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Avant-Propos

Les jeux présentés dans ce livre utilisent des fonctions propres aux micro-
ordinateurs Amstrad : son, couleur, graphisme, etc. Pour cette raison, ces
programmes ne fonctionnent pas sur les micro-ordinateurs qui ne se
conforment pas a cette norme.

Au-dela du jeu lui-méme, I'étude de ces programmes vous enseignera
de nombreuses techniques de programmation qui vous seront trés utiles pour
développer vos propres programmes.



NOTES CONCERNANT LES PROGRAMMES

Les programmes doivent étre tapés tels qu'’ils sont reproduits. lls doivent
@étre enregistrés sur cassette (ou sur disquette) pour éviter d’avoir a les retaper
a chaque utilisation. Utilisez pour cela I'instruction

SAVE “ <NOM>"

en remplacant <NOM > par le nom du programme a enregistrer.
Exemple : pour enregistrer le programme BASE, tapez

SAVE “BASE"”

et pressez la touche RETURN aprés avoir appuyé sur les touches LECTURE
et TREMENT du é 1e. Pour recharger un programme,
rembobinez la cassette jusqu’au début du programme et tapez LOAD
< NOM > ", Sivous voulez, par exemple, recharger le programme BASE,
tapez

LOAD ““BASE”
et pressez la touche RETURN.

Afin de réduire au maximum les risques d’erreurs, les listings des pro-
grammes ont été reproduits par pt ie. Sivos pr ne fonc:
tionnent pas, vérifiez-les attentivement en considérant plus particuliérement
les points suivants :

— lignes oubliées,

— numéros de lignes erronés,

— erreurs de frappe (attention en particulier & ne pas confondre la let
tre O et le chiffre 0 ou la lettre | et le chiffre 1).






SAUVETAGE

A I'aide des touches du curseur, manceuvrez votre vaisseau afin de sauver
les habitants des villes qui s’enlisent de plus en plus rapidement.

Routines

&BB60

&BC50

10
20

40
50
60
70
80

10
11

utilisées :

met dans le registre A le code ASCII du caractére de I'écran a la
position courante du curseur.

déplace une partie de I'écran d’un caractére. Si B=0, le déplace-
ment est vers le bas, sinon il est vers le haut. A contient le code
de I'encre de la ligne qui va apparaitre, H contient la premiére
colonne, L contient la dernire ligne, D contient la derniére colonne,
E contient la derniére ligne.

REM AAAAAAAAAAA

REM *SAUVETAGE*

REM AAKARARAAKA

MEMORY 10000:PAPER O
SYMBOL 254,255,255,195,195,195,195,255,255
SYMBOL 255,0,0,0,0,16,56,16,40
ON BREAK GOSU3B 80:GOTO 100
MODE 1:PEN 3

END

0 GOSUB 460

0 MA=100:SC=0:TA=0

120 CLS:GOSUB 540
130 GOSUB 630
140 ¥X=10:Y=3:X1=1:¥1=1:C0=0

15
16
7

0 CO=CO+1:IF CO<MA THEN 250
0 COo=0
0 LOCATE X,Y:PRINT CHR$(32);

9



180
190
200
210
220
230
240
250
260
270
280
290
300
310
320
330
340
350
360
370
380
390
400
410
420
430
440
450
460
470
480
490
500
510
520
530
540
550
560
570
580
590
600

CALL 40007:PEN 1

LOCATE X,Y:PRINT CHR$(235)%
S=S+1:IF S<21 THEN 250
LOCATE X,Y:PRINT CHR$(32);
LOCATE 13,5:PRINT"APPUYER SUR 'FO™
IF INREY(15)=-1 THEN 230
GOTO 100

X=X-INKEY(8)+INKEY(D)

IF X=0 OR X=41 THEN X=X1
¥=Y-INKEY(0)+INKEY(2)

IF ¥=2 OR Y=26 THEN Y=Y1

IF X=X1 AND Y=Y1 THEN 150
LOCATE X,Y:CALL 40000:A=PEEK(39999)
IF A=32 THEN GOSUB 390:GOTO 150
IF A=254 THEN X=X1:Y=Y1:GOTO 150
GOSUB 390

SC=SC+1:SOUND 1,200:GOSUB 540
N=N+1:IF N<NF THEN 150

IF MA>10 THEN MA=MA-10
TA=TA+1

GOTO 120

LOCATE X1,Y1

PRINT CHR$(32);

PEN 1

LOCATE XY

PRINT CHR$(235);

X1=X:¥1=Y

RETURN

MODE 1

BORDER 0

INK 0,10

INK 1,6

INK 2,78

INK 3,0

GOSUB 820

RETURN

PEN 2

LOCATE 11,1

PRINT RIGHT$(STR$(10000+SC),4)
LOCATE 20,1

PRINT RIGHT$(STR$(100+TA),2)
IF SC>RE THEN RE=SC

LOCATE 27.1
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610 PRINT RIGHT$(STR$(10000+RE),4)
620 RETURN

630 PEN 3

640 FOR X=1 TO 20

650 I=INT(RND(D*15)+7

660 FOR Y=I TO 25

670 LOCATE X*2-1,Y

680 PRINT CHR$(254)CHR$(254);
690 NEXT Y

700 NEXT X

710 PEN 2:N=0:5=0

720 NF=10+INT(RND(1)*5)
730 FOR I=1 TO NF

740 Y=24:A=INT(RND(X40)+1
750 LOCATE A,Y:CALL 40000
760 B=PEEK(39999)

770 IF B=254 THEN Y=Y-1:GOTO 750
780 IF B<>32 THEN 740
790 PRINT CHR$(255)

800 NEXT I

810 RETURN

820 RESTORE 860

830 FOR T=40000 TO 40018
840 READ A:POKE T,A:NEXT T
850 RETURN

860 DATA &ed

870 DATA &60

880 DATA &bb

890 DATA 232

900 DATA &3f

910 DATA 83c

920 DATA &c9

930 DATA &af

940 DATA 847

950 DATA &21

960 DATA 203

970 DATA &00

980 DATA &11

990 DATA 818

1000 DATA &27

1010 DATA &ed

1020 DATA &50

1030 DATA &bc

1040 DATA &c9
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MINES

Vous devez traverser un champ de mines. Mais attention ! vous étes chro-
nométré. En début de partie, I'ordinateur affiche les zones minées mais celles-
ci seront invisibles par la suite. En appuyant sur la touche < COPY >, elles
réapparaitront mais cela vous fera perdre du temps. Pour vous déplacer, uti-
lisez les touches du curseur.

10
20
30
40
50
60
70
80
90
100
110
120
130
140
150
160
170
180
190
200
210
220
230
240

REMAAAAKAX
REMAMINES*

REMAAXAXANA

MODE 1

MEMORY 9000:GOSUB 780

BORDER 0

INK 0,25:INK 1,0:INK 2,9:INK 3,2
SYMBOL 250,7,7,7,7,1,1,127,127
SYMBOL 251,1,1,6,6,24,24,24,24
SYMBOL 252,224,224,224,224,128,128,254,254
SYMBOL 253,128,128,96,96,24,24,24,24
PEN 1

FOR T=1 TO 40

LOCATE T,3

PRINT CHR$(225)

NEXT T

FOR T=1 TO 40

LOCATE T,24

PRINT CHR$(225)

NEXT T

K=TIME:PEN 2

GOSUB 520:GOSUB 550

TE=20

GOSUB 640:GOSUB 580
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250 K=TIME:X=1:Y=12

260 GOTO 430

270 GOSUB 520:A=X:B=Y

280 IF INKEY(9)=0 THEN INK 3,2:TE=10:GOSUB 580
290 X=X+INKEY(1)-INKEY(8)

300 Y=Y+INKEY(2)-INKEY(D)

310 IF X=A AND Y=B THEN 270

320 IF THEN X=1:GOTO 270

330 IF Y=3 OR Y=23 THEN Y=B:GOTO 270

340 SOUND 1,200,4

350 LOCATE A,B:PRINT CHR$(32);CHR$(32);

360 LOCATE A,B+1:PRINT CHR$(32);CHR$(32);

370 E=0

380 FOR C=X TO X+1

390 FOR D=Y TO Y+1

400 GOSUB 750

410 NEXT D:NEXT C

420 IF E=1 THEN SOUND 1,2000:SOUND 1,3000:GOTO 49

430 PEN 2

440 LOCATE X,Y:PRINT CHR$(250%CHR$(252);
450 LOCATE X,Y+1:PRINT CHR$(251);,CHR$(253);
460 IF X<39 THEN 270

470 SOUND 1,100:SOUND 1,300:SOUND 1,150
480 GOSUB 550

490
500 RINT "APPUYER SUR 'FO™

510 IF INKEY(1 1 THEN 510 ELSE CLS:GOTO 120
520 SC=INT(TIME-K)/10)

530 LOCATE 11,1:PRINT RIGHT$(STR$(10000+SC),4)
540 RETURN

550 IF(SCKRE OR RE=0)AND SC>0 THEN RE=SC

560 LOCATE 27,%:PRINT RIGHT$(STR$(10000+RE),4)
570 RETURN

580 PEN 2:FOR T=TE TO 0 STEP-1

590 LOCATE 20,1:PRINT RIGHT$(STR$(100+T),2)

600 FOR I=1 TO 300:NEXT I

610 NEXT T

620 INK 3,25

630 RETURN

640 PEN 3

650 FOR T=5 TO 35 STEP 5

660 FOR I=0 TO 2

-



670
680
690
700
710
720
730
740
750
760
770
780
790
800
810
820
830

D=4 +I*x7+INT(RND(1)*5)
LOCATE T,D

PRINT CHR$(204)CHR$205);
LOCATE T,D+1

PRINT CHR$(205);CHR$(204);
NEXT I

NEXT T

RETURN

LOCATE C,D:CALL 10000

IF PEEK(39000X>32 THEN E=1
RETURN

FOR T=10000 TO 10006

READ A

POKE T,A

NEXT T

RETURN

DATA 205,96,187,50,88,152,201

-






MISSION

Votre mission : franchir vingt tableaux de météorites mais le champ dans
lequel vous vous déplacez diminue & mesure que vous progressez dans les
tableaux. Pour manceuvrer votre vaisseau, utilisez les touches du curseur
droite et gauche.

10 REMAXAXAXAAKX
20 REM*MISSION*

30 REMAXKAAKAAK

40 GOSUB 390

50 MODE 1:MEMORY 9000

60 BORDER 0

70 INK 0,0:INK 1,24

80 INK 2,23:INK 3,6

90 X=20:SC=0:M=0:P=41:N=0:TA=6

:C=40

110 SC=SC+1:N=N+1

120 IF N<100 THEN 170

130 N=0:TA=TA+1:IF TA=25 THEN SOUND 1,100:SOUND 1,
300:SOUND 1,200:FOR T=1 TO S5000:NEXT T:CLS:LOCATE

12,5:PRINT "MISSION ACCOMPLIE":

GOTO 370

140 INK 3,TA:M=M+1:P=P-1:C=C-2:L=L+1

150 IF X=M THEN X=M+1

160 IF X=P THEN X=P-1

170 PEN 2:LOCATE X,25:PRINT CHR$(239);

180 LOCATE X,24:CALL 10008:IF PEEK(39000%>32 THEN
270
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190
200
210
220
230
240
250
260
110
270
280
290
300
310
320
330
340
350
360
370
380
390
400
410
420
430
440
450
01

PEN 3:B=INT(RND(D*C)+L

LOCATE B,3:PRINT CHR$(202)

CALL 10000

A=X:X=X-INKEY(8)+INKEY(1)

IF A=X THEN 110

IF X=P OR X=M THEN X=A:GOTO 110

PEN 2:LOCATE A,25:PRINT CHR$(32);

LOCATE X,24:CALL 10008:IF PEEK(39000)=32 THEN

SOUND 1,2000:SOUND 1,2000

FOR T=1 TO 100

LOCATE X,25:PRINT CHR$(238);

LOCATE X,25:PRINT CHR$(32);

NEXT T

CLS:PEN 1

LOCATE 16,5:PRINT "SCORE :";SC

IF SC>RE THEN RE=SC

LOCATE 16,7:PRINT "RECORD :";RE
LOCATE 16,9:PRINT "TABLEAU:";TA-5
LOCATE 13,11:PRINT "APPUYER SUR 'FO™
IF INKEY(15)=0 THEN 50 ELSE 380
RESTORE 450

FOR T=10000 TO 10014

READ A

POKE T,A

NEXT T

RETURN

DATA 62,0,6,0,205,77,188,201,205,96,187,50,88,152,2
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GALERIES

Traversez un maximum de galeries avec votre sous-marin en évitant les
mines qui deviennent de plus en plus nombreuses. En appuyant sur la tou-
che < COPY >, si votre score n’est pas nul, vous pourrez détruire les obs-
tacles qui se trouvent juste devant votre sous-marin. Pour vous déplacer,
utilisez les touches du curseur haute et droite, le poids du sous-marin se char-
geant de vous faire descendre.

REMAARAXARAAX

REMAGALERIES*

REMAARAAKAARK

GOSUB 590

MODE 1:MEMORY 9000

BORDER 0

INK 0,2:INK 1,24:INK 2,23:INK 3,6
TA=1

GOSUB 380

130
140
:LOCATE A+2,B:PRINT CHR$(32);,CHR$(32)::GOSUB 310:FOR

T=1
150
160
170
180
190
200
210
220

A=X:B=Y
IF INKEY(9)=0 AND SC>0 THEN SC=SC-1:SOUND 1,20

TO 100:NEXT T

IF INKEY(1)=0 THEN X=X+1

IF INKEY(0)=0 THEN Y=Y-1

E=E+1:IF E>35 THEN E=0:Y=Y+1

IF X=A AND Y=B THEN 130

LOCATE A,B:PRINT CHR$(32);CHR$(32):E=0
G=55214+Y*80+X*2

IF PEEK(G)=0 AND PEEK(G+2)=0 THEN 270
LOCATE X,Y:PRINT CHR$(206):CHR$(206)
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230 SOUND 1,7000:SOUND 1,2000:SOUND 1,1500:SOUND 1
,1000

240 IF SC>RE THEN RE=SC:GOSUB 310

250 LOCATE 13;5:PRINT "APPUYER SUR 'FO™
260 IF INKEY(15)=0 THEN 50 ELSE 260

270 LOCATE X,Y:PEN 2

280 PRINT CHR$(231);CHR$(202)

290 IF X=39 THEN SC=SC+2:SOUND 1,200:SOUND 4,200:T
A=TA+1:GOSUB 440:GOTO 110

300 GOTO 130

310 LOCATE 11,%:PEN 1

320 PRINT RIGHT$(STR$(SC+10000),4)

330 LOCATE 20,1

340 PRINT RIGHT$(STR$(TA+10000),2)

350 LOCATE 27,1

360 PRINT RIGHT$(STR$(RE+10000),4)

370 RETURN

380 RESTORE 390

390 DATA 255,249,249,249,249,249,249,255
400 FOR T=39000 TO 39007

410 READ A

420 POKE T,A

430 NEXT T

440 CLS

450 CALL 10000

460 C=10:L=5

470 FOR X1=1 TO 40

480 FOR Y1=C TO C+L

490 LOCATE X1,Y1:PRINT CHR$(32)

500 NEXT Y1

510 IF RND(1X0.5 AND C>4 THEN C=C-1 ELSE IF C+L<2
3 THEN C=C+1

520 NEXT X1

530 PEN 1

540 FOR T=1 TO TA

550 X2=INT(RND(1)*36+4)%:¥2=INT(RND(1)*18+3)
560 IF PEEK(55214+Y2*80+X2*2)=0 THEN LOCATE X2,Y2:
PRINT CHR$(186) ELSE 550

570 NEXT T

580 RETURN

590 RESTORE 650

600 FOR T=10000 TO 10036

610 READ A

w0



620 POKE T,A

630 NEXT T

640 RETURN

650 DATA 33,160,192,1,88,152,229,205,39,39,225,35,124,
254,199,32,242,125,254,208

660 DATA 32,237,201,17,0,8,122,245,10,119,3,25,241,61,3
2,247,201






LABYRINTHE

Descendez a travers le labyrinthe le plus rapidement possible. Pour vous
déplacer, utilisez les touches du curseur gauche et droite.

10 REMAAAARAAA
20 REMALABYRINTHE*

30 REMAAAXAXARAXAA

40 GOSUB 690

50 MODE 1

60 B$=CHR$(233)+STRING$(37,CHR$(32)+CHR$(233)
70 GOSUB 400

80 BORDER 0

90 INK 0,0:INK 1,24:INK 2,23:INK 3,6

100 X=20:K=TIME:N=0

110 GOSUB 340

120 GOSUB 460

130 GOTO 170

140 PEN 2:LOCATE X,3:PRINT CHR$(250%;CHR$(252)
150 LOCATE X,4:PRINT CHR$(251);CHR$(253)

160 RETURN

170 GOSUB 140

180 IF PEEK(51518+X*2)>0 OR PEEK(51520+X*2)>0 TH
EN 270

190 LOCATE 1,21:GOSUB 520

200 FOR T=1 TO 4:PEN 3

210 IF N>17 THEN 240

220 LOCATE 1,22:PRINT CHR$(233)

230 LOCATE 39,22:PRINT CHR$(233)

240 CALL 20000:GOSUB 140
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250 NEXT T

260 GOTO 180

270 A=X:X=X-INKEY(8)+INKEY(1)

280 GOSUB 340

290 IF X=A THEN 180

300 IF X<2 OR X>37 THEN X=A

310 LOCATE A,3:PRINT CHR$(32);CHR$(32)
320 LOCATE A4:PRINT CHR$(32);CHR$(32)
330 GOTO 170

340 SC=INTUTIME-K)/20)

350 LOCATE 11,1:PEN 1

360 PRINT RIGHT$(STR$(SC+10000),4)

370 LOCATE 27,1

380 PRINT RIGHT$(STR$(RE+10000),4)

390 RETURN

400 MEMORY 10000

410 SYMBOL 250,7,7,7,7,1,1,127,127

420 SYMBOL 251,1,1,6,6,24,24,24,24

430 SYMBOL 252,224,224,224,224,128,128,254,254
440 SYMBOL 253,128,128,96,96,24,24,24,24
450 RETURN

460 LOCATE 1,5

470 FOR T=1 T0 5

480 GOSUB 520

490 PRINT B$;B$;B%;

500 NEXT T

510 RETURN

520 SOUND 1,200

530 N=N+1:IF N<19 THEN 640

540 IF N<23 THEN RETURN

550 PEN 1

560 IF SC<RE OR RE=0 THEN RE=SC:GOSUB 370
570 RESTORE 580

580 DATA 200,150,200,100,200,100,100

590 FOR T=1 TO 7:READ A

600 SOUND 1,A

610 NEXT T

620 LOCATE 13,6:PRINT "APPUYER SUR 'FO™
630 IF INKEY(15)=0 THEN 50 ELSE 630
640 PEN 3:A$=STRING$(39,CHR$(233)

650 A=INTRND(1)A10+5)B=INT(RND(1)*10+20)
660 MID$(A$,A,2)=CHR$(32)+CHR$(32):MID$(A$,B,2)=CHR$(3
2)+CHR$(32)
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670
680
690
700
710
720
730
740

PRINT A$;

RETURN

RESTORE 740

FOR T=20000 TO 20013

READ A

POKE T,A:NEXT T

RETURN

DATA 6,1,62,0,33,2,0,17,24,39,205,80,188,201






DEFENSE

Défendez votre planéte en évitant que I'envahisseur ne s’y pose. Aprés
vous devez attendre que votre base redevienne blanche pour tirer
. Plus les envahisseurs sont touchés haut, plus ils rapportent de
points. Pour manceuvrer votre base, utilisez les touches du curseur gauche

chaque tir,
& nouveau

et droite e

180
190
200
210
220
230
240
250

t la touche <Z> pour tirer.

REMAAAXAAARA
REMADEFENSE*

REMAAAAAARAA

MODE 1

NE=8

GOSUB 570

BORDER 0

INK 0,0:INK 1,6:INK 2,18:INK 3,26
MEMORY 10000

SYMBOL 250,24,60,60,60,60,126,219,0
SYMBOL 251,3,15,25,63,63,99,224,64
SYMBOL 252,192,240,152,252,252,198,7,2
CLS:X=20:Y1=0:POKE 39203,0:5C=0

L=0

POKE 39204,NE

FOR T=1 TO NE

¥(T)=-TA2

POKE 39049+T,256-T*2

NEXT T

LOCATE 1,271:PEN 1

FOR T=1 TO 120

PRINT CHR$(143);

NEXT T

GOSUB 390

IF L=0 THEN PEN 3 ELSE L=L-1:PEN 1
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260 LOCATE X,20:PRINT CHR$(250);

270 IF Y1=0 THEN 320

280 IF PEEK(4#8911+X1*2+Y1*80)%>0 THEN GOSUB 480:G
0TO 320

290 LOCATE X1,Y1:PRINT CHR$(32):¥1=Y1-2:LOCATE X1,Y
1:PEN 3:PRINT CHR$(149)

300 IF PEEK(48911+X1*2+Y1*80%>0 THEN GOSUB 480:G
0TO 320

310 IF Y1=4 THEN LOCATE X1,Y1:PRINT CHR$(32:¥1=0
320 IF INKEY(71)=0 AND L=0 THEN SOUND 1,100:Y1=20:
X1=X:L=14

330 PEN 2:CALL 15000:IF PEEK(39203)=1 THEN 440
340 A=X:X=X+INKEY(1)*2-INKEY(8)*2

350 IF X=A THEN 250

360 IF X=2 OR X=40 THEN X=A:GOTO 250

370 LOCATE A,20:PRINT CHR$(32);

380 GOTO 250

390 PEN 3

400 LOCATE 11,1:PRINT RIGHT$(STR$(SC+10000),4)

410 IF SC>RE THEN RE=SC

420 LOCATE 27,1:PRINT RIGHT$(STR$(RE+10000),4)

430 RETURN

440 SOUND 1,2000:SOUND 1,1000:SOUND 1,2000:SOUND 1
,1500

450 LOCATE 13,5:PEN 1

460 PRINT "APPUYER SUR 'FO™

470 IF INKEY(15)=-1 THEN 470 ELSE 130

480 SOUND 1,2000

490 LOCATE X1,Y1-2:PRINT CHR$(32%CHR$(32)

500 FOR T=1 TO NE

510 IF X1=PEEK(38999+T) AND Y1-2=PEEK(39049+T) THE
N N=T

520 NEXT T

530 POKE 39049+N,250

540 SC=3C+22-Y1:GOSUB 390

550 LOCATE X1,Y1:PRINT CHR$(32):Y1=0

560 RETURN

570 RESTORE 620

580 FOR T=15000 TO 15207

590 READ A

600 POKE T,A:NEXT T

610 RETURN

620 DATA 58,36,153,79,6,0,33,87,152,9,126,50,33,153,33,
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187,152,9,126,50

630 DATA 34,153,33,137,152,9,126,50,32,153,254,200,56,
7,60,50,32,153,195,75

640 DATA 59,254,0,32,30,50,34,153,62,4,50,32,153,62,2,5
0,33,153,42,32

650 DATA 153,205,117,187,62,251,205,90,187,60,205,90,1
87,24,104,42,32,153,205,117

660 DATA 187,62,32,205,90,187,205,90,187,58,34,153,254
,1,40,29,58,33,153,254

670 DATA 38,40,7,60,60,50,33,153,24,42,62,1,50,34,153,5
8,32,153,60,60

680 DATA 50,32,153,24,27,58,33,153,254,2,40,7,61,61,50,
33,153,24,13,62

690 DATA 0,50,34,153,58,32,153,60,60,50,32,153,42,32,15
3,205,117,187,62,251

700 DATA 205,90,187,60,205,90,187,58,32,153,254,20,32,
5,62,1,50,35,153,33

710 DATA 87,152,9,58,33,153,119,33,137,152,9,58,32,153,
119,33,187,152,9,58

720 DATA 34,153,119,13,194,158,58,201
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ATTAQUE

Détruisez un maximum de tanks a I'aide de votre bombardier. Au départ,
vous disposez de cing bombes mais vous ne pouvez en transporter qu'une
seule a la fois. Pour décoller, appuyez sur la touche F1, et sur la touche F2
pour larguer la bombe. Si vous détruisez au moins quatre tanks, vous béné-
ficiez d'un bonus de cing bombes.

10 REMAAAAAXAAX

20 REM*ATTAQUE*

30 REMAAXAKAARA

40 MODE 1

50 BORDER 0

60 INK 0,7:INK 1,2:INK 3,6:INK 2,26’

70 MEMORY 10000

80 SYMBOL 250,0,0,0,7,31,127,255,127

90 SYMBOL 251,1,3,7,15,255,255,255,254

100 SYMBOL 249,128,192,224,240,255,255,255,127
110 SYMBOL 253,0,0,0,224,248,254,255,254

120 SYMBOL 254,15,255,255,255,255,255,255,255
130 A$(0)=CHR$(32)+CHR$(249)+CHR$(253)

140 A$(1)=CHR$(250)+CHR$(2511+CHR$(32)

150 B$(0)=CHR$(32)+CHR$(189)+CHR$(189)

160 B$(1=CHR$(189)+CHR$(189)+CHR$(32)

170 C$=CHR$(32)+CHR$(32)

180
190
200 GOSUB 420

210 GOSUB 450:GOSUB 520

220 PEN 2:LOCATE X,8:PRINT A$(SE)
230 IF INKEY(13)=0 THEN TE=1

GOSUB 490
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240 IF INKEY(14)=0 AND T2=1 AND TE=1 THEN T1=9:X1
'2=0:NB=NB-1:GOSUB 490

250 IF T1>0 THEN LOCATE X1,T1-2:PRINT CHR$(32):LOC
ATE X1,T1:PRINT CHR$(252):T1=T1+2 ELSE 330

260 IF PEEK(59230+X142+T1*80)<>0 AND T1¢>25 THEN
SOUND 1,1000:LOCATE X1,T1-2:PRINT CHR$(32):T1=0
270 IF T1=25 AND ABS(X1-A-1Xx2 THEN SOUND 1,200:S
C=SC+10:N=N+1:GOSUB 450:LOCATE A-1,23:PRINT C$;C$:T
1=0:GOSUB 420

280 IF T1=25 THEN LOCATE X1,T1-2:PRINT CHR$(32):T1
=0:SOUND 1,2000

290 IF T1>0 OR NB<>O THEN 330

300 IF N>3 THEN N=0:NB=5:GOSUB 490:GOTO 330

310 LOCATE 13,5:PRINT "APPUYER SUR 'FO™

320 IF INKEY(15)=-1 THEN 320 ELSE CLS:GOTO 180
330 IF $1=1 THEN A=A-1 ELSE A=A+1

340 IF A=1 AND S1=1 THEN LOCATE A+1,23:PRINT C$:A
=38

350 IF A=38 AND S1=0 THEN LOCATE A,23:PRINT C$:A=
h

360 LOCATE A,23:PRINT B$(S1);

370 IF TE=0 THEN FOR T=1 TO 30:NEXT T:GOTO 230
380 IF SE=1 THEN X=X-1 ELSE X=X+1

390 IF X=1 THEN SE:
400 IF X=38 THEN SE=1:TE=0:T2=1

410 GOTOD 220

420 S1=INT(RND(1)*2)

430 IF S1=0 THEN A=1 ELSE A=38

440 RETURN

450 PEN 1

460 LOCATE 11,1:PRINT RIGHT$(STR$(10000+SC),4)
470 IF SC>RE THEN RE=SC

480 LOCATE 27,1:PRINT RIGHT$(STR$(10000+RE),4)
490 PEN 7:LOCATE 20,1:PRINT RIGHT$(STR$(100+NB),2)
500 PEN 2

510 RETURN

520 PEN 3

530 FOR T=9 TO 20

540 LOCATE 46-T+T MOD 2,T:PRINT CHR$(214)

550 FOR I=47-T TO 40

560 LOCATE I,T:PRINT CHR$(143)

570 NEXT I

580 NEXT T




590 LOCATE 1,24

600 FOR T=1 TO 40:PRINT CHR$(254);
610 NEXT T

620 FOR T=1 TO 40:PRINT CHR$(143);
630 NEXT T

640 RETURN






PANIQUE

Une nouvelle race d’envahisseurs est arrivée : les araignées. Tuez-les a
I'aide de votre base avant qu’elles n’atteignent le sol. Mais méfiez-vous : elles
descendent de plus en plus rapidement. Déplacez votre base a I'aide des tou-
ches “ <" et " >"" et tirez avec la touche <Z>.

10 REMAARAARAAA
20 REMAPANIQUEX

30 REMARAXxkkkR

40 MODE 1

50 SYMBOL 255,24,60,126,126,60,126,231,195

60 GOSUB 620

70 MEMORY 15000

80 BORDER 0

90 INK 0,0:INK 1,24:INK 3,6

100 RESTORE 220

110 FOR T=0 TO 4

120 READ D

130 FOR I=0 TO 7

140 READ A

150 IF D=1 THEN B=A AND 240:C=(A AND 15)*16

160 IF D=2 THEN B=(A AND 240)/16:C=A AND 15

170 IF D=3 THEN B=17%(A AND 240)/16:C=17*(A AND 1

180 PORE 39168+T*16+1,B

190 POKE 39176+T*16+I,C

200 NEXT I

210 NEXT T

220 DATA 1,16,8,0,0,0,0,0,0

230 DATA 2,90,189,189,153,165,66,129,66
240 DATA 1,0,0,0,0,0,0,0,0

250 DATA 3,24,60,24,60,24,60,24,24
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410
420
430
440
450

DATA 2,90,189,189,153,66,36,24,36

CLS

PEN 3:INK 2,18

¥=20:VI=7:POKE 40286,VI

RESTORE 310

DATA 100,10,19,300,20,11,700,40,20,1500,80,15,1500

sC=0

LOCATE 1,3:PRINT STRING$(40,140)
GOSUB 570

FOR T=0 TO 10

POKE 35002+T*3,250-INT(RND(1)*50)
NEXT T

POKE 39000,0:POKE 39001,10

POKE 39002,0:POKE 39006,1

READ M:READ P

CALL 40079

IF PEEK(39006)=1 THEN 460

SOUND 1,20,

SC=SC+P:GOSUB 580

IF SC=M THEN VI=VI-1:POKE 40286,VL:READ A:INK

2,A:READ M:READ P

460
470

T=T+1:IF T MOD 2=1 THEN 500
IF INKEY(39)=0 AND X>1 THEN LOCATE X,23:PRINT

CHR$(32):X=X-1

480

IF INKEY(31)=0 AND X<40 THEN LOCATE X,23:PRINT

CHR$(32):X=X+1

490
500

02,1

510
520
530
540
550
560
570
580
590
600
610
620
630

LOCATE X,23:PRINT CHR$(255)

IF INKEY(71)=0 AND PEEK(39002)=0 THEN POKE 390
POKE 39003,X

IF PEEK(39000)=0 THEN 410

SOUND 1,2000:SOUND 1,2500:SOUND 1,1500
FOR I=1 TO 500:NEXT I

LOCATE 13,7:PEN 3

PRINT "APPUYER SUR FO™

IF INKEY(15)=-1 THEN 560 ELSE 270

PEN 1

LOCATE 11,1:PRINT RIGHT$(STR$(10000+SC),4)
IF SC>RE THEN RE=SC

LOCATE 27,1:PRINT RIGHT$(STR$(10000+RE),H)
RETURN

RESTORE 40000

FOR T=40000 TO 40442
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640 READ A

650 POKE T,A

660 NEXT T

670 RETURN

40000 DATA 22,153,205,73,156,205,73,156,201,229,1,8,8,
26,119,28,124,254,248,56

40020 DATA 9,213,17,176,63,183,237,82,209,124,129,103,
16,235,225,35,201,123,230,7

40040 DATA 245,123,203,63,203,63,203,63,95,6,192,74,10
7,38,0,203,37,203,37,133

40060 DATA 111,203,37,41,41,47,9,193,120,183,40,6,17,0,
8,25,16,253,201,58

40080 DATA 90,152,183,40,67,254,1,32,21,60,50,90,152.,5
8,91,152,203,39,214,2

40100 DATA 50,93,152,62,168,50,92,152,24,30,237,91,92,
152,205,101,156,30,32,205

40120 DATA 64,156,58,92,152,214,4,50,92,152,254,20,32,
6,175,50,90,152,24,12

40140 DATA 237,91,92,152,205,101,156,30,48,205,64,156,
62,1,50,94%,152,33,184,136

40160 DATA 34,160,140,6,11,197,42,160,140,17,136,144,1
,3,0,237,176,58,138,144

40180 DATA 254,1,32,75,237,91,136,144,205,101,156,126,
254,17,32,63,175,50,90,152

40200 DATA 237,91,136,144,205,101,156,30,32,205,64,15
6,237,95,230,64,198,170,50,138

40220 DATA 144,58,136,144,203,63,203,63,203,63,71,58,1
37,144,87,30,24,197,213,205

40240 DATA 101,156,30,32,205,64,156,209,123,198,8,95,1
93,16,238,175,50,94,152,33

40260 DATA 136,144,237,91,160,140,1,3,0,237,176,237,83
,160,140,193,16,143,58,89

40280 DATA 152,60,50,89,152,254,6,216,175,50,89,152,33
,184,136,34,160,140,6,11

40300 DATA 197,58,96,152,254,64,62,16,40,2,62,64,50,96,
152,42,160,140,17,136

40320 DATA 144,1,3,0,237,176,58,138,144,254,2,56,6,60,5
0,138,144,24,81,183

40340 DATA 32,35,60,50,138,144,62,24,50,136,144,237,95
,214,36,254,37,48,250,203

40360 DATA 39,198,4,50,137,144,237,91,136,144,205,101,
156,126,183,32,230,237,91,136

40380 DATA 144,205,101,156,30,0,205,64,156,56,136,144,
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198,2,50,136,144,254,176,32

40400 DATA 5,62,1,50,88,152,237,91,136,144,205,101,156
,58,96,152,95,205,64,156

40420 DATA 33,136,144,237,91,160,140,1,3,0,237,176,237
,83,160,140,193,16,1,201

40440 DATA 195,108,157









ASCENSEURS

Dans ce jeu, vous devrez traverser une série d'ascenseurs. Pour vous dépla-
cer, utilisez la touche < COPY > qui ne sera valide que si vous étes sur un
ascenseur ou un étage. Un conseil : si votre prochain seuil est un ascenseur
qui descend, appuyez sur la touche < COPY > lorsque vos bras seront au
méme niveau que cet ascenseur. Le sens de votre déplacement change auto-
matiquement lorsque vous parvenez & une extrémité de I'écran. Le jeu s'ar-
réte lorsque vous touchez le haut ou le bas de I'écran.

10 REMAAAAAAAAAAAA
20 REMAASCENSEURSA

30 REMAANAAAAAAAAX

40 MODE 1

50 GOSUB 660

60 MEMORY 15000

70 BORDER 0

80 INK 0,0:INK 1,18:INK 2,2:INK 3,6

90 RESTORE 180

100 FOR T=0 TO 5

110 FOR I=0 TO 7

120 READ A

130 IF T>3 THEN B=A AND 240:C=(A AND 15)A16 ELSE
B=(A AND 240)/16:C=A AND 15

140 POKE 39168+T*16+1,3

150 POKE 39176+T*16+L,C

160 NEXT I

170 NEXT T

180 DATA 7,7,7,7,1,1,127,127

190 DATA 224,224,224,224,128,128,254,254
200 DATA 1,1,6,6,24,24,24,24
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210
220
230
240
250
260
270
280
290
300
310
320
330
340
350
360
370
380
390
400
410
420
430
440

DATA 128,128,96,96,24,24,24,24
DATA 255, 255.255 255,0,0,0,0

POKE 34998,Y:POKE 34999,X

FOR T=0 TO 27

POKE 35000+T%3,5+INT(RND(1)*6)}+(T MOD 2)*10
POKE 350071+T*3,2+INT(T/ 2)%2-4*(T>9)-4*(T>17)
POKE 35002+T*3,(T~(T MOD 2)/2) MOD 2

NEXT T

PEN 1

A$=CHR$(143)+CHR$(143)

LOCATE 1,7%:PRINT A$

LOCATE 39,74:PRINT A$

LOCATE 13,14:PRINT A$:;A$

LOCATE 25,14:PRINT A$;A$

GOSUB 610

CALL 40067

Y=PEEK(34998)

TE=PEER(34997)

IF Y<4 OR Y>22 THEN 530

A=X:N=0

IF INKEY(9)=0 THEN X=X+SE:FOR T=1 TO 100-N:NE

XT T:GOTO 460

450
460
470
480
490
500
510
520
530
540
550
560
570
580
590
600
610
620

N=N+1:IF N<20 THEN 440

IF X=A THEN 390

IF TE=1 THEN X=A:GOTO 390

IF X=-2 OR X=40 THEN SE=-SE:X=A+SE
SC=SC+1:GOSUB 610

TE=1:CALL 40024

SOUND 1,200

POKE 34999,X:GOTO 390

FOR T=0 TO 3

SOUND 1,2000:CALL 40031

FOR I=1 TO 200:NEXT I

SOUND 1,7000:CALL 40024

FOR I=1 TO 200:NEXT I

NEXT T

LOCATE 13,5:PRINT "APPUYER SUR 'FO™
IF INKEY(15)=-1 THEN 600 ELSE 240
PEN 3

LOCATE 11,1:PRINT RIGHT$(STR$(10000+SC),4)

7 -



630 IF SC>RE THEN RE=SC

640 LOCATE 27,1:PRINT RIGHT$(STR$(10000+RE)H)

650 RETURN

660 RESTORE 730

670 FOR T=40000 TO 40247

680 READ A

690 POKE T,A

700 NEXT T

710 RETURN

720 REMAAFFICHE

730 DATA 22,153,205,73,156,205,73,156,201,229,1,8,8,26,
119,28,124,129,103,16

740 DATA 248,225,35,201

750 REMASUITE

760 DATA 17,80,80,205,102,156,201,17,32,0,205,102,156,
201,42,182,136,205,26,188

770 DATA 213,205,64,156,205,64,156,42,182,136,45,205,2
6,188,209,90,205,64,156,205

780 DATA 64,156,201,205,95,156,33,184,136,34,160,140,6
,28,197,42,160,140,17,136

790 DATA 144,1,3,0,237,176,42,136,144,205,26,188,30,80,
205,64,156,30,80,205

800 DATA 64,156,58,138,144,254,1,40,18,58,136,144,254,
2,32,5,62,23,50,136

810 DATA 144,33,136,144,53,24,16,58,136,144,254,22,32,
5,62,1,50,136,144,33

820 DATA 136,144,52,42,136,144,205,26,188,30,64,205,64
156,30,64,205,64,156,33

830 DATA 136,144,237,91,160,140,1,3,0,237,176,237,83,1
60,140,193,16,152,62,0

840 DATA 50,181,136,42,182,136,205,26,188,126,254,240,
32,9,33,182,136,53,205,95

850 DATA 156,24,40,42,182,136,44,205,26,188,126,254,24
0,40,28,42,182,136,44,44

860 DATA 205,26,188,126,254,240,40,5,62,1,50,181,136,2
05,88,156,33,182,136,52

870 DATA 205,95,156,201






FOOTBALL

Marquez un maximum de buts en évitant toute I'équipe adverse. Dix inter-
ceptions du ballon par I'ennemi et vous aurez perdu. Vous pouvez déplacer
le ballon lorsque celui-ci est au repos en utilisant les touches curseur gauche
et droite et tirer avec la touche < COPY >.

10 REMAAARAARAAR
20 REMAFOOTBALL*

30 REMAAX&RkXARAX

40 MODE 1

50 GOSUB 710

60 MEMORY 15000

70 BORDER 9

80 INK 0,9:INK 1,1:INK 2,0:INK 3,26
90 RESTORE 170

100 FOR I=0 TO 4

110 FOR T=0 TO 7

120 READ A

130 POKE 39000+T+I*16,A AND 240
140 POKE 39008+T+I*16,(A AND 15)A16
150 NEXT T

160 NEXT I

170 DATA 7,7,7,7,1,1,127,127

180 DATA 224,224,224,224,128,128,254,254
190 DATA 1,1,6,6,24,24,24,24

200 DATA 128,128,96,96,24,24,24,24
210 DATA 0,0,0,0,0,0,0,0

220 FOR I=0 TO 4

230 FOR T=0 TO 10

.



240 READ A

250 POKE 35000+I+T*5,A

260 NEXT T

270 NEXT I

280 DATA 3,7,7,10,13,13,16,16,18,18,20

290 DATA 19,14,24,19,9,29,12,26,11,27,19

300 DATA 0,0,1,1,1,0,0,1,1,0,0

310 DATA 24,18,26,33,18,34,18,32,18,28,30
320 DATA 14,12,20,5,4,20,6,20,10,20,8

330 CLS:N=0:5C=0

340 MOVE 0,318:DRAW 639,318,3

350 MOVE 219,318

360 DRAW 219,360:DRAW 419,360:DRAW 419,318
370 MOVE 192,318

380 DRAW 172,248:DRAW 466,248:DRAW 446,318
390 MOVE 100,318

400 DRAW 40,152:DRAW 598,152:DRAW 538,318
410 GOSUB 650

420 X=20:Y=25

430 LOCATE X,Y:PRINT CHR$(231)

440 CALL 40043

450 IF INKEY(9)=0 AND Y=25 THEN LOCATE X,Y:PRINT C
HR$(32):¥=23

460 IF PEEK®48910+X*2+Y*80X>0 THEN 590
470 IF ¥<25 THEN LOCATE X,Y:PRINT CHR$(32):Y=Y-2:LO
CATE X,Y:PRINT CHR$(231)

480 IF PEER(B910+X*2+YAB0)>0 THEN 590
490 IF ¥<>5 THEN 550

500 SOUND 1,200

510 SC=SC+1:GOSUB 650

520 LOCATE X,Y:PRINT CHR$(32)

530 X=20:Y=25

540 LOCATE X,Y:PRINT CHR$(231)

550 A=X:X=X+INKEY(1)-INKEY(8)

560 IF A=X THEN 440

570 IF Y25 OR X=14 OR X=27 THEN X=A:GOTO 440
580 LOCATE A,Y:PRINT CHR$(32):GOTO 430
590 N=N+1:GOSUB 650

600 SOUND 1,2000

610 LOCATE X,Y:PRINT CHR$(32)

620 IF N<&>10 THEN 420

630 LOCATE 13,7:PRINT "APPUYER SUR 'FO™
640 IF INKEY(15)=-1 THEN 640 ELSE 330
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650 PEN 2

660 LOCATE 11,7:PRINT RIGHT$(STR$(10000+SC),4)

670 IF SC>RE THEN RE=SC

680 LOCATE 27,1:PRINT RIGHT$(STR$(10000+RE),4)

690 LOCATE 20,1:PRINT RIGHT$(STR$(100+N),2)

700 RETURN

710 RESTORE 780

720 FOR T=40000 TO 40176

730 READ A

740 POKE T,A

750 NEXT T

760 RETURN

770 REM*AFFICH

780 DATA 62,0,6,8,79,229,33,88,152,87,25,235,225,229,21
3,205,96,156,209,104

790 DATA 103,25,235,225,35,229,205,96,156,225,35,201,1
20,245,26,119,19,9,241,61

800 DATA 32,247,201

810 REMASUITE

820 DATA 33,184,136,34,760,140,6,11,197,42,160,140,17,
136,144,1,5,0,237,176

830 DATA 1,64,64,17,64,64,205,206,156,58,137,144,33,13
9,144,190,32,7,62,1

840 DATA 50,138,144,24,11,33,140,144,190,32,5,62,0,50,1
38,144,33,137,144,58

850 DATA 138,144,254,0,32,3,52,24,1,53,17,0,16,1,32,48,2
05,206,156,33

860 DATA 136,144,237,91,160,140,1,5,0,237,176,237,83,1
60,140,193,16,166,201,42

870 DATA 136,144,197,229,213,205,26,188,209,213,205,6
4,156,209,90,205,64,156,225,35

880 DATA 205,26,188,209,213,205,64,156,209,90,205,64,1
56,201
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FORMULE 1

Réalisez le meilleur temps a bord de votre Formule 1 en évitant les autres
voitures. Si vous en heurtez une, votre vitesse deviendra nulle. Pour déplacer
votre bolide, utilisez les touches curseur gauche et droite, pour accélérer
servez-vous de la touche <Z> etdelatouche <X> pour freiner. Bonne
route |

10 REMAAAAXKAAAA

20 REMAFORMULE 14

30 REMAAAAAAAAAAA

40 MODE 1

50 GOSUB 730

60 MEMORY 15000

70 BORDER 0O

80 INK 0,0:INK 1,26:INK 2,2:INK 3,9

90 RESTORE 190

100 FOR T=0 TO 9

110 FOR I=0 TO 7

120 IF I=0 AND T=4 THEN RESTORE 190
130 READ A

140 IF T<4 THEN B=A AND 240:C=(A AND 15)*16 ELSE
B={A AND 240)/16:C=A AND 15

150 POKE 39168+T416+L,3

160 POKE 39176+T+16+1,C

170 NEXT I

180 NEXT T

190 DATA 192,192,222,222,204,222,255,255
200 DATA 0,0,0,0,60,24,254,159

210 DATA 255,255,222,204,222,222,192,192
220 DATA 159,254,24,60,0,0,0,0

B



230 DATA 0,0,0,0,0,0,0,0
240 DATA 0,0,0,0,0,0
250
260 }
270 POKE 34998,Y:POKE 34999,X
280 FOR T=0 TO 4

290 POKE 35000+T#2,25

300 POKE 35001+T42,TA8

310 NEXT T

320 PEN 3

330 LOCATE 1,1

340 FOR T=1 T0 5

350 PRINT STRING$(200,CHR$(143D;
3600 NEXT T

370 PEN 1

380 LOCATE 1,7

390 PRINT STRINGHUO,CHR$(31);
400 FOR T=1 TO 2

410 PRINT STRING$(160,CHR$(32));
420 NEXT T

430 PRINT STRING$(40,CHR$(140)
440 GOSUB 6710:K=TIME:GOSUB 640
450 CALL 40031

460 1F INKEY(71)=0 THEN VI=V(+10
470 IF INKEY63)=0 THEN vI=VI-20
480 D=PEEK(34997)

490 IF D<4 THEN N=N+D+2 ELSE }
500 IF N>999 THEN 680

510 IF VI>360 THEN VI=360

520 IF VIO THEN VI=0

530 GOSUB 640

540 SOUND 1,4000-9AVLIF VI<144 THEN POKE 34997,2
54+INT(VI/72) ELSE POKE 34997, INT(VI/72)-2

550 CALL 40067

5(1)0 IF PEER(34995)=1 THEN SOUND 129,1:SOUND 2,200:
VI=0

570 A=Y:Y=Y+INKEY(1)-INKEY(8:

580 IF A=Y THEN 460

590 IF ¥=6 OR Y=14 THEN Y=A:GOTG 460

600 CALL 40024:POKE 34998,¥:G0TO 450

610 IF SC<RE OR RE=0 THEN RE=SC

620 LOCATE 27,1:PRINT RIGHT$(STR$(10000+RE))

630 RETURN

N+D-254
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640 SC=INT(TIME-K)/10)

650 LOCATE 11,1:PRINT RIGHT$(STR$(10000+SC),4)

660 LOCATE 19,20:PRINT RIGHT$(STR$(10000+VD),4)

670 RETURN

680 SOUND 129,1

690 SOUND 1,200:S0UND 1,100:S0UND 1,150

700 GOSUB 610

710 LOCATE 13,5:PRINT "APPUYER SUR 'FO™

720 IF INKEY(15)=-1 THEN 720 ELSE 250

730 RESTORE 800

740 .FOR T=40000 TO 40284

750 READ A

760 POKE T,A

770 NEXT T

780 RETURN

790 REM*AFFICHE

800 DATA 22,153,205,73,156,205,73,156,201,229,1,8,8,26,
119,28,124,129,103,16

810 DATA 248,225,35,201

820 REMASUITE
830 DATA 17,1281
56,201,42,182,136,205, 26,188

840 DATA 213,205,64,156,205,64,156,42,182,136,44,205,2
6,188,209,90,205,64,156,205

850 DATA 64,156,201,62,0,50,179,136,33,154,136,34,160,
140,6,5,197,42,160,140

860 DATA 17,136,144,1,2,0,237,176,58,136,144,254,25,32,
5,205,43,157,24,68

870 DATA 42,136,144,205,26,188,30,128,205,64,156,205,6
4,156,42,136,144,44,205,26

880 DATA 188,30,128,205,64,156,205,64,156,205,43,157,5
8,136,144,254,25,40,29,42

BYO DATA 136,144,205,26,188,30,64,205,64,156,205,64,15
6,42,136,144,44,205,26,188

900 DATA 30,96,205,64,156,205,64,156,33,136,144,237,91
,160,140,1,2,0,237,176

910 DATA 237,83,160,140,193,16,145,42,182,136,205,26,1
88,62,0,190,40,24,17,2

920 DATA 56,25,190,40,17,42,182,136,44,205,26,188,190,
40,7,17,2,0,25,190

930 DATA 32,5,62,1,50,179,136,205,95,156,201,58,137,14
4,33,181,136,150,50,137

940 DATA 144,254,39,56,35,254,50,48,12,214,38,50,137.1

5,102,156,201, 17,0,32,205,102,1
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44,62,25,50,136,144,24

950 DATA 19,198,38,50,137,144,237,95,230,7,254,7,32,1,6
1,198,7,50,136,144

960 DATA 201










PIEGE

Vous vous étes laissé prendre au piége ; enfermé dans l'une des pigces
les plus sombres du chateau, vous devez éviter les étres supranaturels qui
la hantent et qui apparaissent de plus en plus nombreux sur I'écran. Pour
vous déplacer, utilisez les touches curseur gauche et droite.

10 REMAAAAAAA
20 REMAPIEGE*

30 REMAAAKAAA

40 MODE 1

50 GOSUB 690

60 RESTORE 220

70 FOR I=0 TO 1

80 FOR T=0 TO 7

90 READ A

100 POKE 39000+T+IA16,A AND 240
110 POKE 39008+T+I*16,(A AND 15)216

120 NEXT T

130 ' I

140 5:POKE 34999,NB
150

160 FOR T=0 TO N3-1

170 POKE 35000+TA4,INT(RND(1A15)+5
180 POKE 35007+T44,2

‘190 POKE 35002+TAY4,2+INT(255/ N8BT
200 POKE 35003+TA4,2+INT(RND(1)A21
210 NEXT T
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220 DATA 24,60,102,195,195,102,60,24
230 DATA 0,0,0,0,0,0,0,0

240 MEMORY 15000

250 BORDER 0

260 INK 0,0:INK 1,24:INK 2,18:INK 3,6
270 SC=0:X=20:N=0:K=TIME

280 GOSUB 630

290 PEN 3

300 LOCATE 2,3

310 FOR T=1 TO 38

320 PRINT CHR$(143)%

330 NEXT T

340 FOR T=4 TO 23

350 LOCATE 2,T:PRINT CHR$(143)

360 LOCATE 39,T:PRINT CHR$(143)
370 NEXT T

380 LOCATE 2,23

390 FOR T=1 TO 38

400 PRINT CHR$(143);

410 NEXT T

420 PEN 2:K=TIME

430 LOCATE X,13:PRINT CHR$(249)
440 SC=SC+1:GOSUB 640

450 CALL 40043

460 IF PEEK(50110+XA2)>3 THEN 530
470 A=X:X=X+INKEY(1)-INKEY(8)

480 IF THEN 440

490 IF X=2 OR X=39 THEN X=A:GOTO 440
500 LOCATE A,13:PRINT CHR$(32)

510 IF PEEKI50110+X*2)>0 THEN 530
520 GOTO 430

530 FOR T=1 TO 4

540 SOUND 1,2000

550 LOCATE ¥,13:PRINT CHR$i249)
560 FOR I=1 TO 200:NEXT I

570 SOUND 1,1000

580 LOCATE X,13:PRINT CHR$32)

590 FOR I=1 TO 200:NEXT I

600 NEXT T

610 LOCATE 13,7:PRINT “APPUYER SUR 'FO™
620 IF INKEY(15)=-1 THEN 620 ELSE 150
630 PEN 2

640 LOCATE 11,1:PRINT RIGHT$(STR$(10000+SC)4)
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650 IF TIME-K>200 THEN K=TIME:SOUND 1,200

660 IF SC>RE THEN RE=SC

670 LOCATE 27,1:PRINT RIGHT$(STR$(10000+RE),H)

680 RETURN

690 RESTORE 760

700 FOR T=40000 TO 40230

710 READ A

720 POKE T,A

730 NEXT T

740 RETURN

750 REM*AFFICH

760 DATA 62,0,6,8,79,229,33,88,152,87,25,235,225,229,21
3,205,96,156,209,104

770 DATA 103,25,235,225,35,229,205,96,156,225,35,201,1
20,245,26,119,19,9,241,61

780 DATA 32,247,201

790 REMASUITE

800 DATA 33,184,136,34,160,140,58,183,136,71,197,42,16
0,140,17,136,144,1,4,0

810 DATA 237,176,58,138,144,254,2,56,7,60,50,138,144,1
95,16,157,254,0,32,17

820 DATA 60,50,138,144,42,136,144,205,26,188,30,0,205,
64,156,24,108,42,136,144

830 DATA 205,26,188,30,16,205,64,156,58,136,144,254,21
,32,9,58,139,144,60,50

840 DATA 139,144,24,11,254,3,32,7,58,139,144,61,50,139,
144,58,137,144,254,2

850 DATA 32,10,58,139,144,222,2,50,139,144,24,12,254,3
7,32,8,58,139,144,198

860 DATA 2,50,139,144,42,136,144,58,139,144,254,0,32,2,
36,44,254,2,32,2

870 DATA 37,44,254,1,32,2,36,45,254,3,32,2,37,45,34,136,
144,205,26,188

880 DATA 30,0,205,64,156,33,136,144,237,91,160,140,1,4,
0,237,176,237,83,160

890 DATA 140,193,16,1,201,195,117,156






SLALOM

Réalisez

le meilleur temps dans cette descente a ski. Chaque porte ratée

entrainera une pénalité de temps. De méme, changer de sens vous fera perdre
du temps. Pour manceuvrer votre skieur, utilisez les touches curseur gauche

et droite.

10
20
30
40
50
60
70
80
90
100
110
120
130
140

B=(A AND 240)/16:

150
160
170
180
190
200
210
220

REMAXAAAARRX
REM*SLALOM*

REMARRAAAKX

MODE 1

GOSUB 670

MEMORY 15000

BORDER 0

INK 0,26:INK 1,2:INK 2,6:INK 3,0
PEN 3

RESTORE 190

FOR T=0 TO 11

FOR I=0 TO 7
READ A

IF T>7 THEN B=A AND 240:C=(A AND 15)*16 ELSE
=4 AND 15

POKE 39168+T*16+I,B

POKE 39176+T*16+L,C

NEXT I

NEXT T

DATA 1,1,1,0,3,5,5,9

DATA 192,192,192,128,224,208,208,200

DATA 7,99,26,6,1,0,0,0

DATA 32,160,96,25,134,100,24,0
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230
240
250
260
270
280
290
300
310
320
330
340
350
360
370
380
390
400
410
420
430
440
450
460
470
480
490

DATA 3,3,3,1,7,11,11,19

DATA 128,128,128,0,192,160,160,144
DATA 4,5,6,24,97,38,24,0

DATA 224,198,88,96,128,0,0,0

DATA 16,24,28,30,31,16,16,16

DATA 16,16,16,16,16,16,56,16

DATA 0,0,0,0,0,0,0,0

DATA 0,0,0,0,0,0,0,0
CLS:X=20:Y=7:SE=-1

RESTORE 410

POKE 40086,4

POKE 34998,Y:POKE 34999,X

FOR I=0 TO 3

FOR T=0 TO 1

READ A

POKE 35000+I%2+T,4

NEXT T

NEXT I

DATA 8,17,8,24,18,10,18,17
R=TIME:GOSUB 640:SC=0:GOSUB 620
CALL 40038:CALL 40074

IF INKEY(8)=-1 AND INKEY(1)=-1 THEN 440
R=TIME:N=0

GOSUB 610

IF SE=0 THEN 540

CALL 40074:N=N+1:IF N=402 THEN 570
IF N=390 THEN PORE 40086,2:LOCATE PEER(35005)

+1,PEER(35008)+1:PRINT CHR$(32%:LOCATE PEEK(35007)+1
,PEEK(35006)+1:PRINT CHR$(32)

500
510
520
530
540
550
560
570
580
590
600
610
620
630

IF PEEK(34996)=1 THEN SOUND 1,2000:K=K-50
CALL 40024:X=X+SE:POKE 34999,X

IF SE=1 THEN CALL 400371 ELSE CALL 40038
IF X=1 OR X=37 THEN SE=0

IF INKEY(8: AND X>71 THEN SE=-1
IF INKEY(1)=0 AND X<37 THEN SE=
GOTO 460

SOUND 1,200:SOUND 1,100:SOUND 1,150
GOSUB 640

LOCATE 13,3:PRINT "APPUYER SUR 'FO™

IF INKEY(15)=-1 THEN 600 ELSE 310
SC=INT((TIME-K)/10)

LOCATE 11,1:PRINT RIGHT$(STR$(10000+SC),4)
RETURN
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640 IF SC<RE OR RE=0 THEN RE=SC

650 LOCATE 27,1:PRINT RIGHT$(STR$(10000+RE),4)

660 RETURN

670 RESTORE 740

680 FOR T=40000 TO 40227

690 READ A

700 POKE T,A

710 NEXT T

720 RETURN

730 REMAAFFICHE

740 DATA 22,153,205,73,156,205,73,156,201,229,1,8,8,26,
119,28,124,129,103,16

750 DATA 248,225,35,201

760 REM*SUITE

770 DATA 17,182,192,205,109,156,201,17,32,0,205,109,15
6,201,17,96,64,205,109,156

780 DATA 201,42,182,136,205,26,188,213,205,64,156,205,
64,156,42,182,136,45,205,26

790 DATA 188,209,90,205,64,156,205,64,156,201,62,0,50,
180,136,33,184,136,34,160

800 DATA 140,6,4,197,42,160,140,17,136,144,1,2,0,237,17
6,42,136,144,205,26

810 DATA 188,30,192,205,64,156,58,136,144,254,3,32,38,
62,24,50,136,144,193,197

820 DATA 120,230,1,254,0,32,14,237,95,230,15,198,9,50,1
37,144,50,181,136,24

830 DATA 45,58,181,136,198,7,50,137,144,24,35,254,7,32,
31,193,197,33,183,136

840 DATA 120,230,1,254,0,32,8,58,137,144,190,56,13,24,6
,58,137,144,190,48

850 DATA 5,62,1,50,180,136,33,136,144,53,42,136,144,20
5,26,188,30,128,205,64

860 DATA 156,33,136,144,237,91,160,140,1,2,0,237,176,2
37,83,160,140,193,16,1

870 DATA 201,195,151,156






S.0.S.

Récupérez les parachutistes a I'aide de votre barque, mais attention, celle-ci
est inée vers la berge. Le {0 chiffre en partant de la gauche est
le nombre de parachutistes que contient votre barque. Si celui-ci est a 5,
le bord de I'écran devient vert et vous ne pouvez plus récupérer de parachu-
tiste jusqu’a ce que vous ayez vidé votre barque en regagnant la berge. Elle
peut étre déplacée a I'aide des touches <" et > ", Le jeu s'arréte si vous
manquez dix parachutistes.

10 REMAAAAAAA
20 REM*S.0.S*

30 REMAXAARAX

40 MODE 1:MEMORY 15000

50 GOSUB 780

60 BORDER 0

70 INK 0,0:INK 1,26:INK 2,1:INK 3,9

80 RESTORE 210

90 FOR T=0 TO 6

100 D=1

110 IF T>4 THEN D=3

120 FOR 1=0 TO 7

130 READ A

140 IF D=1 THEN B=A AND 240:C=(A AND 15)*16
150 IF D=2 THEN B=(A AND 240)/16:C=A AND 15
160 IF D=3 THEN B=17X(A AND 240)/16:C=17*(A AND 1
5)

170 POKE 39168+T*16+I,B

180 POKE 39176+T*16+1,C

190 NEXT I

200 NEXT T

210 DATA 0,0,0,1,7,15,31,21
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220
230
240
250
260
270
280
290
300
310
320
330
340
350
360
370
380
390
400
410
420
430
440
450
460
470
480

DATA 0,0,0,240,252,254,255,85
DATA 8,4,2,1,0,0,0,0

DATA 2,4,8,80,224,64,160,0
DATA 0,0,0,0,0,0,0,0

DATA 0,0,0,0,224,127,63,0
DATA 0,0,0,0,7,254,252,0

CLS

sc=0

PEN 2

LOCATE 1,23
FOR T=1 TO 120

PRINT CHR$(143):NEXT T
PEN 3

FOR I=22 TO 25

FOR T=35 TO 40

LOCATE T,I:PRINT CHR$(143);
NEXT T

NEXT I

N=0:M=0:G0SUB 700:X=64
GOSUB 740

E=33

FOR T=0 TO 19

POKE 35002+T*3,254-T
NEXT T

POKE 39007,E:
POKE 39003,X

IF INKEY(39)=0 AND X>4 THEN CALL 40002:X:

0

490 IF INKEY(31)=0 AND X<63 THEN CALL 40002:

500 IF X<64 THEN CALL 40002:X=X+1

510 POKE 39003,X:CALL 40004

520 IF X=64 AND N<>0 THEN N=0:SOUND 1,20:GOSUB 72
0:BORDER 0

530 CALL 40000

540 IF PEEK(39005)=0 THEN 470

550 Z=I+1

560 Y=PEEK(39006)

570 IF ABS(Y-X-1X4 AND N<>5 THEN SOUND 1,200:SC=S
C+1:N=N+1:GOSUB 700:GOSUB 680:IF Z=20 THEN 670 EL
SE 470

580 SOUND 1,2000

590 M=M+1:GOSUB 720

600 IF M<10 THEN IF Z=20 THEN 670 ELSE 470

610 SOUND 1,150:SOUND 1,50:SOUND 1,100

266 =



620 GOSUB 740

630 FOR T=1 TO 100:NEXT T

640 PEN 1

650 LOCATE 13,7:PRINT "APPUYER SUR 'FO™

660 IF INKEY(15)=-1 THEN 660 ELSE 280

670 IF E>17 THEN E=E-8

675 GOTO 430

680 IF N=5 THEN BORDER 9

690 RETURN

700 PEN 2

710 LOCATE 11,1:PRINT RIGHT$(STR$(10000+SC),4)
720 LOCATE 18,1:PRINT
730 RETURN

740 PEN 2

750 IF SC>RE THEN RE=SC

760 LOCATE 27,1:PRINT RIGHT$(STR$(10000+RE),4)

770 RETURN

780 RESTORE 840

790 FOR T=40000 TO 40423

800 READ A

810 POKE T,A

820 NEXT T

830 RETURN

840 DATA 24,119,24,18,58,91,152,87,30,168,205,143,156,
30,80,205,106,156,205,106

850 DATA 156,201,58,91,152,87,30,168,205,143,156,30,64
,205,106,156,30,64,205,106

860 DATA 156,201,22,153,205,115,156,205,115,156,201,2
29,1,8,8,26,119,28,124,254

870 DATA 248,56,9,213,17,176,63,183,237,82,209,124,129
,103,16,235,225,35,201,123

880 DATA 230,7,245,123,203,63,203,63,203,63,95,6,192,7
4,107,38,0,203,37,203

890 DATA 37,133,111,203,37,41,41,41,9,193,120,183,40,6,
17,0,8,25,16,253

900 DATA 201,175,50,93,152,58,92,152,60,50,92,152,230,
1,183,32,5,17,0,15

910 DATA 24,3,17,15,0,33,144,254,6,34,122,119,35,123,11
9,35,16,248,62,1

920 DATA 50,90,152,58,89,152,60,50,89,152,87,58,95,152,
186,48,7,175,50,89

930 DATA 152,50,90,152,33,184,136,34,160,140,6,20,197,
42,160,140,17,136,144,1
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940 DATA 3,0,237,176,58,138,144,254,3,56,19,58,90,152,1
83,32,7,58,138,144

950 DATA 60,50,138,144,205,225,157,195,202,157,183,32,
20,60,50,138,144,237,95,230

960 DATA 31,198,16,50,137,144,62,16,50,136,144,24,66,2
54,2,32,6,205,225,157

970 DATA 195,202,157,237,91,136,144,205,143,156,229,3
0,64,205,106,156,30,64,205,106

980 DATA 156,225,17,80,0,25,30,64,205,106,156,30,64,20
5,106,156,58,136,144,254

990 DATA 158,32,16,62,2,50,138,144,50,93,152,58,137,14
4,50,94,152,24,75,237

1000 DATA 95,50,88,152,230,1,183,40,7,58,137,144,254 5,
48,4,33,137,144,52

1010 DATA 58,88,152,254,64,56,7,58,137,144,254,64 56,4,
33,137,144,53,58,136

1020 DATA 144,60,50,136,14%,237,91,136,144,205,143,15
6,229,30,0,205,106,156,205,106

1030 DATA 156,225,17,80,0,25,30,32,205,106,156,205,106
156,33,136,144,237,91,160

1040 DATA 140,1,3,0,237,176,237,83,160,140,193,16,7,20
1,195,0,157,6,255,197

1050 DATA 193,16,252,201









XEROS

Vous devez détruire le générateur alimentant les Xéros, terribles fourmis

guerrieres,

en un temps le plus faible possible. Pour ce faire, évitez les pro-

jectiles qu'elles envoient tout en provoquant une fissure dans le mur qui abrite
le générateur. Pour déplacer votre base, utilisez les touches “ <" et >",
et la touche <Z> pour tirer.

10
20

40
50
60
70
80
90
100
110
120
130
140
150
160
170
180
190
200
210
220

REMAAAAAAA
REMAXEROS®

REMAAAAAAA

MODE 1:BORDER 6:INK 0,6:INK 1,6
INK 2,21:INK 3,26

PEN 1:MEMORY 15000

FOR T=38970 TO 38975

POKE T,0

NEXT T

FOR T=0 TO 9

LOCATE 1,1:PRINT CHR$(8+T)
FOR I=0 TO 1

FOR Z=0 TO 7

POKE 39168+TA16+IA8+Z,PEER(49152+742048+T)
NEXT 2

NEXT I

NEXT T

cLs

GOSUB 950

BORDER 0:INK 0,0

RESTORE 320

FOR T=10 TO 14
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230
240
250
260

FOR I=0 TO 7

READ A

B=(A AND 240)/16:C=A AND 15

IF T=10 OR T=12 THEN B=17*(A AND 240)/16:C=17

(A AND 15)

270
280
290
300
310
320
330
340
350
360
370
380
390
400
410
420
430
440
450
460
470
480
490
500
510
520
530
540
550
560
570
580
590
600
610
620
630
640

IF T=14 THEN B=A AND 240:C=(A AND 15)*16
POKE 39168+TA16+1,3

POKE 39176+TA16+L,C

NEXT T

NEXT T

DATA 0,126,126,126,0,231,231,231
DATA 0,0,0,0,0,0,0,0

DATA 24,60,126,126,60,126,231,195
DATA 90,219,60,255,255,60,219,90
DATA 0,0,24,60,60,24,0,0

CLS

FOR T=38990 TO 38995

POKE T,0

NEXT T

FOR T=39000 TO 39080

POKE T,1

NEXT T

POKE 39039,0:POKE 39080,0

POKE 38996,24:POKE 38997,20
POKE 38986,2

FOR T=0 TO 9

POKE 35002+TA5,250-T*5

NEXT T

LOCATE 1,25:PRINT STRING$(4,233)
LOCATE 37,25:PRINT STRING$(4,233);
LOCATE 1,3:PRINT STRING$40,143)
FOR T=0 TO 11

FOR I=0 TO 7

POKE 49346+T+I*2048,RND(1)4255
NEXT I

NEXT T

GOSUB 900

CALL 40046

IF PEEK(38984)=0 THEN 720

FOR T=1 TO 2000:NEXT T

FOR T=1 TO 20

SOUND 1,RND(1)%256,5

FOR I=0 TO 26
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650 BORDER LINK 0,

660 NEXT I

670 NEXT T

680 BORDER 0:INK 0,0

690 LOCATE 18,3:PRINT STRING$(6,32)

700 GOSUB 820

710 GOTO 790

720 X=PEEK(38997)+1:PEN 2

730 SOUND 1,200,180,,,,1

740 FOR T=1 TO 100

750 LOCATE X,25:PRINT CHR$(137)

760 LOCATE X,25:PRINT CHR$(134)

770 NEXT T

780 LOCATE X,25:PRINT CHR$(32)

790 PEN 1

800 LOCATE 13,11:PRINT"APPUYER SUR 'FO™
810 IF INKEY(15)=-1 THEN 810 ELSE 370
820 T=0

830 IF PEEK(38970+T)XPEEK(38990+T) AND W<>0 THEN 9
00

840 IF PEEK(38970+T)>PEEK(38990+T) THEN 860
850 IF ToU THEN T=T+1:GOTO 830

860 FOR T=0 TO 5

870 POKE 38970+T,PEEK(38990+T)

880 NEXT T

890 HW=1

900 LOCATE 25,1

910 FOR T=0 TO 5

920 PRINT CHR$(48+PEEK(38970+T));

930 NEXT T

940 RETURN

950 RESTORE 1020

960 FOR T=40000 TO 40745

970 READ A

980 POKE T,A

990 NEXT T

1000 RETURN

1010 REMAAFFICHE

1020 DATA 22,153,205,73,156,205,73,156,201,229,1,8,8,2
6,119,28,124,129,103,16

1030 DATA 248,225,35,201

1040 REMAPOS

1050 DATA 203,34.6,192,74,123,107,38,0,203,37,203,37,1
33,111,203,37,47,41,41
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1060 DATA 9,201

1070 DATA 237,91,84,152,205,88,156,30,192,205,64,156,5
8,86,152,60,50,86,152,254

1080 DATA 100,56,82,175,50,86,152,17, 87,152,33,88,152
11,81,0,237,176,58,87

1090 DATA 152,50,127,152,58,128,152,50,168,152,30,4,33
,127,152,205,179,156,30,5

1100 DATA 33,168,152,205,179,156,195,251,158,22,39,22
9,213,126,183,40,10,205,88,156

1110 DATA 30,160,205,64,156,24,8,205,88,156,30,176,205
,64,156,209,225,43,21,122

1120 DATA 254,255,32,223,201,58,76,152,60,50,76,152,25
4,5,56,68,175,50,76,152

1130 DATA 62,39,17,4,21,205,248,156,62,31,17,35,20,205,
248,156,24,46,205,30

1140 DATA 187,40,40,122,50,24,157,123,50,11,157,237,31
,84,152,122,254,1,40,23

1150 DATA 213,205,88,156,30,176,205,64,156,209,21,237,
83,84,152,205,88,156,30,192

1160 DATA 205,64,156,201,17,83,152,26,60,18,254,10,32,
8,175,18,27,123,254,77

1170 DATA 32,241,17,0,10,205,88,156,17,78,152,213,26,2
03,39,203,39,203,39,203

1180 DATA 39,95,205,64,156,209,19,123,254,84,32,235,58
,77,152,60,50,77,152,254

1190 DATA 7,218,29,158,175,50,77,152,33,184,136,34,160
,140,6,10,197,42,160,140

1200 DATA 17,136,144,1,5,0,237,176,58,138,144,254,3,56,
6,60,50,138,144,24

1210 DATA 127,183,32,37,60,50,138,144,237,95,230,3,198
,7,50,136,144,237,95,230

1220 DATA 31,198,4,50,139,144,237,95,230,1,50,140,144,
183,40,2,62,39,50,137

1230 DATA 144,237,91,136,144,205,88,156,30,176,205,64,
156,33,139,144,58,137,144,190

1240 DATA 32,5,62,3,50,140,144,58,140,144,183,32,9,58,1
37,144,60,50,137,144

1250 DATA 24,34,254,1,32,9,58,137,144,61,50,137,144,24,
21,58,136,144,254,24

1260 DATA 32,7,62,245,50,138,144,24,19,58,136,144,60,5
0,136,144,237,91,136,144

1270 DATA 205,88,156,30,208,205,64,156,33,136,144,237,
91,160,140,1,5,0,237,176
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1280 DATA 237,83,160,140,193,5,40,3,195,110,157,237,91
,84,152,205,88,156,126,254

1290 DATA 5,32,5,175,50,72,152,201,58,73,152,60,50,73,1
52,254,6,218,251,158

1300 DATA 175,50,73,152,58,74,152,254,2,32,3,195,219,1
58,237,91,74,152,205,88

1310 DATA 156,30,176,205,64,156,58,74,152,61,50,74,152
,237,91,74,152,205,88,156

1320 DATA 126,254,5,32,16,205,25,159,30,176,205,64,156
162,2,50,74,152,195,251

1330 DATA 158,58,74,152,254,2,32,18,205,25,159,58,75,1
52,254,17,56,83,254,23

1340 DATA 48,79,50,72,152,201,237,91,74,152,205,88,156
,30,224,205,64,156,58,74

1350 DATA 152,254,5,32,26,58,75,152,198,129,50,175,158
,50,182,158,58,129,152,183

1360 DATA 40,71,175,50,129,152,205,4, 159,24,62,254,4,
32,58,58,75,152,198,88

1370 DATA 50,205,158,50,212,158,58,88,152,183,40,41,17
5,50,88,152,205,4,159,24

1380 DATA 32,62,71,205,30,187,40,25,58,84,152,61,50,74,
152,58,85,152,50,75

1390 DATA 152,237,91,74,152,205,88,156,30,224,205,64,1
56,62,67,205,30,187,192,195

1400 DATA 110,156,33,16,159,205,170,188,62,2,50,74,152
,201,1,0,0,30,0,0

1410 DATA 15,5,0,33,32,159,205,170,188,201,1,0,0,250,0,
0,12,10,0,32






POSTE AVANCE

Une nouvelle mission vous a été confiée : détruire toutes les réserves de
fuel que vous rencontrerez afin d’empécher I'ennemi de parvenir sur votre
territoire. La zone que vous devrez couvrir est divisée en dix secteurs. Sur
votre route, vous des ires de que
vous pourrez détruire mais, surtout, ne tirez pas sur les bases qui répliquent
irrémédiablement. Pour manceuvrer votre vaisseau, utilisez les touches ” <"
et” >", etlatouche <Z> pour tirer. Sivous parvenez a la fin du dixieme
secteur, un bonus vous sera accordé suivant le pourcentage de réserves de
fuel détruites.

10 REMAAAAAAAAAAAAAR
20 REMAPOSTE AVANCE*

30 REMAKAAKAAAKAAAAR

40 GOSUB 1190

50 MODE 1:PEN 1:MEMORY 15000
60 BORDER 24:INK 0,24:INK 1,24
70 FOR T=0 TO 9

80 LOCATE 1,1:PRINT CHR$®48+T)
90 FOR I=0 TO 1

100 FOR J=0 TO 7

110 POKE 39168+T*16+I1*8+J,PEEK(49152+J*2048+)
120 NEXT J

130 NEXT I

140 NEXT T

150 CLS

160 BORDER 0:INK 0,0

170 FOR T=39000 TO 39005

180 POKE T,0

190 NEXT T

200 INK 2,2:INK 3,6

210 RESTORE 390



220 FOR T=10 TO 19

230 IF T<17 THEN READ D

240 FOR I=0 TO 7

250 IF T>16 THEN READ D

260 READ A

270 IF D=1 THEN B=A AND 240:C=(A AND 15)*16

280 IF D=2 THEN B=(A AND 240)/16:C=A AND 15

290 IF D=3 THEN B=17*(A AND 240)/16:C=17*(A AND 1

300 POKE 39168+T*16+1,8

310 POKE 39176+T*16+LC

320 NEXT I

330 NEXT T

340 CALL 40052:PEN 3

350 LOCATE 11,8:PRINT *:FUE 0 PTS"

360 LOCATE 11,70:PRINT “:LABORATOIRE..50 PTS"
370 LOCATE 11,12:PRINT ":BASE"

380 FOR I=1 TO 10000:NEXT I

390 DATA 2,192,192,240,243,255,255,255,63

400 DATA 2,0,0,0,192,240,252,255,252

410 DATA 2,0,0,0,0,0,0,0,0

420 DATA 2,0,0,240,96,240,240,240,96

430 DATA 3,255,255,0,0,0,0,0,0

440 DATA 1,0,0,0,0,0,0,0,0

450 DATA 1,24,60,126,126,60,126,231,195

460 DATA 1,24,2,126,2,231,2,195,2,102,1,60,1,36,1,219
470 DATA 1,24,2,255,1,255,2,126,1,24,2,24,1,60,2,60
480 DATA 1,255,2,255,3,255,1,255,2,255,3,255,1,255,2,25

490 CLS:PEN 1

500 FOR T=39026 TO 39029

510 POKE T,0

520 NEXT T

530 FOR T=38990 TO 38995

540 POKE T,0

550 NEXT T

560 LOCATE 6,3:PRINT STRING$(30,210)
570 LOCATE 6,24:PRINT STRING$(30,208)
580 FOR T=4 TO 23

590 LOCATE 5,T:PRINT CHR$(209)

600 LOCATE 36,T:PRINT CHR$(211)

610 NEXT T

620 POKE 39008,10:POKE 39009,8
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630 POKE 39010,23:POKE 39021,0
640 FOR T=0 TO 28

650 POKE 35001+T*2,10+T*2

660 POKE 35000+T#2,21+T MOD 2
670 NEXT T

680 POKE 39014,22

690 POKE 39016,0:POKE 39019,23

700 FOR T=0 TO 9

710 POKE 35100+T*3,24

720 NEXT T

730 LOCATE 11,1:PRINT "000000"
740 LOCATE 25,1

750 FOR T=0 TO 5

760 PRINT CHR$(PEEK(39000+T)+48);
770 NEXT T

780 LOCATE 7,25:PRINT "SECTEUR: 0"
790 LOCATE 1,1

800 POKE 39024,0

810 CALL 40046

820 IF PEEK(39024%10 THEN 940
830 A=PEEK(39026)+PEEK(39027)*256
840 EEK(39028)+PEEK(39029)*256
850 C=INT(B/A*100)

860 PEN 3:LOCATE 15,5:PRINT"BONUS :*;C;"%"
870 PEN 1

880 IF C=0 THEN 930

890 FOR T=0 TO C

900 CALL 40050:SOUND 1,40,5

910 FOR TI=1 TO 50:NEXT I

920 NEXT T

930 GOTO 1070

940 IF PEEK(39021)=2 THEN 1010
950 FOR T=PEEK(39010)-1 TO PEEK(39008) STEP -1
960 LOCATE 10,T:PRINT CHR$(196);
970 NEXT T

980 FOR T=PEEK(39010)-1 TO PEEK(39008) STEP-1
990 LOCATE 10,T:PRINT CHR$(32);
1000 NEXT T

1010 FOR T=1 TO 80

1020 SOUND 1,INTURND(1)*100)+130),2,,,,1
1030 FOR I=0 TO 10

1040 NEXT I

1050 CALL 40048




1060 NEXT T

1070 T=0

1080 IF PEEK(38990+T»PEEK(39000+T) THEN 1110
1090 IF PEEK(38990+TXPEEK(30000+T) THEN 1160
1100 T=T+1:IF T<6 THEN 1080

1110 LOCATE 25,1

1120 FOR T=0 TO 5

1130 POKE 39000+T,PEER(38990+T)

1140 PRINT CHR$(PEEK(39000+T)+48);

1150 NEXT T

1160 PEN 3

1170 LOCATE 13,7:PRINT "APPUYER SUR 'FO™

1180 IF INKEY(15)=-1 THEN 1180 ELSE 490

1190 RESTORE 1260

1200 FOR T=40000 TO 41005

1210 READ A

1220 POKE T,A

1230 NEXT T

1240 RETURN

1250 REM*AFFICHE

1260 DATA 22,153,205,73,156,205,73,156,201,229,1,8,8,2
6,119,28,124,129,103,16

1270 DATA 248,225,35,201

1280 REMAPOS

1290 DATA 203,34,6,192,74,123,107,38,0,203,37,203,37,1
33,111,203,37,41,41,41

1300 DATA 9,201

1310 REMASUITE

1320 DATA 24,86,24,49,24,37,17,7,9,205,88,156,17,16,154
,205,66,156,17,9

1330 DATA 9,205,88,156,17,32,154,205,66,156,17,11,9,20
5,88,156,17,0,154,205

1340 DATA 66,156,201,205,252,159,205,252,159,205,15,1
60,201,237,91,96,152,205,88,156

1350 DATA 6,4,197,229,6,8,237,95,230,1,183,40,2,237,95,
119,17,0,8,25

1360 DATA 16,240,225,35,193,16,231,201,205,203,156,24,
16,237,91,96,152,205,88,156

1370 DATA 30,160,205,64,156,205,64,156,201,22,20,33,10
0,152,205,115,157,56,63,62

1380 DATA 39,17,53,4,205,247,156,62,31,17,52,21,205,24
7,156,24,45,205,30,187

1390 DATA 40,39,122,50,8,157,123,50,31,157,58,96,152,2

.



54,4,40,24,237,91,96

1400 DATA 152,205,88,156,30,192,205,64,156,30,192,205,
64,156,33,96,152,53,205,203

1410 DATA 156,201,22,8,33,101,152,205,115,157,56,108,5
8,98,152,254,23,40,37,237

1420 DATA 91,98,152,205,88,156,30,192,205,64,156,58,98
,152,60,50,98,152,254,23

1430 DATA 40,14,237,91,98,152,205,88,156,30,208,205,64
156,24,64,62,71,205,30

1440 DATA 187,40,57,175,50,100,152,62,9,50,99,152,58,9
6,152,60,50,98,152,24

1450 DATA 217,52,126,186,216,175,119,201,33,129,157,2
05,170,188,201,1,10,0,200,0

1460 DATA 1,12,5,0,33,145,157,205,170,188,201,1,10,0,30
,0,0,12,10,0

1470 DATA 22,6,33,103,152,205,115,157,48,3,195,44,159,
22,160,33,113,152,205,115

1480 DATA 157,56,38,58,112,152,60,50,112,152,254,10,48
,27,203,39,198,15,87,30

1490 DATA 24,205,88,156,58,112,152,203,39,203,39,203,3
9,203,39,95,22,154,205,64

1500 DATA 156,58,104,152,60,50,104,152,230,1,183,32,36
,58,106,152,183,32,19,237

1510 DATA 95,254,90,48,13,58,102,152,254,7,56,6,61,50,1
02,152,24,11,58,102

1520 DATA 152,254,22,48,243,60,50,102,152,33,184,136,3
4,160,140,6,29,197,42,160

1530 DATA 140,17,136,144,1,2,0,237,176,58,137,144,254,
19,32,6,58,136,144,50

1540 DATA 105,152,237,91,136,144,205,90,156,30,192,20
5,64,156,58,137,144,61,254,10

1550 DATA 48,8,58,102,152,50,136,144,62,67,50,137,144,
237,91,136,144,205,90,156

1560 DATA 30,224,205,64,156,33,136,144,237,91,160,740,
1,2,0,237,176,237,83,160

1570 DATA 140,193,16,169,33,28,137,34,160,140,175,50,1
06,152,6,10,197,42,160,140

1580 DATA 17,136,144,1,3,0,237,176,58,136,144,254,23,4
8,14,237,91,136,144,205

1590 DATA 90,156,30,192,205,64,156,24,82,58,106,152,18
3,32,123,58,104,152,230,1

1600 DATA 183,40,115,58,102,152,254,22,40,108,6,255,16
,254,237,95,254,12,48,98
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1610 DATA 6,255,16,254,237,95,254,60,56,4,62,2,24,18,6,
255,16,254,237,95

1620 DATA 230,1,183,40,7,42,114,152,35,34,114,152,50,1
38,144,62,68,50,137,144

1630 DATA 58,102,152,61,50,136,144,33,106,152,52,58,13
7,144,61,50,137,144,254,10

1640 DATA 32,5,62,23,50,136,144,58,136,144,254,23 48,2
4,237,91,136,144,205,90

1650 DATA 156,58,138,144,203,39,203,39,203,39,203,39,9
5,22,154,205,66,156,33,136

1660 DATA 144,237,91,160,140,1,3,0,237,176,237,83,160,
140,193,16,2,24,3,195

1670 DATA 114,158,58,105,152,87,58,98,152,186,56,24,25
4,23,40,20,237,91,98,152

1680 DATA 205,88,156,30,192,205,64,156,62,23,50,98,152
,205,122,157,33,28,137,6

1690 DATA 10,197,229,126,254,23,40,99,87,58,98,152,186
,32,92,35,126,254,17,56

1700 DATA 86,254,19,48,82,35,126,183,32,21,62,1,50,109,
152,225,229,94,35,86

1710 DATA 205,30,156,17,0,154,205,66,156,24,56,254,1,4
0,4,6,5,24,9,42

1720 DATA 116,152,35,34,116,152,6,2,197,205,252,159,19
3,16,249,205,15,160,225,229

1730 DATA 94,35,86,205,90,156,35,30,192,205,64,156,205
1138,157,225,229,35,35,62

1740 DATA 3,119,62,23,50,98,152,225,193,35,35,35,16,14
3,62,67,205,30,187,192

1750 DATA 58,112,152,254,10,208,58,109,152,254,1,200,2
37,91,96,152,205,88,156,17

1760 DATA 0,56,25,126,254,3,32,13,35,35,126,254,15,32,6
,35,126,254,12,40

1770 DATA 6,62,2,50,109,152,201,195,219,156,17,82,152,
26,60,18,254,10,32,8

1780 DATA 175,18,27,123,254,77,32,241,201,17,0,10,205,
88,156,17,78,152,213,26

1790 DATA 203,39,203,39,203,39,203,39,95,205,64,156,20
9,19,123,254,84,32,235,201









ASTEROIDES

Vous péi

nétrez dans I'espace intersidéral et devez détruire les astéroides

qui vous menacent. Pour tourner & gauche, utilisez la touche < B >, pour
tourner & droite la touche <M > ; la touche < N> pour avancer, et la
touche <Z> pour tirer.

REMAARAAARAAAKA
REM*ASTEROIDES*

REMAAXAKAAXARKR

MODE 1:MEMORY 15000

GOSUB 670

BORDER 0

INK 0,0:INK 1,24:INK 3,6

RESTORE 220

FOR T=0 TO 10

D=2

IF T>4 THEN D=3

IF T>6 THEN D=1

FOR I=0 TO 7

READ A

IF D=1 THEN B=A AND 240:C=(A AND 15)%*16

THEN B=(A AND 240)/16:C=A AND 15

IF D=3 THEN B=17*(A AND 240)/16:C=17*(A AND 1

POKE 39168+T*16+L,B

POKE 39176+T*16+1,C

NEXT I

NEXT T

DATA 24,24,0,0,60,126,231,195
DATA 3,7,14,204,204,14,7,3
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240
250

270
280
290
300
310
320
330
340
350
360
370
380
390
400
410
420
430
440
450
460
470
480
490
SUB
500
510
520
530
540
550
560
570
580
590
600
610
620
630
640
650

DATA 195,231,126,60,0,0,24,24

DATA 192,224,112,51,51,112,224,192
DATA 0,0,0,0,0,0,0,0

DATA 0,0,0,255,255,0,0,0

DATA 214,24,24,24,24,24,21,24

DATA 24,24,60,126,126,252,248,32
DATA 6,15,63,127,127,30,0,0

DATA 24,124,254,254,255,255,56,16
DATA 224,248,124,62,254,255,126,60
CLS:INK 2,2

POKE 39000,96:POKE 39001,40

POKE 39002,76:POKE 39016,0

POKE 39005,0

K=10:POKE 39020,k

SC=0:N=0

GOSUB 600:GOSUB 630

FOR T=35000 TO 35005+K*6

POKE T,0

NEXT T

FOR I=0 TO K-1

POKE 35000+1*6,200

POKE 35005+I%6,250-1420

NEXT I

PEN 3

CALL 40079

IF PEEK(39016)=1 THEN SOUND 1,20,4:SC=SC+10:GO
610:GOTO 480

N=N+1:SOUND 1,2000,70:GOSUB 650

IF N5 THEN 480

INK 2,0

SOUND 1,400:SOUND 1,100:SOUND 1,200
FOR I=1 TO 300:NEXT I

FOR TO 100:NEXT I

GOSUB 630

PEN 3

LOCATE 13,7:PRINT "APPUYER SUR 'FO"
IF INKEY(15)=-1 THEN 590 ELSE 330
PEN 3

LOCATE 11,1:PRINT RIGHT$(STR$(10000+SC),4)
RETURN

IF SC>RE THEN RE=SC

LOCATE 26,1:PRINT RIGHT$(STR$(10000+RE),4)
LOCATE 19,1:PRINT N
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660 RETURN

670 RESTORE 40000

680 FOR T=40000 TO 41040

690 READ A

700 POKE T,A

710 NEXT T

720 RETURN

40000 DATA 22,153,205,73,156,205,73,156,201,229,1,8,8,
26,119,28,124,254,248,56

40020 DATA 9,213,17,176,63,183,237,82,209,124,129,103,
16,235,225,35,201,123,230,7

40040 DATA 245,123,203,63,203,63,203,63,95,6,192,74,10
7,38,0,203,37,203,37,133

40060 DATA 111,203,37,41,41,41,9,193,120,183,40,6,17,0,
8,25,16,253,201,22

40080 DATA 3,33,91,152,205,237,159,218,103,157,58,102,
152,183,40,4,61,50,102,152

40100 DATA 62,54,205,30,187,40,24,58,102,152,183,32,18
,62,10,50,102,152,58,90

40120 DATA 152,198,16,254,64,56,1,175,50,90,152,62,38,
205,30,187,40,25,58,102

40140 DATA 152,183,32,19,62,10,50,102,152,58,90,152,19
8,240,254,64,56,2,62,48

40160 DATA 50,90,152,62,46,205,30,187,40,125,6,192,17,
88,16,33,252,0,205,24

40180 DATA 157,6,78,17,89,0,33,255,16,205,24,157,6,16,1
7,88,192,33,4,32

40200 DATA 205,24,157,6,0,17,89,78,33,1,48,205,24,157,2
4,79,58,90,152,188

40220 DATA 192,120,50,78,157,122,50,74,157,123,50,71,1
57,50,83,157,50,88,157,50

40240 DATA 80,157,124,50,98,157,125,50,86,157,237,91,8
8,152,205,101,156,30,64,205

40260 DATA 64,156,58,88,152,254,16,32,5,62,186,50,88,1
52,58,88,152,198,248,50

40280 DATA 88,152,237,91,88,152,205,101,156,30,0,205,6
4,156,201,58,98,152,183,40

40300 DATA 4,61,50,98,152,218,74,158,58,93,152,183,40,
118,237,91,93,152,205,101

40320 DATA 156,30,64,205,64,156,58,97,152,183,40,18,58
,93,152,87,58,96,152,186

40340 DATA 32,24,58,99,152,50,93,152,24,16,58,94,152,8
7,58,96,152,186,32,6



40360 DATA 58,99,152,50,94,152,58,98,152,254,1,32,7,17
5,50,93,152,195,74,158

40380 DATA 58,97,152,183,40,13,58,95,152,87,58,93,152,
130,50,93,152,24,11,58

40400 DATA 95,152,87,58,94,152,130,50,94,152,237,91,93
,152,205,101,156,30,80,58

40420 DATA 97,152,183,40,2,30,96,205,64,156,24,90,58,9
8,152,183,32,84,62,71

40440 DATA 205,30,187,32,8,6,3,197,193,16,252,24,69,58,
88,152,50,93,152,58

40460 DATA 89,152,50,94,152,38,192,17,16,1,1,0,252,205,
244,159,38,78,17,0

40480 DATA 0,1,16,255,205,244,159,38,16,17,192,1,1,32,%
,205,244,159,38,0

40500 DATA 17,78,0,1,48,1,205,244,159,58,97,152,183,62,
60,40,2,62,30,50

40520 DATA 98,152,175,50,104,152,205,66,160,205,144,1
59,22,4,33,101,152,205,237,159

40540 DATA 218,127,159,33,184,136,34,160,140,58,108,1
52,71,197,42,160,140,17,136,144

40560 DATA 1,6,0,237,176,58,141,144,254,2,56,7,60,50,14
1,144,195,108,159,183

40580 DATA 32,127,60,50,141,144,237,95,50,100,152,254,
64,48,29,230,1,183,40,3

40600 DATA 175,24,2,62,78,50,137,144,58,100,152,230,31
,203,39,203,39,198,40,50

40620 DATA 136,144,24,24,230,1,183,40,4,62,16,24,2,62,1
92,50,136,144,58,100

40640 DATA 152,230,63,198,7,50,137,144,58,100,152,230,
3,50,138,144,58,100,152,230

40660 DATA 15,254,7,62,255,48,2,62,1,50,140,144,58,100,
152,230,31,254,8,48

40680 DATA 4,62,252,24,18,254,16,48,4,62,254,24,10,254,
24,48,4,62,2,24

40700 DATA 2,62,4,50,139,144,195,108,159,237,91,136,14
4,205,101,156,30,64,205,64

40720 DATA 156,58,140,144,254,1,58,137,144,32,12,254,7
8,32,2,62,255,60,50,137

40740 DATA 144,24,9,183,32,2,62,79,61,50,137,144,58,13
9,144,254,10,58,136,144

40760 DATA 87,58,139,144,48,12,130,254,193,56,2,62,16,
50,136,144,24,10,130,254

40780 DATA 16,48,2,62,192,50,136,144,237,91,136,144,20
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5,101,156,58,138,144,203,39

40800 DATA 203,39,203,39,203,39,198,112,95,205,64,156,
33,136,144,237,91,160,140,1

140820 DATA 6,0,237,176,237,83,160,140,193,16,14,62,67,
205,30,187,192,58,104,152

40840 DATA 183,192,195,143,156,195,105,158,33,184,136
,34,160,140,58,108,152,71,197,120

40860 DATA 50,107,152,42,160,140,17,136,144,1,6,0,237,
176,58,141,144,254,1,40

40880 DATA 8,6,40,197,193,16,252,24,32,6,4,197,237,91,1
36,144,120,61,203,39

40900 DATA 131,95,205,101,156,126,230,15,196,10,160,3
5,126,230,15,196,10,160,193,16

40920 DATA 226,33,136, wu 1237,91,160,140,1,6,0,237,176
,237,83,160,140,193,16,17:

40940 DATA 201,52,126,186.216,175,119,201,58,90,152,1
85,192,120,50,95,152,123,50,96

40960 DATA 152,122,50,97,152,124,50,99,152,201,197,12
6,245,237,91,136,144,205,101,156

40980 DATA 30,64,205,64,156,62,10,50,141,144,241,230,2
40,62,2,40,18,237,91,93

41000 DATA 152,205,101,156,30,64,205,64,156,175,50,93,
152,62,1,50,104,152,58,107

41020 DATA 152,50,105,152,193,201,237,91,88,152,205,1
01,156,58,90,152,95,205,64,156

41040 DATA 201






ARCTURUS

Sauvez I'étoile Arcturus en parvenant  la fin du sixigme niveau de ce jeu.
Des chenilles parcourent I'écran et se divisent en deux, produisant une bombe
lorsque vous leur tirez dessus. Pour déplacer la base, utilisez les touches <"
et “>", et la touche <Z> pour tirer.

10 REMAAAAKAXAXA
20 REM*ARCTURUS*

30 REMAAAXARAAXA

40 BORDER 18:INK 0,18:INK 1,18:PEN 1

50 MODE 1

60 FOR T=0 TO 9

70 LOCATE 1,1:PRINT CHR$(48+T)

80 FOR J=0 TO 1

90 FOR I=0 TO 7

100 POKE 39168+I+JA8+T*16,PEEK(49152+J+I*2048)
110 NEXT I

120 NEXT J

130 NEXT T

140 MODE 1

150 FOR T=39004 TO 39007:POKE T,0:NEXT T

160 GOSUB 1180

170 MEMORY 15000

180 BORDER O:INK 0,0:INK 2,24:INK 3,1

190 RESTORE 300

200 FOR TO 7

210 FOR I=0 TO 7

220 READ A

230 IF T=0 THEN B=17*(A AND 240)/16:C=17%(A AND 1
5i
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240 IF T=1 OR T=3 OR T=4 OR T=5 OR T=7 THEN B=A
AND 240:C=(A AND 15)*16
250 IF T=2 OR T=6 THEN B=(A AND 240)/16:C=A AND 1

5

260 POKE 39328+TA16+1,8
270 PORE 39336+TA16+1,C
280 NEXT
290 NEXT T

300 DATA 255,129,129,129,129,129,129,255
310 DATA 24,60,126,126,60,126,231,195

320 DATA 60,60,255,255,255,255,60,60

330 DATA 0,128,126,126,126,126,126,0

340 DATA 0,0,60,60,60,60,0,0

350 DATA 0,0,36,60,24,24,0,0

360 DATA 60,60,195,195,195,195,60,60

370 DATA 24,60,126,60,24,24,24,24

380 PEN 3:CLS

390 PRINT "NIVEAU? (1-4)"

400 NI=4

410 RESTORE 420

420 DATA 64,65,57,56

430 FOR T=0 TO 3

440 READ A

450 IF INKEY(A)=0 THEN NI=T

460 NEXT T

470 IF NI=4 THEN 410

480 CLS

490 FOR T=39000 TO 39003:POKE T,0:NEXT T
500 NB=2

510 GOTO 980

520 FOR T=2 TO 130 STEP 4

530 POKE 35001+T,0

540 POKE 35000+T,70

550 NEXT T

560 J=0:2I=NLIF NI>3 THEN ZI=3

570 POKE 37012,21*10

580 FOR T=0 TO 4OAZI-1 STEP 4

590 IF T MOD 40=0 THEN B=INT(RND(1)x2)A2:
RND(13*11):J=J+1:K=0

600 POKE 35000+T,3

610 POKE 35001+T,C

620 POKE 35002+T,B

630 POKE 35003+T,250-3450-K

-
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640
650
660
670
680
690
700
710
720
730
740
750
760
770
780
790
800
810
820

K=K+1

NEXT T

POKE 37014,NB
CALL 40046
LOCATE 2,3:PEN 1
FOR T=1 TO 38
PRINT CHR$(210%

NEXT T
LOCATE 2,25
FOR T=1 TO 38

PEN 1:IF T>2 AND T<37 THEN PEN 3

PRINT CHR$(208);

NEXT T

FOR T=4 TO 24

LOCATE 1,T:PRINT CHR$(209%

LOCATE 40,T:PRINT CHR$(211);

NEXT T

PEN 1

IF NI>3 THEN FOR T=1 TO 10:LOCATE 11,5+T:PRIN

T CHR$(232%LOCATE 30,5+T:PRINT CHR$(232:NEXT T

830

IF ND4 THEN FOR T=1 TO 10:LOCATE 17,10+T:PRI

NT CHR$(232:LOCATE 24,10+T:PRINT CHR$(232:NEXT T

8u0

IF NI>S THEN FOR T=1 TO 6:LOCATE 6,12+T:PRINT

CHR$(232:LOCATE 35,12+T:PRINT CHR$(232:NEXT T

850
860
870
880
890
900
910
920
930
940
950
960
970
980

CALL 40048:IF PEEK(37011)=0 THEN 980

SOUND 1,2000,100

FOR J=1 TO 3

FOR T=15 TO O STEP -1

BORDER T:INK O,T

FOR I=1 TO 20:NEXT I

NEXT T

NEXT J

IF NB>1 THEN NB=NB-2:NI=NI-1:MODE 1:GOTC 510
GOSUB 1110:CALL 40050

LOCATE 13,70:PRINT "APPUYER SUR 'FO™

IF INKEY(15)=-1 THEN 960 ELSE MODE 1:GOTO 390
IF PEEK(37010)<>PEEK(37012) THEN END

IF NI=6 THEN SOUND 1,100:SOUND 1,200:SOUND 1,1

50:LOCATE 8,7:PRINT "BRAVO:ARCTURUS EST SAUVEE™:GO
TO 940

990

IF NB<5 THEN NB=NB+1

1000 PEN 1
1010 NI=NI+1:MODE 1
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1020 FOR T=1 TO 6

1030 SOUND 1,500,10

1040 LOCATE 16,7:PRINT "NIVEAU:";NI

1050 FOR I=1 TO 50:NEXT I

1060 SOUND 1,50,10

1070 LOCATE 16,7:PRINT STRINGS$(10,CHR$(32)

1080 FOR I=1 TO 50:NEXT I

1090 NEXT T

1100 MODE 1:GOTO 520

1110 T=0

1120 A=PEEK(39000+T):B=PEER(30004+T)

1130 IF A>B THEN 1160

1140 IF AB THEN RETURN

1150 T=T+1:IF T=4 THEN RETURN ELSE 1120

1160 FOR T=0 TO 3:POKE 39004+T,PEER(39000+T:NEXT

T

1170 RETURN

1180 RESTORE 1250

1190 FOR T=40000 TO 40857

1200 READ A

1210 POKE T.A

1220 NEXT T

1230 RETURN

1240 REMAAFFICHE

1250 DATA 22,153,205,73,156,205,73,156,201,229,1,8,8,2
6,119,28,124,129,103,16

1260 DATA 248,225,35,201

1270 REMAPOS

1280 DATA 203,34,6,192,74,123,107,38,0,203,37,203,37,1
33,111,203,37,47,47,41

1290 DATA 9,201

1300 REMASUITE

1310 DATA 24,4,24,79,24,68,17,3,0,205,88,156,1,72,3,197,
30,160,205,64

1320 DATA 156,193,11,120,177,32,244,22,10,33,88,152,20
5,124,159,17,23,20,237,83

1330 DATA 103,152,205,67,159,33,0,0,34,108,152,34,146,
144,17,1,31,205,88,156

1340 DATA 58,150,144,245,30,176,205,64,156,35,247,61,3
2,245,22,26,33,92,152,205

1350 DATA 124,159,201,6,30,33,184,136,34,160,140,197,6
2,67,205,30,187,40,2,193

1360 DATA 201.58,146,144,33,148,144,190,32,2,193,201,5
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8,147,144,183,40,2,193,201

1370 DATA 193,197,42,160,140,17,136,144,1,4,0,237,176,
58,139,144,183,40,22,60

1380 DATA 50,139,144,183,32,22,237,91,136,144,205,88,1
56,30,192,205,64,156,195,17

1390 DATA 158,58,138,144,254,70,32,8,6,100,0,16,253,19
5,17,158,237,91,136,744

1400 DATA 205,88,156,30,160,205,64,156,58,138,144,254,
4,56,3,195,204,157,33,138

1410 DATA 144,126,254,2,56,9,58,137,144,254,1,32,2,53,5
3,58,138,144,254,2

1420 DATA 48,9,58,137,144,254,38,32,2,52,52,126,230,1,3
2,8,58,136,144,254

1430 DATA 3,32,1,52,126,230,1,40,8,58,136,144,254,23,32
,1,53,58,137,144

1440 DATA 61,245,58,138,144,254,2,48,4,241,198,2,245,5
8,136,144,60,245,58,138

1450 DATA 144,230,1,32,4,2141,2114,2,245,241,95,241,87,2
13,205,88,156,209,126,183

1460 DATA 40,30,122,50,137,144,123,50,136,144,193,197,
120,230,1,40,7,30,192,205

1470 DATA 64,156,24,95,17,0,154,205,66,156,24,87,33,13
8,144,52,52,58,138,144

1480 DATA 254,4,56,75,53,53,53,53,24, 69,58,138,144,25
4,68,56,32,58,136,144

1490 DATA 254,23,32,7,62,70,50,138,144,24,48,60,50,136,
144,237,91,136,144,205

1500 DATA 88,156,30,240,205,64,156,24,30,60,50,138,144
1237,97,136,144,205,88,156

1510 DATA 58,138,144,254,40,56,7,30,208,205,64,156,24,
5,30,224,205,64,156,33

1520 DATA 136,144,237,91,160,140,1,4,0,237,176,237,83,
160,140,205,45,158,193,16

1530 DATA 3,195,0,159,195,201,156,58,118,152,60,50,118
,152,254,8,216,205,164,158

1540 DATA 175,50,118,152,58,108,152,183,32,36,62,71,20
5,30,187,200,33,82,158,205

1550 DATA 170,188,24,9,2,2,0,255,0,0,12,2,0,62,22,50,108
,152,58,104

1560 DATA 152,50,109,152,24,28,237,91,108,152,205,88,1
56,30,160,205,64,156,58,108

1570 DATA 152,61,50,108,152,254,2,32,5,175,50,108,152,
201,237,91,108,152,205,88
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1580 DATA 156,17,16,154,205,66,156,205,1614,158,201,23
7,91,103,152,205,88,156,126,254

1590 DATA 16,200,50,147,144,201,237,91,108,152,123,18
3,40,25,29,205,88,156,126,183

1600 DATA 32,17,17,80,0,25,30,160,205,64,156,175,50,10
8,152,50,109,152,201,17

1610 DATA 4.0.6,30,33.184.136,220.58, 108,152.190,32,3
9,35,58,109,152,190,32

1620 DATA 32,35,62,70,190,40,26,35,175,190,32,21,50,10
8,152,50,109,152,43,62

1630 DATA 3,190,56,9,62,20,119,205,80,159,225,24,4,225,
25,16,206,201,205,149

1640 DATA 158,58,104,152,254,3,40,23,62,39,205,30,187,
40,7,205,50,159,21,205

1650 DATA 67,159,237,91,103,152,122,254,36,40,14,62,31
,205,30,187,40,7,205,50

1660 DATA 159,20,205,67,159,195,193,156,237,91,103,15
2,205,88,156,30,160,205,64,156

1670 DATA 237,91,103,152,201,237,83,103,152,205,88,15
6,30,176,205,64,156,201,33,146

1680 DATA 144,52,17,30,152,26,60,18,254,10,32,8,175,18,
27,123,254,87,32,241

1690 DATA 33,110,159,205,170,188,24,9,1,5,0,30,0,0,12,5,
0,22,10,33

1700 DATA 88,152,30,1,229,205,88,156,209,6,4,26,203,39,
203,39,203,39,203,39

1710 DATA 213,95,197,205,64,156,193,209,19,16,236,201
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Les 18 jeux présentés dans ce livre utilisent
toutes les possibilités de votre
micro-ordinateur : son, couleur, graphismes
animés, etc. Pour cette raison, ces
programmes ne fonctionnent que sur
I'ordinateur pour lequel ils ont été concus et
sont difficilement adaptables a des matériels
différents.

Au-dela du jeu lui-méme, I'étude de ces
programmes vous enseignera de nombreuses
techniques de programmation qui vous seront
trés utiles pour développer vos propres
programmes.
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