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The Step Game

< Title

George G. Sandoval, Jr.

Contributor's Neme
Address 14 G. de Jesus, Caloocan
cuy _Metro Manilo Seate/Country_Philippines  zip Code__ 3198
You and the HP start at extreme opposite ends
Program Description, Equations, Veriables

of the display, you at the right end (ot position 1), indicated by you sym-

bol (#, the "not equals"” sign), and the HP on the left, ot position 1, indi-

cated by his symbol (>, the "greater than" sign). Moves are 1 to 2 steps

forward, or 1 step backward. A forword move is one away from your end of

the display; o backward move is one going towards your end of the display.

The object of the game is to force an opponent back to his end of the dis-

play in such a way that he cannot move anymore. A player may not move for-

ward if there is only one space or position separating him and his opponent;

’e may not move backward if there is no space behind him to move to. You

make the first move, ond you and the HP alternate. Remember, a player who

cannot move loses the game.

Necsssary Accessories Card reader, One memory module
If you wish to move to position 1¢, you must key in 1¢f

Opersting Limits and Warnings .
and not @, although the display displays position 1d as a 4.

Reference(s)

has been verilied only with respect 10 the rumericsl exampie given i fogrem Description #. User scoapts and uses this program materisl AT HIB OWN RISK, in rellance aglsly upon his can
n of the program materisl and without relience upon ey repressntation or descriplion conceming the program materiel

NEITHER HP NOR THE CONTRIBUTOR MAKES ANY EXPRESS OR IMPLIED WARRANTY OF ANY KIND WITH REGARD TO THIS PROGRAM MATERIAL. SNCLUDING. BUT NOT LIMITED TO, THE
MPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. NEITHER HP NOR THE CONTRIBUTOR SHALL SE LIABLE POR INCIDENTAL OR CONBEQUENTIAL
DAMAGES IN CONNECTION WITH OR ARIBING OUT OF THE FURNISHING, UBSE OR PERFORMANCE OF THIS PROGRAM MATEMIAL.
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Sample Problem (Sketch if Desired) I .

1. Sample problem in which you lose.

Note: »234567894 is the initial display configuration
1234567594 means you lose the game.
>24456789¢ means HP loses the game.

2. Sample problem in which you win. (Like in some things in life, it is pos-
sible for you to win at this game.)

SOLUTION:
Input Function Display Comments
(USER)
XEQ) SIZE
(A) DATA CRD PLS. Daota caord prompt :
Data card side | and 2 ~ 1>2345678Y# TTnitial display configuration. '
8 B >234567£9 '
(T T2>4567
6 ( B ) 12>454789
C 1%35%%?39% ou have to retreat
7 (B) 1235567897
(C) 1234364890 HP gives chase.
B (B) 123456729%
(c) 1234557494
9 B T23455787%
c) 123456 7840
1 ( B ) 1234562894 You're trapped
g C) 234567594 ou lose.
(A 5234567894
9 B 2234567840
c) 1224567849
8 E ) 1224
1934 HP is on the run:
Z ( B 1>1‘ . Hp 3
223 ) appears cornered!
6 % >23 890
C 234547890 Looks Iike a tight,
4 B { 1>3£5678% st nail in the coffin.
C >
3 (B) >2£456789¢ }Mgn_bgg;§«machine again.
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SIZE:
Hp41c) 928

STEP INSTRUCTIONS INPUT FUNCTION DISPLAY

1 Enter the program, check status and
set USER mode

2 | Initialize (///) (&) |DATA CRD PLs.
Enter dato card sides 1 and 2

4 | Initial display configuration >234567894
"#" is your symbol located at positioh 1¢
"$»" is HP's symbol at position 1

5 | Your move

Press the number (#) of the position

you wish to move to.* Display changes

to indicate your new position

New position

HP's move

Press the key to indicate HP's new

position

(c)

New position

Alternate moves (steps 5 and 6) until

you or HP cannot move.

524456789 means HP has lost

1234567>9£ means you have lost

For a new game, press ( A ) and go to

step 4.

*You may not move forward if there is

only 1 space separating you and HP, eg

123954789¢ and it is your turn. Posi-

tion 1¢f is indicated by o @ in displdy

but you must key in 1@ .as your # if

you wish to move here.




00363C PROGRAM LISTING

Page 4 olé:
Der Q97 Q4a1C
STEM CODE ) CODE
LINE  KEY ENTRY :ﬁ;rumn COMMENTS KEY ENTRY :5;1umn COMMENTS
01 FLBL "STHPGAM" GTO 94
*LB% 027 Initialize. *LBL @5
"DATALT"—D PLS. " RCL gg i i
AVIEW XEUQ Test if your posi}
RDTAX 3 ) tion is odd or even
#Egk e New game j] if even, HP moves|2
1) T0 @1 teps fwd; if odd} 1
10| STO @1 LBl _#4 _ptep back
10 You start at Posi- C ]
STO @2 tion 1¢ RCL @2 est if you have
T é eached 6th positjon
*Ego Qg Y3y if yes, HP 1 step|fwd
T L G%ﬁiﬂzf if no, test if your
i 1 XEQ D position odd or even
1 FS2 q{l
GTO If odd, HP moves ]2
2 égo@?] GTO 7 steps fwd, even, |l
GT0 19 LBL D step back
FLBL B Your move 2
STO @2 / Odd-even test
. GTE 1d INT :
HP's move T.X
1 X£Y? '
ST a3 . o SF g1 L f odd, set flag 1 on
RCL Test if this is RIN f even, leave it |off
30 | X472 HP's first move 80 EBL,11
GTO @3 If no, go to strak
{ tegy; if yes movL——~—14§H}J?L
0 ¢T y: yes, 7/
L BL fwd. 2 steps $LBL _"DISPLAY" Display genera-
RCE'&% CLA tion routine.
RCL @1 if di 3 _
. g Test if dl?t. b?t RCC P2
7y 2 players is w/in X3Y7
X<=Y? 4 positions; if yps TO"'Y>5 <=5"
40/ GTO 86 test if dist. is 8 , ,
ZaY odd or even, if n RCL a1 Display generatign
XEQ D to strat LB X=Y? for Your Position
I , 90 to strategy =—¢6_-GT0 "X=3] Y=o" Less than or Equdl
£c§~21 If odd, Hp moves § $CL gl to 5 and HP less
G¥O Al step back; if eve - than or equacl to
rT) move 1 step fwd. 2 3
RCL @3 *
XEQ D Test if HP's turnlis, |[RCL @2
50 IFSZJ] add or exen: if -

go to stretegy LBL ¢4

if even, strategy LBL @5

Note: Reler 10 "HP-41C OWNER'S HANDBOOK AND PROGRAMMING GUIDE" for speciic information on keysirokses. The Funclion indsx is found at the very back of the Handbook. Refer 10 Appendix € in
67 or 97 “OWNER'S HANDBOOK AND PROGRAMMING GUIDE™ for sxact heystrakes.
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Oer 097 &4eC

. KEY CODE STEP/ KEY CODE
" KEY ENTRY  (67/87 only) COMMENTS LINE KEYENTRY (6747 only) COMMENTS
0118 51

+

ARCL INDi X

ARCL: 27

PROMPT

L"Y>5Xk=5"

5

RCb 21

[ X>Y?

110 [GTO "X>5] Y>5" . 60
LBL "BLOTK" Display generatio

=)

LBL ?1(: =5" for Your Position
5<4=Y<=0" between 6 and'1¢
5 and HP position bft=
+ ween | and 5
ARCL IND|X
R%L @2
1
T20 |4 70
ARCL IND; X
PROMPT
TBL "XD51Y>5" Display generatio
gaL g for Your Position
3
Y2 Greater than 5 ang¢—
—.—GTO "X=8Y=@" HP Positon Greatef
ARCL g4 Than 5
RCL @1
1302 80
*
RCL @2
+
1
+
fem e
Q =3|Y= Display generation.
* ARCL @5 when Your Positiog is
L W 5 and HP's is 3. 90
MLBL "X=81Y=0" Display generatiod
' fgcr éz—- in your losing pogitio

" " is an imbeddqd
blank in labels

Note: Refer 10 “HP-41C OWNER'S HANDBOOK AND PROGRAMMING GUIDE™ for specific information on keystrokes. The Funcion index is found st the very back of the Handbook. Reler 1o Appendix € in
67 or 97 "OWNER'S HANDBOOK AND PROGRAMMING GUNDE™ for exact keysirokss.
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Page

REGISTERS, STATUS, FLAGS, ASSIGNMENTS

DATA REGISTERS

STATUS

O Used 1n display

SIZE Ryi:

USER MODE

TOT. Jm —g76
FIX sC

ON _X OFF

generation
Ol HP's position

X

RAD GRAD

Your Position

03 HP turn counter

05

- 041 ]

2345

Registers 04-27

12544

>2345

characters used

#

INIT
$/C

FLAGS

SET INDICATES

CLEAR INDICATES

1

C

Number in X-regi

1>345

1n gﬁnerotlng

ter is odd

ig N¥mb§; in X-regi
er 1S even

~ 12245

n »n

12430

as on 1mbedded

10

~1234>

blank included

>2£45

in the characteg

set

i%%ﬁ

15

1>3

7789

62899

67498

6784

20

67894~

ASSIGNMENTS

FUNCTION

KEY FUNCTION KEY

NONE USED
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THE STEP GAME USERS' LIBRARY

PROGRAM NUMBER: 00363C

PROGRAM REGISTERS NEEDED: 49

R;)w 1 (1 - 2)
O
ROW 2 (3 - 4)

Imm——_ i
ROW 3 (4 - 7)
i
ROW 4 (8 - 18
00
ROW 5 (19 - 26)
T
ROW 6 (27 - 36)
i
ROW 7 (37 - 45)
T
ROW 8 (46 ~ 53)
mmmm———na
ROW 9 (53 - 59)
"
ROW 10 (60 - 68)
00
ROW 11 (68 - 76) )
000
ROW 12 (77 - B4)
rmmmm—
ROW 13 (B4 - 89)
mm—;nan
ROW 14 (89 - 93)
i
ROW 15 (93 ~ 100)
mmmm—i
ROW 16 (101 - 106)
0
ROW 17 (106 - 110)
L
ROW 18 (110 — 111)
i
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PROGRAM NUMBER: 00363C OF 2

[
ROW 19 (112 - 113)
A
ROW 20 (113 - 117)
A
ROW 21 (117 - 123)
0
ROW 22 (123 - 127)
A
ROW 23 (127 - 134)
O
ROW 24 (135 - 138)
0 A



