PINBALL MACHINE

This game allows multiple scoring for

5 balls. The balls may be controlled
with 4 flippers and tilting is also
allowed. As the ball scores, the score
is flashed and the running total is
displayed. When the ball falls, the
display blinks zero. New balls may be
set up and played until the 5th ball
falls; at that time the total score for
the game is displayed as a negative
number,

NOTE:

On very rare occasions, the machine will
overflow (6=90°...). In that event,
store some other seed in R, or start a
new game,

This program is adapted from HP-65
Users' Library program #03458A by
Peter C. Wang.
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Score=800,Total=27,200

Flashing @§-Ball 3 falls
2 balls left

1 ball left

Last ball falls, total=
40,900
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User Instructions
‘ STEP INSTRUCTIONS DA‘I:::I,:I’;ITS KEYS 5 g‘zz:; .
1. PReR IBSRE HrpgEdl Reload card. (ON-RUN). [
2. |Initialize -- let initialization run ENER
between 1-45 seconds; then halt by [Any ‘
pressing any key [Key H ]
3. |Play the ball with any of the four | es& || 2o
flippers. The score flashes and the total or I 83Bxi| 2 ¢
is displayed or l ﬁ&ﬂ(]r 3 Ji Score/totd
or | (&8 || o]
4. [Repeat step 3 with the same ball until a [
blinking zero appears, indicating the { ” i
‘ ball has fallen. ‘ ]
| 5. |When the ball has fallen, set up a new Blinking Lﬂp_xJ LR/JJ
. ball and go to step 3 to play it. zero @ [ 0.
6. |The number of balls remaining may be l—m m # of balls
recalled at any time [ ] 1 Left
7. |When the fifth ball has fallen the game H ]
is over and the total score is displayed .
as a negative number E——) r——‘)
8a.|You may "tilt" the machine at any time GSB 5
(this operation changes the seed) [—_-—! l:]
8b,|Stop the tilting operation by pressing Any | | B/S
 |any key. Go to step 3. . f Reyt H ] ]
_ 9. {For a new game, go to step 2. | | {‘:_] L_,J I
T ‘[_j i
R S I |
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Program Listings

ai *?fgg LBL &1 Ipitialize o8 o102
e St RCL4 |
g4 ST02 52 RCL7 8 > 85°7
5 53 X4y? Ball falls(tan6 too |
] g
gf g 5; gzge 0 < |tang| < 11.43
AB‘S ) 56 1
a9 3 37 a
18 8703 58 X
11 EEX 59 INT
2 2 €8 RCLS "round" to 100's
13 8705 (3] X
14 8 €2 ST+ L scores
15 ; 61 PCF Display score
64 RCLI )
;g STg? €5 gﬁs Display total
1o e SO T|is# of balls=S &0 |indicate faliof
28 sLELS tilting operation gg ﬁg?? ball
21 RCLZ Q pRCLY
22 sTez (.9853)"-->R, 78 CLRG
22 ET05 n=#of Toops 7! Egs Display game total
24 WBKK LRL T ;‘3 ILZZE as a negative no.
25 3 ae : 73 sLBLS
25 9 39=k for flipper[1] 74 8 Blinking zero
Y 75 PSE
27 &8k aro ® 7 cT09
28 WRkE 1BL C 27 pre
2 3 53=k for flipper[2] o
24 3
i z%g% GTo ®
}3 “REE oL o
33 RC - .
34 4§ LOL T 85=k for flipper[3]
35 RCL2
3 RCL7 lastx = k for
7 ox flipper [4]
38 +
38 RCL3
48 i .
41 RCLI (85) R + K
2 x
47 xe
44 FRC
45 RCLY
€ x
47 &TN4 9
48 TeH
49 Ape |tano |
REGISTERS
i=# of balls' £ Scores|® Seed 8 .9853 ® 100
6 7 85 8 9 0 1
2 .3 4 .5 16 17
18 19 20 21 22 23
24 25 26 27 28 29
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