLANCE

(Two circles at top of board, labeled "SPECIAL")
-Over Stars; switches SPECIAL scoring on and off and
scores 10 points for each one hit.

(Two slots at top, marked with arrows)
Roll-Overs; scores 10 points or 100 points when
SPECIAL is lit.

(Two large circles about 1/3 down from top of board)
room or Thumper-Bumpers; scores 100 points each time
they are hit, or 1000 points when SPECIAL
is lit. Ball can bounce between them for
up to 10 times at one instance.

(Slot along left side of machine)
ner Gate; scores 50 points for each spin, or 500 points
when SPECIAL is lit. Gat can spin as
much as 25 times when struck.

(Two circles, one by Spinner Gate, the other by

drop targets, device #7)
: Out Holes; scores 50 or 500 when SPECIAL is lit.

Two circles near bottom marked "Advance Bonus")
! vance Roll-Overs; scores 10 or 100 if SPECIAL is

lit. Also adds 1000 more points to Out-
Hole Bonus.

(Area to the right of board)

»=Targets; scores 10 points for the first 4 hit. Scores
100 or 1000 (if SPECIAL is 1lit) on fifth
hit. This fifth shot resets flags and adds
an additional ball to game.

(Areas above the words "Flippers")
1.g Shot Bumpers; scores 10 points when struck.

Left Flipper is called for.
3: Right Flipper is called for.
Ball falls through Out Hole and collects Bonus points.
Ball falls through Out Hole and collects Bonus points,

but gives player the option of tilting to
put ball in play once more.

L launcher.
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SPECIAL NOTE CONCERNING EITHER PROGRAM:

Steps have been added so that on the first ball, should the "ball' drop
i directly to a flipper or come a -2 (the tilt option) and no score was made,
the ball will be returned to the player to shoot again, as it does on many
regular pinball machines. Note that if the player chooses to attempt a tilt
. and fails, the ball will not return. Also, any accumulated score prior to a
ball dropping through the out hole will prevent the ball from returning.

*** ADJUSTMENTS FOR LIBERAL SCORING *#**

In the previously listed program, the scoring set up is refered to as
"conservative"; that is, it is more difficult to score any free balls or free
games. To make the game easier, the following changes can be made to adjust
your “"pinball" machine for easier scoring:

STEP NUMBER: CHANGE FROM: TO:
# 070 ) 3 5 (increase # of balls)
# 075 5 3 (decrease drop targets)
# 119 2 3 (less chance to tilt)
# 182 DELEATE THIS STEP COMPLETELY
# 183 (was # 184) GTO 9 GTO D
GTO STEP # 202 and key in: LBL 2 (this now becomes step
#203)
# 208 RCL A RCL C
# 213 GTO D GTO 9
# 214 5 3
. By making the following changes listed above, the following now
occures:

1. Five (5) balls are provided for each game

2. The number of drop targets needed for a free ball is reduced
to 3.

3. First two drop targets down either score 10, or 100 if
SPECIAL is lit.

4. Third drop target :down either scores 100 or 1000 if SPECIAL
is 1it.

5. Both devices 2 and 6 (top roll-overs and Bonus advance roll-
overs) advance Out Hole Bonus by 1000.

6. Both top roll-overs and Bonus advance roll-overs score 100,
or 1000 if SPECIAL is lit.

7. Instead of a 50/50 chance of tilting the machine, the player
has a 2 out of 3 chance of putting the ball back in play.

EXCEPT FOR THE CHANGES LISTED ABOVE, ALL OTHER DEVICES WORK THE SAME,
AND NO FURTHER PROGRAM CHANGES SHOULD BE MADE.




