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IMPORTANT NOTICE 

DUE TO THE METHOD BY WHICH THE 41C LOCATES LABELS WHEN 
AN "XEQ" OR "GTO" IS PERFORMED, THIS PROGRAM WILL RUN 
SLOWER DURING THE FIRST GAME. AFTER THE 41C HAS LOCATED 
THE POSITION OF THE LABELS, HOWEVER, SPEED WILL INCREASE 
TO THAT OF THE NORMAL PLAYING SPEED. 

(THERE IS A GOOD CHANCE THAT YOU WILL NOTICE THE INCREASE 
SPEED DURING THE PLAY OF THE FIRST BALL OR TWO). 

DO NOT LET THE INITIAL REDUCED SPEED WORRY YOU! 
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t)0361C PROGRAM DESCRIPTION-I 

Program Title *** THE WIZARD OF PINBALL *** 

Contributor's Name Mr. Craig A. Pearce PPC member #311 

Address 
2529 S. Home Avenue 

City Berwyn, State/Country Illinois Zip Code 6 0 4 0 2 

Program Description, Equations, Variables This pro9'ram is based upon the original 67/97 

version "Pinball Wizzard" program (Library number 0032ID). It is not 
.. merely a conversonof·theoriginalprgm~,made to run in the 41C, but 

is entirely new, having been written to take advantage of the 41C's 
features. Newfun·c'C·:iohSbVer··the67/gTVersion include multi-player 
(from 1 to 4 can play at once), sounds, full alpha displays, improved 

-.-ntiTt"optibh, ·kickbtiEhoIescoreadva.nce,iX,'3X and 5X out bonus . 
advance, match digit for free game, 3 high score/free game thresholds 
·Ti.ise:f··~~:idjtist:abler;Fre·egamebn"passlrigHI:::'Sc()re To Date , (which is 
automCitically Cic:lj"ll:~~~~clCiJ:'lc:l"llp~ta:t:.~c:l~h~l'lp.C!~~~q,al'lq maintained in the 
4Tlr'scOri£lIious memory. Continous memory is also used to hold the 
total CiJI.lc:>un t o~9ash~pent_.3~nqj:he ... ;t;'.g.udomse.ed •. 

S¥.S':J:'~M .. ~QQ;r:R~~J;; .. N':J:'S:.. . ...... . 
The 'Wizard of Pinball' has been written to operate in an HP-41C 

.. ~_..s..:ystem.~cQnsis.t.ing ... Df .... aminimum...of ..... 3..memory ..... modul.es. Two module s . and 
the internal 4lC memory are used for program storage, while the last 

_ ..... j...g...use·d-.'£O·rtheda·ta···(botlr-A±rPHA and"NUMERIC}-'-storage~ ·j.\ithough not 
required, the 41C card reader would be a nice option for storing the 
game anddata'on cards; ......~ ........... . 

If a card reader is used, the program will take up 9 tracks (5-
.. ·mag-cards·)and~·thl:datawrl·l .. takeup· .. lttraCks·· Ttwo····tnag;;;,; cards). 

See above: II SYSTEM REQUIRE~1ENTS II Necessary Accessories ............................ ~.~ __ .. _ .... ,. . ........ ~... . ................... . 

Operating Limits and Warnings 

Reference(s) E.~.perienc~JJ:'lp:L9:y:i,J}g gaIIle~l?Y Bally, Wil.liams, Gotlieb and 

Sterns Manufacturing; "PINBALL WIZZARD", 67/97 program # 00321D. 

This program has been verified only wilh respect 10 the numerical example given in Program Description II. User accepts and uses this program malerial AT HIS OWN RISK. In rehance solely upon his own 

Inspection of the program malerlal and Wllhoul reliance upon any representation or descnplion concerning lhe program malerial. 

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 CONSEQUENTIAL 

DAMAGES IN CONNECTION WITH OR ARISING OUT OF THE FURNISHING. USE OR PERFORMANCE OF THIS PROGRAM MATERIAL. 



INTRODUCTION: 

Welcome to the new WIZARD OF PINBALL ~ame. This pro~ram simulates~ 
a5 closel~ as possible, the actual pla~ in a ~enuine pinball machine. In 
order to pla~ this ~amey ~our s~stem must have 3 memor~ modules in ports 
1 throu~h 3 (and, althou~h not reouired, a card reader would be of some aid, 
plugged into its port, 14). The 41C's internal memor~ and 2 modules are 
fJsed for pro~ram stora~e (with some 50 re~isters or so free) while the 
last module is designated for data stora~e (both ALPHA and NUMERIC). 

The user interacts with the game through the di~it kess 1 and 3 
(designated the LEFT and RIGHT flippers respectivel~), and the di~it 2, 
which is the TILT option. With this version, failing to hit the correct 
·Flipper will still give the user the option of TILTING the machine and 
placing the ball back in pla~ (ma~be!). 

THE WIZARD OF PINBALL allows from 1 to 4 pla~ers, with plas 
alternatin~ from pla~er 1 to pla~er 2 and so on back to plaser 1. Each 
pla~er will receive a total of 5 balls for each ~ame. The abilit~ to 
win a FREE BALL is also possible. In this case, the same pla~er sta~s 
until the extra ball is lost, after. which the pla~ rotates to the 
next pla~er (unless ANOTHER free ball is won). 

Shootin~ the ball is accomplished b~ pressing ANY numeric ke~. 
As in most ~enuine pinball ~ames, the WIZARD OF PINBALL returns the same 
ball to the same pla~er to be reshot, if no score is made and the ball 
exits immediatel~. The ~ame allows UP to three Free Game Thresholds that 
award a CREDIT (Free Game) when passed. Also, the program checks for a score 
that passes the previous 'HIGH-SCORE TO DATE', Another free ~ame is awarded 
i~ an~ or all of the plasers pass this previousl~ stored "HI-SeR". 

For full instructions, read on, and best of luck. 



'. 
G~ME INITT~LIZ~TION: 

1. Make sure 3 memors modules are in ports 1 throush 3. 
2. Execute the SIZE function: XEQ, "SIZE", 064 

(This sets the last module for data storaSe, resisters 
POO to R63) 

3. If sou are loadins in the proSram for the first time, or have 
no card reader, kes in the PROGRAM steps as indicated 
followin~ these initialization steps and directions for 
F'la\;:!o 

4. Likewisey now load in the DATA re~ister contents which follow 
the proSram listins. 

RECORDING THE PROGRAM AND DATA ON CARDS: 

1. If a card reader is available, ~ou can record and, later~ 

reload THE WIZARD OF PINBALL with masnetic cards. To 
store all the data and proSram, sou will need a total 
of seven (7) mas-cards. The proceedure is as follows: 

2. Position the 41C to the besinnins of the proSram (LBL ·WIZARD") 
b~ ans method (i.e.--GTO ·WIZARD"; CAT 1, PIS; etc.) 

3. Switch the calculator over to the "PRGM" mode. 
4. Insert side one of card one into the reader. The card should 

pass throush and the displa~ should read: "RDY 02 OF 09 R, 
5. Continue to alternatel~ feed in the 1st and 2nd sides of the 

cards (the even number tracks soinS on side 2 of the cards) 
until all 9 tracks have been recorded. (NOTICE: Side 2 
of the fifth card is not recorded on), 

6. SWITCH THE 41C BACK *nUT* OF THE ·PRGM" MODE AND INTO THE 
"NORMAL" OR RUN MODE BEFORE ATTEMPTING TO RECORD THE DATA 
CARDS! 

7. With the data reSisters loaded, and the 41C in the -NORMAL" 
mode, Execute the WDTA command: XEQ, ·WDTA n 

8. Thf:! (1 :i. !:;p:l. a \:.1 f!;hnu 1 d Y'f;'acl! • RDY 0:1. OF 04 u • 

9. BeSin bs feedins in side one of card nne nf the DATA CARDS. 
(BE CAREFUL NOT TO ACCIDENTLY FEED IN ANY OF THE PREVIOUSLY 
RECORDED PROGRAM CARDS!). 

:1.0. Continue recordins until both sides of 2 cards have been recorded. 
11. At this point, the entire proSram and all the data have been 

recorded onto the cards. It is best to label these cards if 
~ou have not alreads done so. It misht also be a sood idea 
to XEQ the RVER" command tn confirm that the 9 proSram and 
4 data tracks have been successfull~ recorded. See the card­
reader manual for instruction on use of the "VER" command. 

LOADING PROGRAM AND DATA FROM CARDS: 

1. Once the prosram and data is recorded onto maS-cards, all the 
information mas be reloaded at an~ time from these cards. 
To do so, besin b~ feedins in all the DATA or PROGRAM cards 
first and then the remainins cards. The 41C will handle 
where eversthins Soes without an~ further user commands. 

NOTE: Never attempt to mix the DATA or PROGRAM cards durinS a load. 
Alwass complete the load in proSress before continuinS to 
the next set of cards. 

INITIALIZATION WITH A NEW SEED: 

... {~. .. .. 



1. Input a new seed number ('n') such that 0 < n < 1. 
2. IP not alreads in the proSram XEQ "WIZARD" • 

.. - Or' - .. 

2. If alreads in the proSram~ Just press RTN, RIS 
3. Go to step 4. 

INITIALIZATION USING A PREVIOUSLY STORED SEED: 

1. Recall R63: RCL 63 
2. XEQ ·WIZARD" if not alreads in the prosram • 

. - or ._. 
2. If in the pr'oSram, Just press RTN, RIB 
3. Go to step 4. 

INITIALIZATION IF PRINTER IS PLUGGED IN: 

If a printer is pluSSed into port 4, either unplug the printer 
and then continue with either of the initialization steps above, 
or, enter the program (GTO ·WIZARD") and press: shift, a. 
This will clear flas 21. You can now proceed to either set of 
instructions above. 

AFTER INITIALIZATION: 

4. Once the initialization steps have been performed, the 
displas will read ·CAP-PINBALL" and the ·PRGM" annunciator 
will be on. When this annunciator goes out, the proSram 
has completed initialization and ~ou may proceed to the 
pla~ instructions. 

5 IF AN ERROR DISPLAY RESULTED~ CHECK TO BE SURE YOUR SEED WAS 
A FRACTIONAL NUMBER. IF IT WAS, REENTER THE SEED, PRESS 
THE ENTER KEY, AND ATTEMPT TO INITIALIZE AGAIN. 
(The proSram checks for an incorrect seed and displays the 
error "DATA ERROR" if the seed has no fractional part. If 
an "ALPHA DATA" error occures, it may mean that some non­
numeric data was in the 'Y' resister during initialization). 

NOTE: IN ORDER TO SAVE AND RESTORE THE VARIABLES OF THE GAME? A 
SPECIAL PROGRAM (WHICH WILL FIT INTO A 3 MEMORY MODULE 41C ALONG WITH 
'THE WIZARD OF PINBALL') IS SUPPLIED IN THE APPENDIX OF THIS BOOKLET. 
THE USER REQUIRES ONE (1) ADDITIONAL CARD IN ORDER TO SAVE THE REQUIRED 
VARIABLES THAT ALLOW STARTING THE GAME UP, EVEN AFTER MEMORY IS CLEARED. 



DIRECTIONS FOR PLAY: 

THE I<EY~::; ~ 

The top row of keys on the 41C now have the followinS uses: 

(.1: ~:)ti~ rt ::.:jaIYrE·~. 

B: PinS UP plasers (Credit Button) 
c: I n~;E~ l"'t Co :i. n.· 
D: Recall credits 
E: Display mones spent. 

E: Pressins the 'E' kes will recall the amount of 'mones' accumulated 
durins the plas of the Same. The displas will show! "$ 0.00·, or 
f;;.OIYr(? vi:llue. 

D: PressinS the 'D' kes will recall the total accumulated credits 
(number of Sames) to the displas. The displas will read: 
·x. CREDITS· where 'x' is the number of credits in the machine. 

C: Pressins this kes will deposit $ .25 into the machine and rinS UP 
one credit. As with real machines, there is an upper limit on the 
number of credits ••• in "WIZARD" that limit is 40. Continuins to 
press 'C' after the limit is reached WILL continue to take sour 
mones, but will So no hiSher than 40. (Just like on the real 
thin:::.~', ~.:jan~:.!) I 

B: This kes will deduct one credit from the credit resister and add 
an active same 'to the machine. Initially, the players' count is 
reset to '1'. Subseauent pressinSs increase the number of plasers 
UP to a maximum of 4 plasers. Attemptins ~o press 'B' after all 
4 players are runS UP, results in a ·PLAYERS = 4" display? and no 
credits are deducted. Attemptins to press 'B' when there are no 
credits remainins results in a ·0 CREDITS" displas. 
Durins normal use~ when 'B' is pressed, the displas is paused, 
readins: ·x CREDITS", showins that there are 'x' credits remainins. 
The display then stops on "PLAYERS 
total number of players runS UP so fiH' • 

where '\ "' .. ~ ..... now !:;hows the 

A: This key besins the Same with the number of plaYers runS UP on the 
'B' kes. Once plas has besun, no further players can be added. If 
the pros ram is stopped at this point and the Credit Button is pressed, 
the number of players is returned to '1' as on real pinball machines. 
Attemptins to hit key 'A' without first rinsinS UP some Sames with 
the Credit Button will result in a "0· display. 

REMEMBER THAT YOU MUST BE IN THE ·USER" MODE FOR THESE KEYS TO OPERATE! 

THE DEVICES: 

In "WIZARD", there are several different scorins devices and ways 
of buildins a score. These 'devices' are listed below, startins 
with the format the device name is displayed on the 41C's Liauid 
Crystal Display. The full name of the device is listed in '( )' 
after the formatted name? then a brief description of what this 
device is and how it scores in THE WIZARD OF PINBALL. 

"*STAP-50· (Star Rollovers)--These are star-like buttons on the plas 
field. Each time the ball 'rolls' over one of these buttons, 
the user hears 5 "TONE Sus sound? and receives 50 points 



added to his or her score. Each star Rollover also advances 
the OUT BONUS b~ 1000 points. (All devices that advance the 
OUT BONUS b~ 1000 points are preceeded with '*'. More about 
'OUT BONUS' later)! 

"*LANE-300" (Lane Rollovers)--Lane rollovers are special paths the ball 
travels through and scores an immediate 300 points for the 
pla~er, who hears 3 "TONE 6"s. In addition, the Out Bonus 
is advanced b~ 1000 points. 

"THUMP-xOO· (Thumper-Bumpers)--Sometimes called 'Jet or PoP Bumpers', the 
Thumper Bumpers on this Same score 100 points each time the 
ball strikes them. At an~ siven time, the ball can bounce 
from 1 to 10 times, scoring 100 to 1000 points. When this 
displa~ comes UPv the value of 'xOO' is the amount of points 
scored where 'x' is the number of 'bumps' the ball made. The 
user hears 'x' number of "TONE 6"5. 

"SPIN-x~O" (Spinner Gate)--Spinner sates on pinball machines are the 
devices that spin on a horizontal axis as the ball passes 
under them. In ·WIZARD"y the SPINner sate can spin UP to 
25 timesy scorins 10 points for each spin, and showins the 
actual points made, while soundins a "TONE 5" for each spin. 
IN ADDITION, for each five (5) spins of the sate, the Out 
Bonus is advanced bs 1000 points. Thus, as an example, if 
the sate spun 19 times, the displas would read! ·SPIN-190·, 
the plahler would receive an immediate 190 points. and the 
Out Bonus will advance 3 times (3000 points). NOTE: Since 
the Spinner Gate can turn LESS than 5 spins, and therefore 
NOT advance the Out Bonus, this is the onls device name that 
can affect the Bonus, that is NOT preceeded with '*'. 

"KICK-xOOO· (Kick Out Hole)--Kick out holes (or saucers as thes are some­
times called) are those devices that the ball drops in, scores 
some points and is kicked back out into pla~. On "WIZARD·, 
the points for the kick out hole besin at 2000 and advance 
b~ 2000 each time the ball drops in one, until a point value 
of 10000 is reached and held for all additional hits of the 
holes. Displased is the point value received and a "TONE 7 u 

is heard for each 1000 points scored. 

·SLING-l0· (Sling shot kickers)--The slins shot kickers are devices that 
.just PT'oF'F!!11 th(~) ball awa~;1 wh(~n struck, an(1 ~:;c(Jre :1.0 p()ints. 
The user hears a aTONE 5". 

(Drop TarSets)--Drop tarsets are scorins devices that fall 
awa~ when struck, and score some value in the process. 
The~ are reset with each new ball, or when all are knocked 
down, in which case, the~ Senerall~ score somethinS special. 
In this Same, there are three (3) drop tarsets. Hittins the 
first and the second result in an immediate 10 points. a 
"TONE 5", and a displa~ of "DROP-l" and "DROP-2", showins 
the number knocked down. When the third is hit, however, the 
user hears 2 "TONE 8"s, receives 100 points and is awarded 
with another ball. The displas reads! "SHOOT AGAIN". 
Although the tareets are then resety and can be knocked down 
aSain, with the ·SHOOT AGAIN" displa~ showine. the user can 
onl~ receive ONE extra ball, per ball in pla~. However, each 
ball in pla~ (whether it is the reeular shot, or a free ball, 
can score another free ball). 

/ 



~r{ ~.~ 
....J/ ~ J As the ball exits, the same plaser is UP as plas does 

advance to the next plaser. Displas flag annunciator 
is switched on when the plaser has an extra ball. 

NOT 
':-5 ' 

"*A-" to "tF-" (Alpha Targets)--These are stationars targets. that award 
the plaser with an immediate 500 points, plasing 5 "TONE 6"s 
each time then are struck. (Example displas: "*C-500·). In 
addition, each target hit advances the Out Bonus bs 1000 
points. Further more, the alpha targets have another use. 
During the plas of ans one ball, the 41C remembers the targets 
dropped (in ans order) and provides for higher Out Bonus 
scoring as follows: 

Hitting 'A' & 'B' displas "BONUS x 2 M
, and will cause 

the plaser to receive TWICE the Out Bonus when the ball exits. 
Getting 'A', 'F,:', "C', & 'It' di~:;F'la\:H.::>s "BONUS ~< 3·, 

with resulting TRIPLE Out Bonus Score. 
If all 6 tarsets are hit in one turn CA, B, C, It, 

E, and F), then the displas reads "BONUS x S" and the Out 
Bonus is QUINTUPLED! Thus, a maximum of 145,000 points on 
Out Bonus are possible! 
(NOTE: Once a "BONUS x" displas is shown, subseQuent hitting 
of ANY alpha targets, whether the bonus multiplier is in­
creased or not, will again displas the current "BONUS x· 
displas to remind the plaser of the status). 

OUT BONUS: When the ball exits the OUT HOLE, the user then collects all 
thE.' Out. Bonf.IS F'O i nts that. we T'f:' accumu 1 atf:~d dl.Jr'i nS a ~~amE~. I n k(':~f-"P i nS 
with standard machines. the maximum limit on out bonus points is 
29,000. This value is then multiplied bs the "BONUS x· factor (if 
ans). If a full 29,000 had been accumulated during the plas of ball, 
and all the alpha targets were hit resulting in a "BONUS x 5", then 
the user can get UP to 145,000 points once the ball exits. 
The displas shows the total out bonus points and decrements t.his 
count bs 1000, adding 1000 points to the plaser's score each time. 
For each 1000 points. a "TONE 6" is heard. Onls after all the Out 
Bonus points have been run down will the plas move onward. 

FLIPPERS. TILTING AND OUT: 

When the ball reaches the left or risht flippers, the displas will 
show: -LEFT-i" for the left flipper & 

DRGHT-3" for the right flipper. 
At this point, the plaser has one second (approximatels) to press 
either the '1' kes (for LEFT) or the '3' kes (for RIGHT) in order 
to put the ball back in plas. Failure to hit the correct flipper, 
or Just failure to hit ANY flipper will result in the ball exitins 
throush the Out Hole. 

When the ball enters the Out Hole, (whether due to a missed flipper 
pIas, or on its own), t.he displas shows ·OUT" for one second. 
Durin~ this time, the user has the option of 'TILTING' the machine, 
in a last attempt to put the ball back in plas. Tiltins is accomplish­
ed bs pressins the disit '2' during the displas of ·OUTu, 
The chances are 4 out of 5 that the ball will be placed back in plas. 
However, USE TILT CAUTIOUSLY! If that one in five chance comes up, 
the displas will read "*TILTt" and a decendins tune will be pls~ed, 
The machine has been tilted, and all Out Bonus points ARE LOST. Also, 
an~ FREE BALL sained durins that turn is ALSO LOSTI The plaser's 
score is immediatel~ disPlased and the pIss moves on! 

F: 



END DF G(.~rl[ t 

When the end of the Same is reached, & the last player's score is re­
viewed, ·WIZARD" then selects a random number as the MATCH DIGIT. This 
11umber is always from 00 to 90, (multiples of 10) and is compared asainst 
the last 2 disits of all the players scores. If any player had a match, 
(their score's last two digits eaual the MATCH DIGIT) a "TONE 9" is heard 
~nd a FREE GAME is awarded. The display will then read "MATCH-xO· showing 
the digit selected bs "WIZARD", During this time. if ans player's score 
11as passed the High Score To Datev the old "HISCR-" is chanSed; otherwise it 
remains the same. The display then show this Hish Score in the form of: 
nHISCR-xxx~xxO·. If any or all plasers score(s) passed the HISCR, a CREDIT 
:i. <;:. ah1i:l rded. 

Finalls, all the plasers' scores are reviewed one final time, and 
compared against the 3 free game thresholds. For each plaser who's 
score passes each of these threiholds, another free Same is credited to 
the machine. <Each free game won produces a "TONE 9"). Finally, the 
display reads "GAME OVER" and a "BEEP" is heard. 



USER INSTRUCTIONS: 

H'rEP I Nf.;TF<UCT IONf.; : INPUT: FUNCTION : DISPLAY : 
=~======~================================================================== 

1. INIITIAlIZE GAME AS SHOWN ON PAGE 4. 
2. INSERT COINS TO RING UP CREDITS (AND 

C .~< CREDITS· 
(Repeat step 2 UP to 40 times, as de-

RING UP NUMBER OF PLAYERS: B .~< CREDITS· 
• PlAYEI-\:S :::: \~. 

(Repeat step 3 from 1 to 4 pla~ers). 

4. BEGIN GAME! . A 
(HEAR MELODY PLAYED, THEN SEE:> ••••••••••••••••••••••••• ·PlAYER NO. x· 

SHOOT B(:)!...l: 
PLAY BEGINS. IF NO SCORE IS MADE, 
THE MESSAGE "NO SCORE-SHOOT AGAIN" 
WIll BE DISPLAYED AND THE BALL IS 
RETURNED TO THE SAME PLAYER TO BE 
RESHOT. WAIT UNTIL THE STANDARD 
·PlAYER NO. XW & RBAll x" DISPLAYS 
ARE SHOWN AGAIN, BEFORE RESHOOTING. 

-·OPT I ONtll ..... . 
REVIEW MONEY SPENT TO DATE: 

'-OF'T I ONt-II ..... . 
REVIEW TOTAL CREDITS RUNG UP: 

Y. FOR ANOTHER GAME (OR ROUNDS OF GAMES) 
GO TO STEPS 2y 3, OR 4, DEPENDING ON 
THE CURRENT NUMBER OF CREDITS IN THE 
11r:)CHINE. 

BBAll 1" (flashinS) 
() th 1'1.1 <? 

F 

D H ~.~ CRE[f I TS A 



r::Xi-IMF'I...F G(:lriE t 

I r·Il"·1..l t '::;f:~(':'~ d ~ • :2~'='; :I. 063'7 '7 40 
Initialize: XEQy ·WIZARD" 
Displa~ credits: D 
Displas cash spent: E 

Spend a Guarter: C (TONE heaT'd) 
Ring UP one pla~er: 

A 

Shoot b;;~ll t \ l' 
(1 drop tarset hit!) 
(opps ••• ball headin~ out!) 

L(-)t's t.r·=~ to tilt it back in pla~: 
(made it! A kick·-out hole) 
(tarSer E is hit, bonus adv.) 

"C(-~P-·F'INBALL. • 
·0. CREDITS· 
"$ 0.00" 

"t. C/:<EIHT· 
HO. O~EDITS· 

• PL.,!) YEF::S :0: :l..' 

"PL.AYE/;: NO. :1.. H 

"BALI... to" 

• m-;:op·_·:J. • " 
·OUT" 

(of' 1 a~.;hf?d) 

·KICK .. ··2vOOO H 

• E ·-~:'.iOO d 

" KICK ·-4 v 000 " 
(star rollover & bonus adv.) "STAR-50' 
(ball headinS out ••• let it ~o) ·OUT" 

(see bonus collected): 3,000 
2,000 
1,,000 

Now we see the score review: sPL.AYER :l..-SCORE-9,560· 

Read~ for next ball: • PUWER NO.1· 
"BALL. 2." 

Etc. 

) 



'00361C 
PROGRAM LISTING Page 12 of 2 3 

067 097 6Cl 41 C 

STEPI KEY CODE STEPI KEY CODE 
UNE KEY ENTRY (67/97 only) COMMENTS LINE KEY ENTRY (67/97 only) COMMENTS 

, ,~. '",,",v''"''' , -- --..... ... -~~---.. "---.. .... -~ '="-""'=~'~ '" 

51 RCl 45 91*lBl ·WIZARD" 
92 FRC 52 4 
93 1l:~ 53 X=Y? 
94 lASTX 54 GTO 11 
95 STO 63 55 1 
96 FIX a 56 ST+ 45 
97 " CAP-PHIBAlL" 57 ST- 53 
9S A~'IEW 53 TONE 5 
99*LBL a 59 XEQ D 
10 .021 69 PSE 
l1*lBL ttl 61*LBL 11 
12 CF IND X 62 CLA 
13 ISG X 63 ARCl 39 
14 GTO Hi 64 "~S =" 
15 SF 91 65 ARCL 45 
16 RTN 66 AVIEiri 
17*lBL E 67 RTN 
18 FIX 2 6S*LBL Ii 
19 "$ " 69 RCl 45 
29 H~:CL 52 79 X=9? 
21 FIX \1 71 RTN 
22 AVIEW 72 49 
23 RTM 73+ 
24*LBl C 74 RCL 49 
25 39 75 I 

26 RCl 53 76 41 
27 X/I? 77 STO 58 
28 GTO D 78 + 
29 .25 79 e 
30 ST+ 52 80*lBL 12 
31 TONE 4 81 STO IND Y 
32 ISG 53 82 ISG Y 
33*LBl D 33 GTO 12 
34 CUi 84 1 
35 ARCL 53 85 STO 48 
36 "~ " 36 STO 59 
37 ARCL 28 87 TONE 9 
38 RCL 53 88 TONE 8 
39 1 89 TONE 8 
49 X*'P 99 TONE S 
41 "I-S" 91 TONE 7 
42 AVIEW 92 TONE 7 
43 RTN 93 BEEP 
44*LBL B 94 TONE 8 
45 RCL 53 95 TONE S 
46 >:=9? '36 TOtlE 8 
47 GTO D 97 TONE 9 
48 0 9S*LBL 13 
49 FS?C 91 99 41 
50 STO 45 lee STO 58 --------

No .. : Refer to "HP·41C OWNERS HANOBOOI< AND PROGRAMMING GUIDE" lor SpecifiC ,nformatoon on keystrOl<es. The Function IF'dex 'S found at the very back of the HandboOl<. Reier to Append,x E 'n 

67 or 97 "OWNERS HANDBOOK AND PROGRAMMING GUIDE" lor exact keystrokes 



, 
~.-. 

00361C PROGRAM LISTING Page 13 of 23 

067 097 f.iiCJ41C 

STEPI KEY CODE STEPI KEY CODE 
UNE KEY ENTRY (67/97 only) COMMENTS LINE KEY ENTRY (67/97 only) COMMENTS 

r-' -1811'" 151+LBL 18 , 
. ---.---. ----

192 STO 48 152 -2 
193+LBL 14 153 XOY 
184 1 154 X='f? 
195 STO 46 155 9 
196 1.093 156 iWI? 
197 STO 51 157 GTG 19 
198 9 158 RCL 88 
199 STO 47 159 CLD 
119 25 169 PSE 
111 STO 49 161 FC?C 22 
112 XEQ a 162 GTO 29 
113 SF 91 163 2 
114 CF 82 164 )(#:Y? 
115 CUI 165 GTG 29 
116 ARCl 39 166 5 
117 " .. NG. " 167 XEG 99 
118 ARCl 48 168 1 
119 AYIEW 169 X=1? 
129 PSE 179 GTO 21 
121 CU1 171 GTG 16 
122 ARCl 15 172+lBl 29 
123 ARCl 59 173 CLA 
124 CF 22 174 ARCL 20 
125+lBl 15 175 ARCL IND 4'3 
126 AYIEW 176 AYIEW 
127 PSE 177 PSE 
128 FC?C 22 178 RCL 46 
129 GTO 15 179 29 
139+LBL 16 189 )({Y? 
131 i2 181 STO 46 
132 XEQ 89 182 RCl 49 
133 4 183 24 
134 - 184 -
135 )()9? 135 ST* 46 
136 GTO 17 186 RCl 49 
137 FS? 92 187 RCL 46 
138 GTG 18 188 • 
139 "NO " 189 STt IHD 58 
148 ARCl 25 199 FIX 3 
141 ARCL 21 191 CF 28 
142 ARCl 22 192 RCl 46 
143 AYIEW 193 ClD 
144 PSE 194+lBL 22 
145 GTG 14 195 PSE 
146+lBl 17 196 TONE 7 
147 SF 92 197 DSE X 
148 CLA 198 GTO 22 
149 ARCL IND X 199 FIX 11 

159 GTG IND X 299 SF 28 
---" - - -- - _. ----_._-. -------.- ---

~: Re'" 10 "HP-4le OWNER'S HAN0800K AND PROGRAMMING GUIDE" 'or specific informalion on keystrol<es. The Function Index is found at the very bad< 0* the Handbook. Refer to Appendix E in 
67 or 97 "OWNER'S HAN0800K AND PROGRAMMING GUIDE" 'or exact keystrokes. 



00361C 
067 097 12S141C 

STEPI KEY CODE 
LINE KEY ENTRY (67197 only) 

--Z91+lBl b .. 
292 Cli=! 
293 ARCL 39 
294 "t- " 
285 ARCL 48 
286 "1--" 
287 ARCL 25 
298 ARCL HID 58 
289 AnEW 
219 FS? 93 
211 GTO 14 
212 RCL 45 
213 RCL 48 
214 X=V? 
215 GTO 25 
216 1 
217 ST+ 48 
218 ST+ 58 
219 GTO 14 
229+LBL 25 
221 5 
222 RCL 58 
223 X=V? 
224 GTG 26 
225 1 
226 ST+ 59 
227 GTO 13 
228+LBL 26 
229 18 
239 XEQ 09 
231 1 
232 -
233 HI 
234 * 
235 STO 35 
236 RCL 45 
237 49 
238 + 
239 RCL 49 
249 / 
241 41 
242 + 
243 STO 57 
244+LBL 27 
245 RCL 36 
246 RCL IND 57 
247 XIV? 
248 STG 36 
249 XIV? 

___ " _~58 _~8~ ___ " 

PROGRAM LISTING Page r4 of 23 

STEPI KEY CODE 
COMMENTS LINE KEY ENTRY (67/97 only) COMMENTS 

251 RCL"39 
252 / 
253 FRC 
254 RCL 39 
255 * 
256 RCL 35 
257 X=Y? 
258 XEQ 24 
259 ISG 57 
269 GTO 27 
261 CUI 
262 ARCL 23 
263 ARCL 35 
264 AYIEW 
265 PSE 
266 CLA 
267 ARCL 24 
263 ARCL 36 
269 AYIEW 
279 FS?C 98 
271 XEQ 24 
272 PSE 
273 RCL 45 
274 49 
275 + 
276 RCL 48 
277 / 
278 41 
279 + 
289 STO 57 
281+lBL 28 
282 CLA 
283 ARCL 30 
284 "I- " 
285 RCL 57 
286 INT 
287 48 
288 -
289 ARCl X 
299 "I- - " 
291 ARCL HID 57 
292 AYIEW 
293 54.956 
294 RCL IND 57 
295 ENTERt 
296+LBL 23 
297 CUi 
298 RCL IND Z 
299 X(='i'? 
389 XEQ 24 -_ ..... _- ------. --

Not.: Refer 10 ··HP·4,e OWNERS HANDBOOK AND PROGRAMMING GUIDE·· lor specifIC .nlormaloon on keystrOl<es. The Function Index .s lound alth. very back oIlhe Handbook. Refer 10 Appendox E .n 
67 or 97 ·'OWNERS HANDBOOK AND PROGRAMMING GUIDE" lor exact keystrOl<es, 



067 

STEPI 
LINE 

PROGRAM LISTING 
097 ~41C 

KEY ENTRY 

38frSc-Z 
382 GTO 23 
393 ISG 57 
384 GTO 28 
395 CLA 
396 ARCL IS 
387 ARCL 19 
39S AVIEW 
399 9 
319 STO 45 
311 BEEP 
312 RTN 
313tLBL 99 
314 RCL 63 
315 9321 
316 * 
317 .211327 
318 + 
319 FRC 
329 STO 63 
321 * 
322 1 
323 + 
324 INT 
325 RTt1 
326tLBL 21 
327 CF 93 
328 CLA 
329 ARCL 31 
339 AnEW 
331 TONE 4 
332 TONE 3 
333 TONE 2 
334 TONE 1 
335 TONE 9 
336 PSE 
337 GTO b 
33StLBL 19 
339 ENTERt 
349 ABS 
341 XOY 
342 17 
343 + 
344 X{)Y 
345 CLA 
346 ARCL HID Y 
347 AIlIEW 
348 PSE 
349 FC?C 22 
359 GTO 29 

- -

KEY CODE 
(67/97 only) COMMENTS 

............... _ .. - .. ~~~~,. 

STEPI KEY CODE 
LINE KEY ENTRY (67/97 only) 

35(X=¥? 
352 GTO 16 
353tLBL 29 
354 9 
355 CTO IS 
356tLBL 24 
357 cn: 
358 1 
359 5T+ 53 
369 CLX 
361 RCL 53 
362 49 
363 X(=Y? 
364 STO 53 
365 RDN 
366 TOt~E 9 
367 RTN 
36StLBL 91 
369 1 
379 ST+ 46 
371 ReL 38 
372 ST+ IND 58 
373 ARCL X 
374 AVIEW 

.375 TONE 5 
376 TONE 5 
377 TONE 5 
378 TONE 5 
379 TONE 5 
389 CTO 16 
3S1tLBL 92 
382 1 
383 5T+ 46 
384 399 
385 ST+ IND 58 
386 ARCL X 
387 AVIEW 
38S TONE 6 
389 TONE 6 
399 TONE 6 
391 CTG 16 
392tLBL 93 
393 RCL 39 
394 STO 62 
395 6 
396 ENTERt 
397 19 
393*LBL 39 
399 XEQ 99 
499 XO __ 62 __ _ ____ _ 

Page 15 of 2::: 

COMMENTS 

Nom: Refer 10 "HP-41C OWNER'S HANDBOOK AND PROGRAMMING GUIDE" for SpeCIfic informallOn on keyslrol<es, The Function Irdex .s found allhe very back of the Handbook, Refer 10 Appendox E .n 
67 or 97 "OWNER'S HANDBOOK AND PROGRAMMING GUIDe-' for exact keystrokes, 



00361C 
067 097 ~41C 

STEPI KEY CODE 
LINE KEY ENTRY (67/97 only) 

492 STO 61 
493 * 
494 ST+ IHD S8 
495 RRCL X 
496 RYIEW 
497+lBL 31 
498 TONE IND Z 
499 DSE 62 
419 GTO 31 
411 FS?C 94 
412 RTN 
413 GTO 16 
414+LBL 84 
415 RCL 37 
416 STO 62 
417 5 
418 ENTERt 
419 25 
428 SF 94 
421 XEw 38 
422 RCL 61 
423 5 
424 / 
425 INT 
426 ST+ 46 
427 GTO 16 
428+lBL 95 
429 3 
438 RCl 47 
431 lOY? 
432 XOY 
433 2 
434 + 
435 STO 47 
436 ENTERt 
437 ENTERt 
438 RCL 48 
439 * 
449 ST + IND 58 
441 RRCl X 
442 RYIEW 
443+lBL 32 
444 TONE 7 
445 DSE Y 
446 GTO 32 
447 GTO 16 
448*lBl 86 
449 19 
4S9 ST+ IND 58 

PROGRAM LISTING 

COMMENTS 
STEPI KEY CODE 
LINE KEY ENTRY (67/97 only) . _______ .~. ___ ._._" .. _O' ... ".......... . ......... ___ _ 

451 RRCL X 
452 RYIEW 
453 TONE 5 
454 GTO 16 
45S+LBL 97 
456 ISG 51 
457 GTO 33 
458 1.993 
459 STO 51 
468 SF 83 
461 RCL 39 
462 ST+ IND 58 
463 CLR 
464 RRCL 21 
465 RRCL 22 
466 RYIEW 
467 TONE 8 
468 TONE 8 
469 GTO 16 
479+LBL 33 
471 RCL 51 
472 1 
473 -
474 RRCL X 
475 RlJIEW 
476 TONE 5 
477 10 
473 ST+ IND 58 
479 GTO 16 
48e*LBl 98 
481 1 
482 ST+ 46 
483 6 
484 )(EQ 89 
485 ENTERt 
486 ENTERt 
487 4 
488 + 
489 >:<>'1' 
499 7 
491 + 
492 CUi 
493 RRCL IND X 
494 SF IHD 'I' 
495 see 
496 ST+ IHD 58 
497 RRCl X 
498 RYIEW 
499 TOME 6 

__ ~9~.lQ~E 6 ________ _ 

Page lb of 23 

COMMENTS 

~: Refer to "HP .. 1C OWNER'S HANDeOOI< ANO PROGRAMMtNG GUIDE" lor specific Information on keystrolces. The Function Index IS IOI.fId at the very back 01 the H_, Refer to Appendix E in 
67 or 97 "OWNER'S HANOIlOOI< AND PROGRAMMING GUIDE' for axad keystrol<es. 



00361C PROGRAM LISTING 
o 67 0 97 I&l 41 C 

STEPI KEY CODE STEPI KEY CODE 
LINE KEY ENTRY (67197 only) COMMENTS LINE KEY ENTRY (67197 only) 

40 

50 

591 TONE 6 
592 TONE 6 
593 TONE 6 
594 Fe? 95 
595 GTO 34 
596 Fe? 96 
597 GTO 34 
598 SF 29 
599 26 
519 STO 49 
511 FC? 97 
512 GTO 34 
513 Fe? 93 
514 GTO 34 
515 27 
516 STO 49 
517 Fe? 99 
518 GTO 34 
519 Fe? 19 
529 GTO 34 
521 TONE 9 
522 TONE 9 
523 2'3 
524 STO 49 
525+LBL 34 
526 Fe? 29 
527 GTO 16 
528 CLll 
529 ARCL 29 
539 ARCL IND 49 
531 AVIEW 
532 PSE 
533 GTO 16 
534 END 

51 

70 

80 

00 

Page 11 of 23 

COMMENTS 

"'1 

"'j 

.. ~ 

Not.: Refer to "HP-41C OWNER'S HANDBOOK AND PROGRAMMING GUIDE" for specific informatIOn on keystrOl<es. The Function Index 1$ found at the very back of the HandboOI<. Reier to Appendix E in 
67 or 97 "OWNER'S HANDBOOK AND PROGRAMMING GUIDE" lor exact keystrOl<es, 



.< 00361C 
Page IS of 23 

REGISTERS, STATUS, FLAGS, ASSIGNMENTS 

r----- DATA'R~G'ISTERS----~' r---- STATUS 1 

i_' _.~ ___ ... __________ •. _ .. -,.,---.~-----.--.-L-.---- -------.. ------------.---J 
. R99= "our"' R32= 9.0998 \ SIZE .064.. TOT. REG..064.__ USER MODE i 

R9 1 = "*STAR-' R33= 8. 9909 'ENG FIX.0- SCI ON X OFF. . ..... 1 
R92= "*LAHE-" R34= 9.0999 DEGX RAD .. - GRAD __ ..... , I 
R03= "THUMP-u R35= 8.0909 ! 

R94= "SPIH-" R36= 8.9908 
R9S= "KICK-" R37= 19.9089 
R8G= "SLIHG-" R38= 58.9098 
R97= "DROP_a R39= 180.0098 
R8S= " *A-" R49= 1,999.0989 
R89= " *8-" R41= 8.9800 
R19= " *C_u R42= 8.9999 
Rl1= " *D-" R43= 8.8909 
R12= • *E-" R44= 8.9989 
R13= " *F-" R45= 9.9999 
R14= "RGHT-3" R46= 9.9999 
RlS= "BALL • R47= 9.9809 
R16= "LEFT-I" R4S= 0.9999 
R17= "HUMBER" R49= 9.9999 
R1S= " GAME " RS9= 9.9800 
R19= • OYER" R51= 9.9909 
R29= "BONUS " R52= 0.0999 
R21= "SHOOT u RS3= 9.9999 
R22= "AGAIN" R54= 299,909.0990 
R23= "MATCH_u RS5= 259,909.0990 
R24= "HISCR-" RS6= 290,909.0099 
R2S= "SCORE-" R57= 9.9909 
R26= "X 2" R5S= 9.0000 
R27= "X 3" RS9= 9.9990 
R2S = " CRED IT " R69= 9. 9900 
R29= "X 5' R6I= 0.9800 
R3e= 'PlIrtER" R62= 0.0989 
R31= '*TILT." R63= 9.9899 

INIT 
SIC 

FLAGS 
SET INDICATES CLEAR INDICATES -r--'------ ... 1 

--=1 ~:~~:i;:i-:to l-~~c~ntroll~J 
.. ! 

.by( the. program -and do not- require .any l ser sett~~or c1er~g· _- -- __ = =-l 

t -t-----:::~--~~t=~--==-~-::-~--=! 1 ! ~ , ------=t -l~=-~-~--=: -==l-:-~~---:=::~l 
.................. 11" "r ... """"---......... ····-f· """'--1 

.-:-:;=--'-::=----~ :~-~t ::=--=~~-:::] 
.. ... -t- 1---""" ..- ·,······1 

.. ···t ........ - . t' ...... . ............. - •. ~.-....... • . .. ..................................... - ...................... ,,--_ ..... " 

··r ............ +. . ........ ... --- ···1 
+ .......... t. . .......... . ....... ·· ..... -T ...... ..-.. -....... .. .... .......-. . ... j 

. ···1···· ... "'"f ............. -.... . ....................... --+ ............................................ ·1 
.J ............ ~...... . ............................... - ··_·····1 
.................. 1 .... _ .1......... . ............................ __ ...................... ___ ............................. ~ ........ t 

! ...... 1-... " . . ........... , ................ . ... ,~ 
i '" .. _ .. L ....... . ....... ........ ....___ __. : 

.. .. ..• __ ~,l .•. ',1 I .. '1' .... J ···············1 . ........... .....L....]' 
.. > ... ········ .. ··1·· ..... r 

................ ·· .... ·A.~"~ ............... _. ; 

I ASSIGNMENTS 
...... +--_ ... _......... .... _ ................ _- ....... -.~----::::::-:: 

I FUNCTION KEY FuNcno'ir----KEY--
..... '1-.... ----...... 

J ... . 
...... i ...... . 

! 
! ...... ="~.¥~'f'~ ..... . 
; ..... +. 

i .. ... ~ 



KEYBOARD 

SYSTEM 
CONFIGURATION 

KEYBOARD 
CARD LABELING 

RCL 

~~T~C~f~ 

ggggg 

IIgggg 
&--{ ~~I' ,~, ~~, ,~, 

{----1' j.--.J' j.--.J' 

FLIPPER TILT FLIPPER 

,~, ,~, ,~, j.~, 

(SHOOT) 

g j.~, j.--.J' j.--.J' 

[E HEW LET T . PAC I< A R 0 41C 

3MEMORY 

CARD ~ 1 THE WIZARD OF PINBALL (PRGM. TOTAL: 9 TRACKS) 

~ START CREDIT 
~ 

25¢ VIEW CREDIT VIEW $ 

Page I", of 2 "\ • 



THE WIZARD OF PINBALL--APPENDICES 

DATA REGISTER ALLOCATION--

J All data enclosed in Quotes C ft 
") is string (Alpha) data, to be stored 

as shown. Numeric data is shown without Quotes, again to be stored as 
shown. When a register number is followed b~ an alpha-string NOT enclosed 
:i. n Cl II 0 t f·: S~' t. hi!;; :i. ':;. I1J e r (.? 1 ~I a (1 p !:; c r i r:' t ion 0 f "" hat t h ill! r t'? ~:.~ i ~:; t (-:~ Y' i 5 U S ~:.: d for, i n 
. t.1'j t~ .. ~ F~ r- C) ~.=.{ r i:j rn (> 

F<OOt "OUT" 
POl: "*S"U~F~""" 

H02! • *U':jNE .... II 

r~03; • THUt·ip···· II 

F:04! "f;PIN····· 
PO!5 t 
F:06 t 
H07! 
P08: 

I~~ J. () ! 
ru 1: 
RJ.:2: 
P i 3! 

;~ : 
I::': :I. ~:.'i : 
rcl.6 : 
Fi::I. 7 ~ 
F;.:1. 8: 
P19: 

"10 CI< .... " 
" ~31 ... I NG-' II 

• DROP'-" 
• >k~l-" 
" >kD····· 
• *C .. ·· II 

n *[1_. R 

• ::feE _ .• 

• *F· .. ·• 
• RGHT'<~ n 

"BAL.L • 
HI...EFT-l" 
not I.Jsl::~(f 

• GI~ME II 

H ()VER" 
F~?O ~ n B()NU~; • 

FWO: 
1::':40 t 

·OUT" (Indicates rpS. 00 contaIns the word 'OUT'). 
1000 (Incicates reg. 40 contains the NUMBER :1.0(0). 
Match Digit (Indicates the program uses res. 35 to 

store the Match DiSit when Senerated. The user stores 
nothing in this register prior to prosram operation). 

f-<:23 : 
R24: 
R··"'::" + ~.J+ 

"SHOOT H 

·,~GAIN " 
"MI~TCH"" • 
• H I ~;CI:\:'''' • 
• SCORE·_· 

R2,-S: "X 2" 
R2"7: "X 3· 
R28! "Cf~EDITH 

R2~': IX 51 
I~:W : • PLAYER • 
R:":H: • *T1I...T* a 

1~32: not uSf~d 

R:~3: not uf.;€~d 

R34: not 1.J~:;~?d 

R3S: Match Disit 
R36: Hi-score to date 
1::':37: 10 
F\38: 50 
R39: 1. 00 
1~4(): 1000 
R41.: Pla~er 1 score 

R42: Pla~er 2 score 
R43: Pla~er 3 score 
R44: Pla~er 4 score 
R45: No. of pla~ers in game 
R46: Bonus Count 
R47: Kick Out Hole score 
R4S: No. of current pla~er up. 
R49: Bonus multiplier 
R50: Ball count 
R51: Drop Tarset count 
R"tt::·'" • .. JAO ..• 

R53: 
Total cash spent on Sames 
Total CREDITs count 

R54: Free Same threshold. :I. 
R55: Free Same threshold. 2 
R56: Free Same threshold. 3 
R57: Indirect use register 
R58: Pla~er Indirect register 
R~)9: not u!i;ed 
R60: not Uf.;€:'d 
R6:1.: not used 
R62: not I..Is~?d 

R63: Random seed 



APPENDIX B: LABEL ALLOCATION AND USAGE: 

L BL "I,J I Z(lf<D II (!.:JaITle in:i. t :i. ali ~·:at :i. on) 
LBL A: START GAME 

I...BL D: RECALL CREDITS 
LBL E: RECALL CASH SPENT 

LBL B: CREDIT BUTTON 
I. .. BL C ~ CO I N I N~;ERT 

l...BI... 00: Out 
I...BL 01.: ~;tar F:ollov(~rs 

I...BI... 02: Lane Rollovers 
I...BL 0:.3: 
I...I)'L 04 ~ 
! .. .J3L 
I...BI... 
L.BL. 
! ... PI... 
Lf.;L 
I... [;1... 

!...BI. .. 
LBL 
LBL 
I...BI... 
LEL 
I...BL 

,,) t .• 
\ .. \ •• 1 + 

0~3 t 
() S·) : 
10: 
1. t t 
:f. :..~ : 
1,3: 
:1.4: 

1,6: 

Thl.Jmpf~ T'''''Bun'lP(,''! l"~; 
SF :i. nnf:" r Gat.(~ 

1\ i ck C)I.Ji:. Ho I E~ 
Slingshot Kickers 
f.irol'" Tar~3f~'ts 
Al phs-'Ta )~get~:; 
Random number gen. 
Intf?rnal loop 
D :i. ";F' 1 a~:1 p I a~/e l'S 

Clr players score loop 
New ball; reset. players 
Same ball; new player 
·Wait for shot." loop 
Device t gen. loop 

LBL a: Clear flags FOO to F2:1. 
LBL b: Last player UP test. 

LBL :1.7: Scoring device hit (not Flippers or OUT) 
LBL 1.8: "Ball headins out ••• " 
LBL :1.9: Flipper handling routine 
LBL 
L.BI... 
LBL 
LIlt... 
LBL 
LBL.. 
LElL 
LBL. 
LBI... 
L.BL 
LBI.. 
l..BL 
LBL. 
LBL. 

20: 
2l: 
','J t 
A •• .1\. ••• 

24: 
25: 
::.~6 : 
27: 
28: 
29: 
30: 
::H! 

Skip past "tilt test" routine 
• *TILT*· rOl.Jtinf;~ 
BONUS scoring loop 
Free Game test loop 
Credit one REPL.AY routine 
Check for last ball 
End of ~.:talTl\~ 

Match Digit/Hi-Score loop 
Display all scores at game's end 
Missed Flj.pper 
Internal routine used with gateS bumpers 
Internal loop used in LBI.. 30 above. 
Loor" fe) r tone"; 
Award fT'ee ball 

LBL 34: Used in flag test routine. 



APPENDIX C: UTILITY ROUTINE FOR USE WITH "THE WIZARD OF PINBALL" PROGRAM 

(NOTE: This program can reside in a three (3) memors module HP-41Cr 
cnpestdent with the WIZARD OF PINBALL proSram). 

Because the WIZARD OF PINBALL uses the previousls stored "HiSh Score to 
Date (HISeR)" to determine if a CREDIT should be awarded, and can make use of 
the previousls stored seed, number of credits, changes made in the Free Game 
thresholds, etc., a routine has been written to allow the user to save all the 
variables of the Same, and return to it at a later date. This routine is given 
iO,lf'lo(..I! 

i. BI... ! 
LISE: 

"DTXR/I.J" (Data read/write via the 'X' register). 

This program will allow the user to save on magnetic cards, the random 
seed of the Same, the Free Game Thresholds, Hi-Score to Date and other 
data that is reQuired to be restored before the oriSinal Same con­
tinues or is restarted. SpecificaIls, the resisters are R36, to be 
saved on side one of the card, and R52 through R63 to be saved on side 
two of th\"!! c;:~ T'I.:i. 

When readins in the card, the displas will prompt with: 
READ SIDE 1 and READ SIDE 2 

When writing to a card, the 41C "BEEPs D and displass the word ·WARNING" to 
indicate that a write, and NOT a read is about to be performed. Then, 
the displas will prompt: 

WRITE SIDE 1 and WRITE SIDE 2 

F'F:()GPt~t~i LISTING! 

I... E~ L. n DTXFUW" 01 ~:~ nWARNING" 
(j ... .J:~ LBL (.\ 014 AVIEW 
003 36 01.5 BEEP 
004 'PEArt SIDE 1" 016 36 
()O~) A'JIEW 017 • WF:ITE SIDE 1 " 
oo<s FWT(~X 018 AVIEW 
()() 7' ~:;2. 063 01 (,;> WDTAX 
OOf3 "READ SIDE ~.~ n 020 52.063 
009 AVIEW 021 "WRITE SIDE ... ) u 

"--

0:1.0 RDTAX 0':>':) ......... - AVIEW 
Otl PTN 023 WIHAX 
0:1.2 L.BI... e 024 END 

I NSTFWCT I ON~;: 

:I.. Get a blank maS-card reads. (This can be reused over and over). 
2. To WPITE data TO the card, press: 'shift', e 

(The 41C will BEEF' a warnins that a write is to be performed, 
followed bs the prompts described above). 

3. When displas reads: ·WPITE SIDE 1", feed side one of the card into 
the reader. When displas reads: ·WRITE SIDE 2", insert side 
two of the card into the reader. The reQuired registers are 
nOI,.} ~;av(")d. 

4. To READ data FROM a card, press: ~A' 

5. When displa~ reads "READ SIDE 1", insert that side into the card 
reader. When displas reads "READ SIDE 2", insert side two 
:i. nt c) t.h~:~ T'~:) ad(·:~ T' • 



UU~bl~ 
NOTE: THE USER *MUST* STORE SOME VALUE INTO THE IHI-SCORE TO DATE' REG~STER, 

OR THE 'WIZARD OF PINBALL' WILL ASSUME THE HIGH SCORE IS '0 ' AND AWARD 
A FREE GAME NO MATTER HOW LOW A SCORE IS, WHEN THE GAME IS COMPLETED. 

IF THE USER MAKES A HABIT OF USING THIS ROUTINE TO SAVE AND RESTORE­
REGISTERS BEFORE CLEARING OUT THE 'WIZARD' PROGRAM AND JUST AFTER 
RELOADING, RESPECTIVELY, THEN ALL DATA HANDLING WILL BE TAKEN CARE ~ J 

TO ENTER THIS UTILITY ROUTINE, USE EITHER THE 'CATALOG' METHOD OR 
PRESS: GTO, 'DTXR/W', THEN THE DESIRED KEY ('A'TO READ, OR 'shift, a' 
TO WRITE). 

THIS PROGRAM CAN BE STORED ON SIDE 2 (THE UNUSED SIDE) OF CARD 5 ON WHICH 
THE MAIN PROGRAM ('THE WIZARD OF PINBALL') IS STORED. IN THIS WAY, THE 
ENTIRE SET OF CARDS WILL CONSIST OF EIGHT (8) TOTAL. THE MAIN PROGRAM WILL 
USE UP 4 1/2 CARDS, THE UTILITY 1/2 CARD, THE REGISTERS 2 CARDS AND THE 
CARD USED FOR STORING DATA, 1 CARD. 



THE W~ZARD OF PINBALL 
(UTILITY PROGRAM) 
PROGRAM REGISTERS NEEDED: 16 

USERS' LIBRARY PAGE 1 
PROGRAM NUMBER: 00361C OF 1 

limlll(lll:IIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIII1111111111111111111111111111111111111111111111111111111111 

~mlrlf~I:liilllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllll111111111111111111111111111111111111111111111111 
~mllllil:lilllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllll1111111111111111111111111111111111111111111111 
~~]Iiliillilillllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllll111111111111111111111111111111111111111111111111 
~~ililmilliilllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllill1111111111111111111111111111111111111111111 
ROW 6 (17: 1illlllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllli1111111111111111111111111111111111111 

liimilliillilllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllll111111111111111111111111111111111111111111111111111 
ROW 8 : 24) 

111111111111111111111111111111111111111111111111111111 11111111111111111111111111111111111111111 

lirlililll~lliillllllllllllllllllllllllllll 



THE WIZARD OF PINBALL USERS' LIBRARY PAGE 1 
PROGRAM NUMBER: 00361C OF 5 

PROGRAM REGISTERS NEEDED: 142 

ROW 1 IIIIilllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllll11111111111111111111111111111111111111111111111111 

1IIIIIillilllllllllllllllllllllllllllllllllllllllllllllllllllllllili1111111111111111111111111111111111111111111111111111111111111111 

~iijirifilllliillllllllllllllllllllllllllllllllllllllllill1111111111111111111111111111111111111111111111111111111111111111111111111 
~rlilil(jillliilllllllllllllllllllllllllllllllil 11111111111111111111111111111111111111111111111111111111111111111111 

~rlililililliillllllllllllllllllllllllllllllllllllllllill11111111111111111111111111111111111111111111111111111111111111111111111111 
~rlililliillir 1111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111 

~iillllIllliiil 111111111111111111111 11111111111111111111111111111111111111111111111111111111 

~~ijillliilliilllllllllllill 111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111 

, li~flilli~lliilllllll 1111111111111111111111111111111111111111111111111111111111111111111111111111 

liiUiillllilliiilllllllll 1111111111111111111111111111111111111111111111111111111111111111111111111111 

liiUilllilllliilllllllllllllllllllllllllllllllllllllllllllllllllll11111111111111111111111111111111111111111111111111111111111111111 

limllill(~il~i)111111111I111111111111I1111I111II1111111111111111111111111111111111111111111111111111111111111111111111111111111111 
~fijililllflliiillllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllill1111111111111111111111111111111111111111111111 
~rlillilililliillllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllill111111111111111111111111111111111111111 
~~~llilli~IUIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIII1111111111111111111111111111111111111 
~iUiilll111rllmlllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllli11111111111111111111111111111111111 
~~~ljrlfI11illlliflllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllll 11111111111111111111111111111111111111111111 
~~ijI1Iillifillliiflllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllll1111111111111111111111111111111111111111111111111 



THE WIZARD OF PINBALL USERS' LIBRARY PAGE 2 
PROGRAM NUMBER: 00361C OF 5 

~ililrll(lilllliirllllllllllllllllllllllllllllllllllllllllllll 1111111111111111111111111111111111111111111111111111111111111111111111 
~iml1fllliirlll~illlllllllllllllllllllllllllllllllllllllllllllllll 1111111111111111111111111111111111111111111111111111111111111 I 
liiUllllliillllliilllllllllllllllllllllllllllllllllllll1111111111111111111111111111111111111111111111111111111111111111111111111111 

lii~lrlllliiilllliiilllllllllllllllllllllllllllllllllllllllllllli111111111111111111111111111111111111111111111111111111111111111111 
liijill1l1

1

11il:lliillllllllllllllllllllllll 111111111111111111111111111111111111111111111111111111111111111111111111 

liiUliilliiflllIlllllllllllllllllllIIllllllIlIlllllllllllllIl1111111111111111111111111111111111111111111111111111111111111111111111 

~ijilrlilliiil:lllii(1111111111111111111111111111111111 11111111111111111111111111111111111111111111111111111111111111111111111111111 
liijiliill(fliilliiilllllllllllllllllllllllllllllllllllill111111111111111111111111111111111111111111111111111111111111111111111111111 

li~ijilllflliililmlllllllllllllllllllllllllllllllllllllllllllli 111111111111111111111111111111111111111111111111111111111111111111 
~~ijlrilliiiilliir(111111111111111111111I111111111111II111111111111111111111111111111111111111111111111111111111111111111111111111 
ROW 29 (191 : 198) 

111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111 

~mliilliililirillllllllllllllllllllllllllllllllllllllill11111111111111111111111111111111111 11111111111111111111111 

~iilillrilillillilllllllllllllllllllllllllllllllllllllllllllllll111111111111111111111111111111111111111111111111111111111111111111 
~rlilrlillifillillilllllllllllllllllllllllllllllllllllllllil11111111111111111111111111111111111111111111111111111111111111111111111 
~~ijilillifillli~iillllllllllllill 111111111111111111111111111111111111111111111111111111111111111111111111111111111111 

~iiliililirl:I~liilllllllllllllllllllllllllllllllllllllllll11111111111111111111111111111111111111111111111111111111111111111111111 
~~ijlirifiliil:li~iillllllllllllllllllllllllllllllllill111111111111111111111111111111111111111111111111111111111111111111111111111 
~mflilliirilliililllllllllllllllllllllllllllllllllllill 11111111111111111111111111111111111111111111111111111111111111111111111111 



· THE WIZARD OF PINBALL USERS' LIBRARY PAGE 3 
PROGRAM NUMBER: 00361C OF 5 

liiillilliiiililliilllllllllllllllllllllllllllllllllllllllli111111111111111111111111111111111111111111111 1111111111111 

~~ijilill(~iilliirlllllllil 11111111111111111111111111111111111111111111111111 11111111111111111111111 

~miilliiililfiljilllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllli 11111111111111 

~~ijliflf~ijll~illlllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllill 1111111 1111 

~i~lillrlliuiilliIllIllIIIllIllIIlIIllIIlIUIIIIIIIUUIIIIIIIIIIIIIUUIIUIUIIIUUIUUIIIIIIUUUIIIIIIIIIIIIIIIIIIIIIIIUI 
~iUlilI1iilil~ijiIllIllIUIIIIIIIIIIIIIIIIIIIIIIIIIIIIUIIUIUIIUIIIIIIIIIIIIIIIIUUIIIIIIIIIIIIUIIIIIIIIIIIIIUIIIIIIIIIIUI 
~~~iill(~iilliifIIIIIIIIUUUIIIIIIIIIIIIIIIIIIIIUII UIIUIIIIIIIIIIIUUIIIIIIIIIIUIUUI 
ROW 44 (298: 303) 

IIUIIIIIIIIIUIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIII1111111111111111111111111111111111111111111111111111111111111111111111 
ROW 45 (304: 311) 

11111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111 1111 
ROW 46 (312: 317) 

111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111 

~i]illlf~liliflillllllllllllllllllllllllllllllllllllllllll 1111111111111111111111111111111111111111111111111111111111111111111111 
liiUliillrliillIilllllllllllllllllllllllllllllllllllllllllllllllll1IIIIUIIIIIIIIIIIIIIUIIIIIIIIIIIUIIIIIIIIIIIIIIIIIUIIIIIIIIII 

lii]liill(~iill~if(IIIIIIIUIIIIIIIIIIUIIUIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIUIIIIIUIIUUIIIIIIIUIIIIIUIUIIIIIIIIIIIIUI 
limlIlliilllliiilllllllllllllllllllllllllllllllllllllllUl1IIUUIIUIUUUIIIIIIIIIUIIIIIIIIUIIIIIUIIIIIUIUIIIIIIIIIIII1111 

~i]lifIlliiflllliiIIIIIIIIIllIIIIIllIllUIIIIIIIIIIIIIIIIIIIIIIUIIIIIIIIIIIIIIIIIIIIIIUIIIIIIIIIIIIIIIIIIIIIIUIIUUIIIUIIIII 
~imlnlrliilmillllllllllllllllllllllUIIIIIIIIIUIIIIIIUIIIIIII IIIIIIIUIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIII1111 
~i~llillliiill~mIllIlIIlIllIIIllIIIlIlIllIIIIIllIlIlIllIIIllUIIIIIIIIIIIIIIIIIIIIIIIIIIIIUIIIIIIIIIIIIIIIIIIIIUIUIIIIIIIIII 
lii]lil@il:IIifIIIIIIIIIlUUIIIIIIIUIIIIIIIUIIUIIIIIIIIIIUIIUIIIIIIIIIIUIIIIIIIIIIIIIIUIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIII 



~ I... f" 

THE WIZARD OF PINBALL USERS' LIBRARY PAGE 4 
PROGRAM NUMBER: 00361C OF 5 

Imilfililifilfillilllllllllllllllllllllllllllllllllllill11111111111111111111111111111111111111111111111111111111111111111111111111 

11i~liilllililfiilllllllllllllllllllllllllllllllllllllllllllllllll11111111111111111111111111111111111111111111111111111111111111111 
~~ilfilf~iilli~jillllllllllllllllllllllllllllllllllllllill III 11111111111111111111111111111 

~~~Ililf~illliiillllllllllllllllllllllllllllllllllllllllill 111111111111111111111111111111111111111111111111111111111111111111111 
11i~liill(~lilliiilllllllllllllllllllllllllllllllllllllllllll11111111111111 111111111111111111111111111111 

~mliill(~iilliililllllllllllllllllllllllllllllllllllllllil11111111111111111111111111111111111111111111111111111111111111111111111 
~ijiliill(~lillimlllllllllllllllllllllllllllllllllllllllllll111111111111111111111111111111111111111111111111111111111111111111111 
~i~lilillirIUiifllllllllllllllllllllllllllllllllllllllllll1111111111111'1111111111111111111111111111111111111111111111111111111111 
~iijlil1lliilUiifllllllUIIUIUIIIIIIIIIIIIIIIIUIIUUIIIIIIIIIIIUIIIIIII111111111111111111111'111111111111111111111111'111111111 
~rliliill(~ijlliillllllllllllllllllllllllllllllllllllllill 11111 111111111'1111111111111111111111 

~mliill(~lil:l~lillllllllllllllllllllllllllllllllllllll 11111111111111111111111111111111111111111111'111111111111111111111111111111 
ROW 66 (459: 465) 

1111111111111111111111111111111111111'1111111111111111111111111111111111111'1111111111111111111111'111111111'111111111'1111'111'11111111111 
ROW 67 (466: 472) 

111'111111111111111111111111111111111111111111111111111111'1111111111'111111111111111111111111'1111'11'11111111111111111111111111111111111 

~i~liill(~lil:liii(1111111111111 1'111111111111111111111111111111111111111111111111111111111111111111111111111111111111111 

liijiliill(~iil:liiliillllllllllllllllllllllllllllllllllll 111111111111111111111111111111111111111111111111'11111111111111111111'1111111 
ROW 70 (490: 497) 

111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111 

~i~lflllrlijl:lilillllllllllllllllllllllllllllllllllllllllllllllllll111111111111111111111111111111111111111111111111111111111111111 
liij]llilf~iilf~iilllllllllllllllllllllllllllllllllllllll111111111111111111111111111111111111111111111111111111111111111111111111 



~ZARD OF PINBALL USERS'LiBRARY PAGE 5 
PROGRAM NUMBER: 00361C OF 5 

11~ifflli[llI11jillllllllllllllllllllllllllllllllllllllllllllll 11111111111111111111111111111111111111111111111111111111111111111111. 
11mllilli[lil~ilillllllllllllllllllllllllllllllllllllllllll 1111111111111111111111111111111111111111111111111111111111111111111111 
11mllilliililimilllllllllllllllllllllllllllllllllllllllllllill111111111111111111111111111111111111111111111111111111111111111III 

~~ilflilf~iilfilillllllllllllllllllllllllllill 111111111111111111111111111111111111111111111111111111111111111I 
~~il~llirillirlillllllllllllllllllllllll 
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