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Space Writing est un
programme de
déformation, qui écrira
votre nom (par exemple)
en géant aussi bien sur
I’eau que sur de la glace,
ou encore vous l’écrira a
la fagon “Gryzor” (voir
le dessin de présentation
de ce super jeu), etc.

Valable pour CPC 464 - 664 - 6128

e premier menu vous donne le

cholx entre plusleurs redéfinitions
— de caracteéres, sélectionnez-les
avec les touches de 1 a 7. Mals at-
tention, les jeux de caractéres sont
actifs désle menu principal : vous avez
intérét & connaitre d’avance les
emplacements des différentes options.

Une fols le 2éme programme chargé,
VOUs aurez un 2éme menu, vous chol-
sirez avec les fléches haut et bas + la
barre d'espace pour valider.

Sl vous avez sélectionné une défor-
mation par efreur, kalssez la fouche “Q"
enfoncée et vous reviendrez au
menu.. Sl ce n'était pas par éreur, alors
attendez que le compteur arrive &
100 % et sélectionnez|'option “volir la
déformation effectuée”, et vous
pourrez admirer. Appuyez sur espace
quand vous voudrez revenir au menu.

Pour charger et sauvegarder, pas de
sacret, sélectionnez |’option + Inscrire
le nom + ENTER.

Pour les versions disk, pas de probléme
pour |'ordre de sauvegarde, sachez
seulement que le 2éme programme
(le principal) dolt étre sauvé sous le
nom de "SPACE2", pour |'autre, vous
pouvez mettre n‘importe quel nom.

Blen, maintenant, les malheureux
possesseurs d'un CPC 464 sans lecteur
de disquette, vous devrez sauvegar-
der en toute logique le 1er programme
("SPACE") en premier et blen sar le
2éme ("SPACE2") en deuxiéme.

ATTENTION : les personnes qul n‘ont
pas de lecteur de disquettes dolvent
sulvrent ces instructions :

- d la ligne 2260 effacer : IDIR,"*.SCR"
- remplacer la ligne 2420 comme cl-
aprés : 2420 REM

v RO

GAGNER AU LOTO

un réve qui peut devenir
réalité avec

LOTO - MATIC

le programme qui vous révéle
tout ce que vous devez savoir
pour :
® trouver facilement les numéros
qui ont le plus de chance de sortir
e établir scientifiquement
les grilles les plus performantes
grace aux tests du Lotoscope
® controler sans peine
les résultats de vos jeux
Editions écran et imprimante
Documentation détaillée
+ CADEAU contre 4 timbres
INFORMATIC Applications
B.P. 78 - 67800 BISCHHEIM
Tél. 88.33.58.85

- remplacer la ligne 2430 comme ci-
aprés : 2430 LOAD SL$.&C000 : FOR
F=0TO 15 : INKA(F) = PEEK(65500 + F)
:NEXT: DO =1: GOTO 1840

- ne pas taper les lignes 2440 et 2450

Pour la compatibllité avec les 464, il
faut supprimer le 3éme parameétre de
tous les PLOT et remplacer le IDIR,
"*SCR" parA$ = "".SCR" : IDIR @ AS

SPAGIE

10 SYMBOL AFTER 32:MODE 1:INK 0,0:BORDER O:INK 1,23:INK >DB

2,10

20 GOSUB 340:RESTORE 260:FOR f=1 TO 8:READ X$,HY:GOSUB )UG
30:NEXT:GOTO 60

30 PRINT CHR$(22);CHR$ (1) :X=(40-LEN(X$))/2:FOR I=1 TO L >GD
EN(X$):C=HIMEM+1+8% (ASC(NID$(X$,1,1))-32)

40 SYMBOL 250,0,PEEK(C),PEEK(C),PEEK(C+1),PEEK(C+1),PEE VWV
K(C+2),PEEK(C+2) ,PEEK(C+3) : SYMBOL 251,PEEK(C+3),PEEK(C#+
4),PEEK(C+4),PEEK(C+5) , PEEK(C+5) , PEEK(C+6),PEEK(C#6)

50 PEN 1:LOCATE X,HY:PRINT CHR$(250):SOUND 1,420,5,10,0 YKL
40,3:PEN 2:LOCATE X,HY+{:PRINT CHR$(251):X=X+1:NEXT:PRI

NT CHR$(22) ;CHR$(0) :RETURN

60 GOSUB 180:GOSUB 270:X$="PATIENCE,JE CALCULE®:HY=23:G >GJ
OSUB 30:FOR CA=48 TO 122

70 C=HIMEN+1+8% (ASC(CHRS(CA) )-32) AQ
80 A=VAL("LX"+LEFTS(BINS (PEEK(C),A1),8)) SHV
90 B=VAL("LX"+LEFT$(BINS(PEEK(C+1),B1),8)) N )
100 CL=VAL("8X"+LEFT$ (BIN$(PEEK(C+2),C1),8)) B
110 D=VAL("LX"+LEFT$ (BINS (PEEK(C+3),D1),8)) wd
120 E=VAL("AX*+LEFT$(BINS$ (PEEK(C+4),E1),8)) LN
130 F=VAL("&X*+LEFT$(BINS$ (PEEX(C+5),F1),8)) LT
140 G=VAL("LX"+LEFT$ (BINS$ (PEEK(C+6),61),8)) LY
150 H=VAL("4X*+LEFT$(BINS (PEEK(C+7),61),8)) LA

160 IF ZX=0 THEN SYMBOL CA,A,B,CL,D,E,F,G,H ELSE IF ZX= >PE
1 THEN SYMBOL CA,H,G,F,E,D,CL,B,A ELSE IF ZX=2 THEN STN
BOL CA,H,G,F,E,A,B,CL,D ELSE IF 2X=3 THEN SYMBOL CA,H,A
,6,8,F,CL,E,D

170 NEXT:RUN"SPACE2" T
180 IF INKEY(64)=0 THEN A1=8:B1=8:C1=8:D1=8:E1=8:F1=8:G YNC
1=8:RETURN

190 IF INKEY(65)=0 THEN A1=B:B1=12:C1=2:D1=12:E1=11:Fi= YUC
2:G1=12:RETURN

200 IF INKEY(57)=0 THEN A1=12:B1=11:C1=2:D1=12:E1=5:F1= UR
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2:G1=12;RETURN

210 IF INKEY(56)=0 THEN A1=12:Bi=11:C1=10:D1=0:E1=8:F1= >TQ
7:G1=6:RETURN

220 IF INKEY(48)=0 THEN A1-8:B1=9:C1-9:D1-8:E1-14:F1=5: >QD
G1=0:RETURN

230 IF INKEY(48)=0 THEN A1=12:B1=8:C1=12:D1=8:E1=11:Fi= >UJ
8:G1=10:RETURN

240 IF INKEY(41)=0 THEN A1=16:B1=8:Ci=14:D1=8:E1=12:F1= UK
8:G1=10:RETURN

250 GOTO 180 YZC
260 DATA -ECRITURES GALACTIQUES-,1,1-TERRIENNE, 4,2-KABL >WM
ONIENNE, 7, 3-IWIKONIENNE, 10, 4-CETANIENNE, 13, 5-TERRAN | ENN

E, 16,6-METANIENNE, 19, 7-PULSAR | ENNE, 22

270 CLS:GOSUB 340:RESTORE 330:FOR F=1 TO 5:READ X$,HY:G >QR
OSUB 30:NEXT

280 IF INKEY(64)=0 THEN ZX=0:RETURN >DN
200 IF INKEY(65)=0 THEN ZX=1:RETURN >DR
300 IF INKEY(57)=0 THEN ZX-=2:RETURN K
310 IF INKEY(56)=0 THEN ZX=3:RETURN >DL
320 GOTO 280 YIB

330 DATA -HETAMORPHOSE DES MOTS-,1,1-PAS DE METAMORPHOS )IK
E,3,2-HETANORPHOSE INVERSEE, 0, 3-HETAHORPHOSE BIZARRE, 15
,A-NETAKORPHOSE ETONNANTE, 21

340 FOR F=1 TO 200:PLOT RND¥GA0,RND¥400, RND%1.5+1:NEXT: >JJ
RETURN

S[PACE 2

10 "SEEEERNERRNRRRNERRNN R RN NN RN LA
20 "sunannasadSPACE WRITINGEREERRRRREEY LB
30 "sussnnxPAR F. DUMAS DE RAULY®ssunzs JLC
AD "EREEENEERERENENERNNERENENRNRRRNNRAY LD
50 ' LA VALEUR DEFINIE DE LA VARIABLE JLE
60 " SPOKE AU DEBUT DU PROGRAMME,LA )LF
70 ' VARIABLE NOM$ AINSI QUE LA LIGNE LG
B0 ' 1820 SONT INDISPENSABLES A CHAQUE SLH
90 ' DEFORMATION LI

100 HODE 1:INK 1,26:PRINT*UTILISEZ-VOUS UN CPC 6128 (0/ >HG
N 2"

110 IF INKEY(46)=0 THEN SPOKE-kBICB:ZXC=1:G0TO 130 b |
120 1F INKEY(34)=0 THEN SPOKE=LB7C6:ZXC=0 ELSE GOTO 110 >IL

130 DEG:DIN INKA(15) JPA
140 DO=0:GOTO 1840 b
150 ' wxssussusDEFORMATION Lsssussius YRG

160 RESTORE 170:FOR F=0 TO 12:READ A:INKA(F)=A:NEXT:G0S >JL
UB 1920 '

170 DATA 0,26,23,11,2,1,24,15,3,3,6, 15, 24 SFB
180 ¥=224 >DE
180 POKE SPOKE, CO:RESTORE 230:FOR f=1 TO 23:READ A:PLO HH
T 96,V,A:DRAV 544,W:W=4-2

200 IF ¥<182 THEN GOTO 240 X
210 NEXT Dl
220 GOTO 100 YZA

230 DATA 1,1,2,1,2,2,3,2,3,4,3,4,4,4,5,5,5,5,4,4,2,4,5 )HUE
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240 X=0:1=306:0=06:¥=224 TR
250 FOR Z=1 TO 30:POKE SPOKE,&40:IF TEST(X,Y)=0 THEN PO PR
KE SPOKE,&CO:PLOT Q,V,0:DRAV Q+4,W:PLOT Q,¥-2,0:DRAV Q¢
4,M-2:PLOT Q,-4,0:DRAV Q+4,4-4

260 Q=Q+8:X=X+4 YGA
270 IF QX544 THEN Q=96:W=N-6:X=0:Y=Y-2 YFY
280 IF W<182 THEN GOTD 310 )TD
280 NEXT:GOSUB 2380 YNA
300 GOTO 250 216
310 X=84:Y=226:2=1 YHB
320 RESTORE 400:FOR F=1 TO 12:READ A )CP
330 POKE SPOKE,&CO0:IF TEST(X,Y)=0 THEN GOSUB 400 JRD
340 IF TEST(X,Y)=0 AND TEST(-4,Y)(>0 THEN GOSUB 400 i
350 X=X+4 YGF
360 IF X>544 THEN X-94:Y=Y-2 NI
370 IF Y<182 THEN GOTO 1050 JUF
380 IF Z=31 THEN Z=0:GOSUB 2380 YYE
390 Z=7+1:NEXT:GOTO 320 >TR

400 IF TEST(X,Y+2)<>0 AND TEST(X,Y+2)(6 THEN PLOT X,Y,A >ED
:PLOT X,Y-2,A+2:RETURN

410 IF TEST(X,Y-2)<>0 AND TEST(X,Y-2)<6 THEN PLOT L,Y,A >EG
tPLOT X,Y+2,A+2:RETURN

420 IF TEST(X+4,Y)(>0 AND TEST(X+4,Y)<6 THEN PLOT X,Y,A >JC
:RETURN

430 IF TEST(X-4,Y)C>0 AND TEST(X-4,Y)<6 THEN PLOT L, Y,A >JQ
:RETURN

440 IF TEST(X-4,Y+2)(O0 AND TEST(X-4,Y+2)<6 THEN PLOT I )KL
Y, A:PLOT X,Y-2,A+2:RETURN

450 IF TEST(X-4,Y-2)C>U AND TEST(X-4,Y-2)<b THEN PLUT L >KkC
» Y, A:PLOT X,Y+2,A+2:RETURN

460 IF TEST(X+4,Y-2)(O0 AND TEST(I+4,Y-2)<6 THEN PLOT I )KZ

oY, A:PLOT x,y+2,A+2:RETURN

470 IF TEST(XI+4,Y+2)(>0 AND TEST(X+4,Y+2)<6 THEN PLOT I >KY
» Y, A:PLOT X,Y-2,A+2:RETURN

480 RETURN >IH
490 DATA 6,7,10,8,8,9,10,8,6,7,8,9 YIK
500 ' #xxuuexxDEFORMATION 28snunssxs JRF

510 RESTORE 520:FOR F=0 TO 14:READ A:INKA(F)=A:NEXT:GOS >JL
UB 1920

520 DATA 10,26, 26, 26,23,20,14,114,11,5,2,2,1,1,0 LI
530 POKE SPOKE,&CO:FOR F=200 TD 400 STEP 2:PLOT O,F,14: QT
DRAV 640,F:NEXT:FOR F=1 TO 200:PLOT RND*640,RND*200+200

, L:NEXT

540 TAIL=68:POKE SPOKE, &CO VE
550 PE1=1:PE=1:FOR F=10 TO 1.5 STEP -0.5:FOR G=0 TO 350 >EF
STEP 10:PLOT 550+TAILxSIN(G),300+682C0OS(G),PE!L:DRAN 55

0+TAIL=SIN(G+10),300+68*C0OS(G+10) :POKE SPOKE, &C0:PE1=PE
140.5

560 IF PE1>13 THEN PEi=1 _ JRC
570 NEXT:GOSUB 2380:PE=PE+0.5:PE1=PE:TAIL=TAIL-4:NEXT:G >LU
0SUB 2380:POKE SPOKE,&CO

580 POKE SPOKE,&CO:FOR F=-10000 TO 10000 STEP 160:PLOT >DB
320,200, 14:DRAN F,0:NEXT

590 GED=0:GE01=0:WE=188 >TH
600 PLOT O,VE, 14:DRAV 640, WE:VWE=WE-GED:GEO=GE0O+GED1 :GED >QB
1=GE01+0.4

610 IF WE<O THEN GOTO 630 ORY
620 GOTO 600 YIA
630 GOSUB 2380:GED=12:GE01=0 YXG



640 PE=1 >YF
650 IF GEL=1 THEN NA=2:GLAGLA=1 YIE
660 IF GEL=2 THEN NA=1:GLAGLA=1 YIF
670 X=0:1=398:0-60:¥=300:¥Q=370:DIVING=300: =W :GOSUB 6 >RJ
80:G0TO 680

680 DIV=DIVING/16:EW=WQ-DIVING-50:WE=Q+(DIV¥NA)#7:RETUR >GB
N

680 FOR Z=1 TO 5 >1D
700 DIV=DIVING/16 b1
710 IF GEL=3 THEN WA=1:GLAGLA=RND#1.25 >FX

720 POKE SPOKE, 440:TES=TEST(X,Y):IF TES=1 THEN POKE SP0 >ZJ
KE,&CO:GOSUB 790 ELSE WE=WE-(DIVENA):¥=H-(DIVENA)

730 Y=Y-2:EW=EW+2 MR
740 IF Y<384 THEN PE=PE+0.23:¥Q=¥Q-0.2:DIVING=DIVING-2. >ZD
2:8=W0:Q=Q+GED: X=X+4:Y=308:GE0=GE0-GE01 : GE01=GE01+0. 007
:GOSUB 680:G0TOD 700

750 IF INT(RND%73)=26 THEN Q=Q-50:POKE SPOKE,&C0:GOSUB >MQ
810:Q=Q+50

760 IF PE>14 THEN GOSUB 2380:RETURN DG
770 NEXT:GOSUB 2380:60T0 690 T
780 PLOT 320,200,1 L2

790 FOR F=Q TO Q+GEO STEP 4:PLOT F,W,PE:DRAW F,¥-(DIVG )TL
LAGLA) ¥2:NEXT

800 W=M- (DIVIGLAGLA) #2: PLOT VE,EV, 14:DRAY VE- (DIVEGLAGL >FG
A)12,EW:PLOT WE,EV+2:DRAV WE- (DIVIGLAGLA) 42, EW+2: VE=VE-
(DIVAGLAGLA) ¥2: RETURN

810 FOR F=4 TO 56 STEP A:PLOT Q+F,N+F/4, F/4:NEXT >Q6
820 FOR F=4 TO 56 STEP 4:PLOT Q-F,W-F/4, F/A:NEXT QN
830 FOR F=2 T0 28 STEP 2:PLOT Q-(F/2),W+F,F/2:NEXT >TE
840 FOR F=2 TO 28 STEP 2:PLOT Q¢(F/2),W-F,F/2:NEXT >F

850 PLOT Q,¥,1 WD
860 RETURN YK
870 ' =esusssasDEFORMATION Jassssasss >TF

880 RESTORE 890:TY=300:FOR F=0 TO 12:READ IN:INKA(F)=IN >XF
:NEXT:GOSUB 1920

800 DATA 0,26,23,20, 14,11,5,2,1,3,6, 15,24 >FH
900 GOSUB 1050 PG
810 X=0:Y=308:Q=235:W=-100:0P=0:PE=1 EK
820 PO=1 26
930 FOR Z=1 TO 16:H=250+(25¥SINCOP)) >ou

940 POKE SPOKE, &40: IF TEST(X,Y)<)0 THEN POKE SPOKE,&C0: >EZ
FOR F=320+H2SIN(Q) TO 320+HsSIN(Q+2) STEP -4:PLOT F,200
+WEC0S(Q), PE:DRAV F,200+(4+6)2C0S(Q) :PLOT F,200+¥2C0S(Q
+2):DRAY F, 200+ (W+6)¥C0S(Q+2) : NEXT

950 X=X+4:0=Q-2 ¢
960 IF PO=1 THEN PE=PE+1:GOSUB 1010 ELSE PE=PE-1:60SUB >DT
1030

970 IF Q<123 THEN Q=235:V=W+B:Y=Y-0.5:1=0:0P=0P+13 W

880 IF OP>360 THEN RETURN >
880 NEXT:GOSUB 2380 ONH
1000 GOTO 830 YEl
1010 IF PE>8 THEN PE=PE-2:P0=0 Y
1020 RETURN YEG
1030 IF PEC1 THEN PE=PE+2:P0-=1 1A
1040 RETURN °EJ
1050 FOR t=1 TO 40:Q=BND#640:V¥=RND*400 >FY

1060 POKE SPOKE,&CO:PLOT Q,W+30,9:DRAV Q,¥-30:PLOT Q¢52 >CR
,W:DRAW Q-52,W:PLOT 48, W+A:PLOT Q-8,W+4:PLOT Q-8, V-4:P
LOT Q+8,4-4

1070 PLOT Q+4,W+B8:DRAN Q+4,4-8:PLOT Q-4,W+B8:DRAN Q-4,8- JLR
8:PLOT Q+16,W+2:DRAW Q-16,W+2:PLOT Q+16,V¥-2:DRAW Q-16,¥
-2:PLOT Q,W+28,0:PLOT Q,¥-26:PLOT Q+48,W:PLOT Q-48,¥

1080 PLOT Q,¥+6,10:DRAN Q+12,W:DRAV Q,¥-G:DRAW Q-12,¥:D >QE
RAV Q,W+6:PLOT Q,¥+18:DRAV Q,¥-18:PLOT Q+32,¥:DRAV Q-32
,W:PLOT Q,¥+16,9:PLOT Q,¥-16:PLOT Q+26,W:PLOT Q-28,M:PL

0T Q,¥+10,11:DRAV Q,¥-10:PLOT Q+16,¥:DRAW Q-16,¥

1090 PLOT Q,W+4,12:DRAW Q,¥-4:PLOT Q+4,W:DRAW Q-4,¥:PLO DZV
T Q+4,W+2,11:PLOT Q-4,W+2:PLOT Q-4,W-2:PLOT Q+4,8-2

1100 NEXT:GOSUB 2380:POKE spoke,&CO:FOR F=1 TO 200:PLOT >VL
RND=640, RND®400, 12:NEXT : RETURN

1110 ' saaxsaxusDEFORMATION Adxeaanssy SIF
1120 RESTORE 1130:FOR F=0 TO 14:READ A:INKA(F)=A:NEXT:G >NK
OSUB 1920:POKE SPOKE,&CO:PAPER 7:CLS:PAPER 0

1130 DATA 0,26,23,14,11,5,2,1,2,5,11,14,23,6,3 JKE
1140 PE=1:MEUH=1.5:PE2=1:GOSUB 1400 »DE
1150 GE0=8:FOR F=-400 TO 640 STEP 20:PLOT F,0,6:DRA¥ (F >KT
/1.5)+200, 400:NEXT:GOSUB 1320

1160 X=0:Y=386:W=120:WE=120 b1 1}
1170 IF Y>400 THEN RETURN ELSE Q=320-(GE0%27.5)-20 »TX
1180 FOR Z=1 TO 20:POKE SPOKE,&40:IF TEST(X,Y){D0 THEN )GU
POKE SPOKE, &C0:60SUB 1230

1190 MEUH=MEUH-0.05:X=X+4:0Q=Q+GEQ:¥=H-GED/4:IF X>220 TH >¥R
EN X=0:Y=Y+0.5:U=ME:¥=M+(GED/2) : VE=W:GE0=GE0+0. 15:MEUH=
1.5:PE2=PE2+1:GOSUB 1380:PE=PE2:GOTD 1170

1200 PE=PE+1:1F PE>12 THEN PE=1 21
1210 NEXT:GOSUB 2380 OPF
1220 GOTO 1180 HC

1230 POKE SPOKE,&40:IF TEST(X+4,Y)=0 AND MEUH>0 THEN PO >DL
KE SPOKE, &C0:GOSUB 1300
1240 POKE SPOKE,%40:1F TEST(X-4,Y)=0 AND MEUH<O THEN PO >DN
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KE SPOKE,&C0:GOSUB 1310

1250 POKE SPOKE,A&CO:FOR F=Q TO Q+GEO STEP 4:PLOT F,¥+(G JKG
E0/2),PE:DRAV F,W+GED:NEXT

1260 POKE SPOKE,&40:IF TEST(X,Y+0.5)=0 THEN POKE SPOKE, >QA
4C0:GOTO0 1280

1270 RETURN YFD
1280 FOR F=Q TO Q+GED+4 STEP 4:PLOT F,W+GE0+2,13:DRAV F >EX
+(GEOMEUH) , W+2+ (GEQ#4)

1290 NEXT:RETURN YHA
1300 FOR F=+GE0+2 TO W+GED/2 STEP -2:PLOT Q+GEO,F,14:D JLF
RAW Q+(GED¥(1+MEUH)) ,F+(GED%3) :NEXT:RETURN

1310 FOR F=W+GE0+2 TO W+GEO/2 STEP -2:PLUT W, F,14:DRKAW D7
Q+ (GEO*MEUH) , F+ (GE0%3) : NEXT : RETURN

1320 X=0:9=398:0Q=153.5:¥=370:¥E=372:QE=153.5:G0SUB 2380 >AQ

1330 FOR 2=1 TO 10:POKE SPOKE,&40:IF TEST(X,Y){>0 THEN >XU
POKE SPOKE,&CO:FOR £=Q TO Q+8 STEP 4:PLOT F,W,0:DRAV F-
4,4-32:NEXT

1340 W=W-32:Y=Y-2:Q=Q-8:IF Y(386 THEN Y=308:W-VWE:VWE=NE- JEH
2:X=1+4:Q=QE:QE=QE+8

1350 IF X>220 THEN GOSUB 2380:RETURN DY
1360 NEXT:GOSUB 2380 »PM
1370 GOTO 1330 YHF
1380 IF PE2)12 THEN PE2=1 >RE
1390 RETURN YFG
1400 W=0:GE=20 >TA
1410 PLOT 0,V,6:DRAW 640,4-160:¥=W+GE:GE=GE-0.35 >RB
1420 IF W>560 THEN RETURN ELSE GOTO 1410 eV
1430 ' sxxuxsnusDEFORMATION Sxssssnuss A

1440 RESTORE 1450:FOR F=0 TO 15:READ A:INKACF)=A:NEXT:G JLF
0SUB 1920

1450 DATA 0,1,2,5,11,14,20,23,26,24, 15,6,3,6,15,24 SPE
1460 GOSUB 1570 X6
1470 X=0:Y=308:PE=1:A=00:B=270:PE1=1:GOSUB 2380 YRL
1480 IF Y<384 THEN GOSUB 2380:GOTO 2380 ELSE STE=((696+ >QA
17045 IN(B))-(-544170¢SIN(A))) /55

1490 Q=-54+170%SIN(A) :¥=300+200%COS (A) SFL
1500 FOR Z=1 TO 54:POKE SPOKE,&40:IF TEST(X,Y)<>0 THEN >VK
POKE SPOKE,LCO:FOR F=Q TO Q+STE STEP 4:PLOT F,V,PE:DRAY
F,¥-4:NEXT:GOSUB 1630

1510 X=X+4:Q=Q+STE NN
1520 IF X>220 THEN X=0:Y=Y-0.2:A=A+1.12:B=B-1.12:PE1=PE )RI
141:GOSUB 1550:PE=PE1:G0TO 1480

1530 NEXT:GOSUB 2380 >PL
1540 GOTO 1500 JHD
1550 IF PE1>8 THEN PE1=1 JRE
1560 RETURN OFF
1570 GREAT=4:PE=8:PE1=0:¥=398:PL=0.5 )FT

1580 FOR F=0 TO 640 STEP GREAT:FOR G=F TO F+GREAT STEP >VG
4:POKE SPOKE,LCO:PLOT G,V,PE:DRAW G,W-GREAT:NEXT G:PE=P
E+1:1F PEX15 THEN PE=8

1500 NEXT:GOSUB 2380 PT
1600 W=W-GREAT:GREAT=GREAT+PL:PL=PL+0.05:IF W<0 THEN RE JHK
m >

1610 PE1=PE1+1:IF PE1>15 THEN PEL=8 o8P
1620 PE=PE1:GOTO 1560 >PD
1630 PE=PE+i:IF PE>8 THEN PE=1 YXN

1640 POKE SPOKE,%40:1F TEST(X-4,Y)=0 THEN POKE SPOKE,&C >UN
0:FOR F=Q TO Q+STE STEP 4:PLOT F,V-6,1:DRAV¥ F,W¥-30:NEXT

70

:RETURN

1650 POKE SPOKE,&40:[F TEST(X+4,Y)=0 THEN POKE SPOKE,LC >UM

0:FOR F=Q TO Q+STE STEP 4:PLOT F,¥-6,1:DRAV F,W-30:NEXT
:RETURN

1660 POKE SPOKE,&40:|F TEST(X,Y-0.2)=0 THEN POKE SPOKE, >HV
&CO:FOR F=Q TO Q+STE STEP 4:PLOT F,W-6,1:DRAW F,W-30:NE

IT

1670 RETURN OFH
1680 ' saxxzauxxDEFORMATION Geussaxuss YH
1680 RESTORE 1680:FOR F=0 TO 12:READ A:INKA(F)=A:NEXT:D >XK

ATA 0,26,23,20,14,11,5,2,1,3,6,15,24

1700 GOSUB 1920:GOSUB 1050 W
1710 X=220:Y-308:0=580:¥=350:PE=1:GE0=4:GE01=0. 1:QE=580 >CC
:WE=350:0=1.5:0N0=0

1720 FOR 2=1 TO 17:1F ONO=0 THEN GOTO 1730 ELSE GOTO 17 >YB
40

1730 POKE SPOKE, &40:IF TEST(X,Y)=1{ THEN GOSUB 1810:GOTO >YC
1760 ELSE GOTO 1750

1740 POKE SPOKE,L40:IF TEST(X,Y)=1 THEN POKE SPOKE,&C0: >DC

Qws4/GE0:Qu1=Q:FOR- F=¥ TO W-(GE0/2)-4 STEP -2:PLOT Qui,
F,PE:DRAV QUi+GEO+8,F+(GED/4) :Qu1=Qu1+Qu:NEXT:G0TO 1760
ELSE GOTO 1760

1750 POKE SPOKE,&40:IF TEST(X+4,Y)=1 THEN POKE SPOKE,LC >XE

0:FOR F=W TO W-GEO%1.5 STEP -2:PLOT Q+GEO,F,9:DRAV Q+GE
0#1,5,F-4:NEXT:FOR G=F TO F-4:PLOT Q+GEO,G,0:DRAW Q+GE0
¥1.5,G-4:NEXT

1760 Y=Y-1:¥=W-(GED/2):Q=0+6:IF Y(384 THEN Y=398:¥-WE:Q >HL
=QE:OND=0OND+1:GOTD 2150

1770 IF X<0 THEN RETURN JRU
1780 PE=PE+i:IF PE>8 THEN PE=1 o U]
1790 NEXT:GOSUB 2380 . PV
1800 GOTO 1720 e
1810 POKE SPOKE, %40: [F TEST(X,Y-1)=1 THEN RETURN bl

1820 POKE SPOKE,&CO:WEH=W:FOR F=Q+4 TO Q+GEO+(GE0/2):PL WY
0T F,WEH-GEOD, 10:DRAV F,WEH-GEO*2

1830 WEH=WEH+0.25:NEXT:RETURN YAG
1840 POKE SPOKE, &40:MODE 1:INK 0,0:BORDER O:INK 1,6:INK >DR
2,15: INK 3,24:RESTORE 1850:FOR F=0.5 TO 13:READ A$:LOC
ATE 20-LEN(A$)/2,F%2:PEN 1:PRINT A$:NEXT

1850 DATA -MENU-,-DEFORMATION ENTOUREE-,-DEFORMATION GL >UN
ACEE-, -DEFORMATION CONGELEE-,-DEFORMATION SURGELEE-,-DE
FORMATION SUR L'EAU-,-DEFORMATION EN PLOMGEE-,-DEFORMAT

ION COURBEE-,-DEFORMATION SPATIALE-,-VUE DE LA DEFORMAT

10N EFFECTUEE-

1860 DATA -SAUVEGARDE DE LA DEFORMATION-,-CHARGEMENT D' >AM
UNE DEFORMATION-,-TITRE-

1870 DF=1:4=368:1F ZXC=0 THEN FOR F=368 TO 352 STEP -2: HUY
PLOT 46,F,3,1:DRAM 574,F:NEXT ELSE W=364:TAG:MOVE 32,36
4:PRINT™-"; :MOVE 574,364:PRINT"-";

1880 IF INKEY(2)=0 THEN IF DF{12 THEN DF=DF+i:IF ZXC=0 >KI
THEN FOR F=1 TO 16:PLOT 46,W,3:DRAV 574,W:PLOT 46,¥-18:
DRAW 574,W-18:¥=W-2:NEXT ELSE PLOT 0,400,3:FOR F=1 TO 1
6:TAG:MOVE 32,W:PRINT"-";:HOVE 574,M:PRINT®-"; :W=¥-2:NE

iT

1880 IF INKEY(0)=0 THEN IF DF>1 THEN DF=DF-1:U=+2:IF Z >NB
XC=0 THEN FOR F=1 TO 16:PLOT 46,¥,3:DRAN 574,W:PLOT 46,
W-18:DRAV 574,M-18:W=W+2:NEXT:¥=W-2 ELSE PLOT 0,400,3:F

OR F=1 TO 16:TAG:MOVE 32,W:PRINT"-";:MOVE 574,W:PRINT"-

"o oW=H+2:NEXT:W=U-2



1800 IF INKEY(47)=0 THEN GOTO 1960 YAN
1810 GOTO 1880 INF
1920 PORC=0:PORC2=0:PLOT 0,400,1,0:FOR F=0 TO 15:INK F, >WR
INKA(F) :NEXT:POKE SPOKE, &C0:BORDER 0:MODE 0:POKE SPOKE,
&40:CLS:TAG:HOVE 110- (LEN(NOM$)¥32-4)/2,308:PRINT NOM$;

1830 A=84:B=12:C=10 ML
1840 FOR F=1 TO 10:PLOT 304-A,214+B,F:DRAW 304+A,214+B: 1]
DRAV 304+A,214-C:DRAV 304-A,214-C:DRAV 304-A,2144B:A=A+
4:B=B+2:C=C+2:NEXT:CALL &BCOG,L40:RETURN

1850 CALL LBCOG,LA0:MODE 1:RETURN YBF
1860 IF DF=12 THEN GOTO 2170 VD
1870 IF DO=0 AND DF=0 THEN SOUND 1,500,3,15:G0T0 1880 >UZ
1680 IF DF=0 AND DO=1 THEN GOSUB 2110:GOTD 1840 YME

1990 J=0:IF DF=11 THEN GOSUB 2260:IF J=1 THEN GOTO 1840 >NQ
ELSE GOTO 2420

2000 IF DF=10 AND DO=0 THEN SOUND 1,500,3,15:GOTD 1880 >VV
2010 J=0:1F DF=10 AND DO=1 THEN GOSUB 2260:IF J=1 THEN >NJ
GOTO 1840 ELSE FOR F=0 TO 15:POKE 65500+F, INKACF): INK F

, INKA(F) :NEXT:MODE 0:CALL &BCOB,4CO:SAVE SL$, B, £C000, k4
000:60TD 1840

2020 [F NOM$="" THEN SOUND 1,500,4,15:G0T0 1880 ELSE DO DG
={:IF DF=2 THEN GEL=1:GOSUB 500:GOSUB 1950

2030 IF DF=3 THEN GEL=2:GOSUB 500:GOSUB 1950 JLP
2040 IF DF=4 THEN GEL=3:GOSUB 500:GOSUB 1850 LT
2050 IF DF=1 THEN GOSUB 160:GOSUB 1850 JET
2060 IF DF=5 THEN GOSUB 880:GOSUB 1850 EH
2070 IF DF=6 THEN GOSUB 1120:GOSUB 1850 )FG
2080 IF DF=7 THEN GOSUB 1440:GOSUB 1850 >FP
2090 IF DF=8 THEN GDSUB 1690:GOSUB 1950 )FL
2100 GOTO 1840 SHD
2110 DD=0 >CB

2120 CALL LBCOG,Lk40:MODE 0:FOR F=0 TO 15:INK F, INKA(F): >XV
NEXT:CALL &BCO6,%C0
2130 DD=DD+1:IF DD=1201 THEN CALL &BCO6,%40:HODE 1:LOCA >YJ
TE 10,12:INK 1,6:PEN 1:PRINT*ESPACE POUR LE MENU." ELSE
IF DD>1300 THEN GOTO 2110
2140 IF INKEY(47)=0 THEN RETURN ELSE GOTO 2130 >ND
2150 IF ONO>1 THEN ONO=0:X=X-4:QE=QE-GEO:W=WE:WE=VE-(GE >AV
0/4) :Q=QE:GE0=GE0+0.29:0=0-0.0125
2160 GOTO 1770 >NB
2170 FOR F=1 TO 7:A$(F)="":NEXT:MODE 2:PRINT*"TITRE(7 LE >FL
TTRES MAXI & 7 LETTRES CONSEILLE):":WINDOV 46,80,1,1
2180 6=1 VF
2180 IF INKEY(79)=0 THEN LOCATE G, 1:PRINT " ":G=G-1:IF >LQ
G<1 THEN G=1
2200 IF INKEY(18)=0 THEN GOTO 2230 M
2210 A$(G)=INKEY$:IF A$(G)="" OR A$(G)=CHR$(127) OR G=8 >NV
THEN GOTO 2190 ELSE LOCATE G, 1:PRINT A$(G):G=G+1:IF G
B THEN G=7
2220 GOTO 2190 HF
2230 FOR F=1 TO 7:1F AS(F)=CHR$(13) OR A$(F)=CHR$(127) >XJ
OR AS(F)=" " AND A$(F+1)=" " THEN A$(F)="*

2240 NEXT KK
2250 NOM$=AS(1)+A$(2)+AS(3)+AS(A)+AS(S5)+AS(6)+AS(7):IF DHJ
NOHs<" " THEN CLS:GOTO 2180 ELSE GOTO 1840

2260 FOR F=1 TO B:A$(F)="":NEXT:MODE 2:4DIR,"*.SCR":LOC >NV
ATE 1,12:PRINT"NOM DE LA DEFORMATION:":WINDOW 23,80,12,
12

2270 G=1

2280 IF INKEY(78)=0 THEN LOCATE G,1:PRINT * ":G=G-1:IF
G<1 THEN G=1

2200 IF INKEY(18)=0 THEN GOTO 2330

2300 IF INKEY(67)=0 AND INKEY(42)=0 THEN J=1:RETURN

WF
pF!

YAE
VE

2310 A$(G)=INKEY$:IF A$(G)="" OR G=9 THEN GOTO 2280 ELS >HR

E LOCATE G, 1:PRINT A$(G):G=G+1:IF G>9 THEN G=8
2320 GOTD 2280

NG

2330 FOR F=1 TO 8:IF A$(F)=CHR$(127) OR A$(F)="." OR A$ >AL

(F)=CHR$(13) THEN A$(F)=""

2340 NEXT:SL$=A$(1)+A$(2)+AS(3)+A$(4) +AS$(5)+AS(6)+A$(7) DRA
+A$(8): IF SL$¢" * THEN CLS:GOTO 2270 ELSE WINDOW
1,80, 1,25:LOCATE 1,13:PRINT*VOULEZ-VOUS CHANGER DE TIT

RE ? (O/N)*

2350 IF INKEY(46)=0 THEN SL$=SL$+".SCR":RETURN

2360 IF INKEY(34)=0 THEN GOTO 2260

2370 GOTO 2350

2380 TAGOFF:PORC=PORC+1:IF PORC=100 THEN PORC=98
2390 POKE SPOKE,&40:PEN 2:LOCATE 8,12:PRINT PORC;"%*
2400 IF INKEY(67)=0 THEN D0=0:GOTO 1840

2410 RETURN

2420 MODE 2:uDIR,SL$

06
YAC
YK
AT
NG
>FA
OFA
)PP

2430 FOR F=0 TO 100 STEP 1:IF TEST(F,342)=1 THEN LOAD S >TA
L$,4C000:FOR F=0 TO 15: INKA(F)=PEEK(65500+F) :NEXT:DD=1:

GOTO 1840

2440 NEXT:MODE 2:LOCATE 30,12:PRINT"TITRE INTROUVABLE.. >DM

.":FOR F=1 TO 200:S0UND 1,F,2,15:NEXT
2450 GOTO 1840

?NB
V4]
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