MINOTAUR MASTERMIND

Round B 1 Level
gtoduct‘utight Non~Zero

19its is

Total Score 163 Last Score

CLASSIFICATION: Educational game

This is a strategic game which will test the brain power of even the
most experienced masterminds. The challenge is to guess a secret
number between @ and 1000 by working your way through a maze of
numbers and symbols without being gobbled by the minotaur.

Your score is the sum of the digits that you step on — so the lower
scores are better. When you reach the exit at the right end of the maze,
you get a chance to guess the secret number. The non-numeric sym-
bols have different effects when stepped on:

‘X" — supplies a clue

‘?” — has random value

*' — Randomly alters your score

To move: ‘P’ moves up, ' moves down, ‘O’ moves left, ‘@' moves
right, ‘@’ moves up and left, ‘minus’ moves up and right, ‘L’ moves down
and left, ';’ moves down and right, and ‘T is pressed when you are
trapped and it is impossible to move.

PROGRAMMING SUGGESTIONS

Minotaur Mastermind could be made into a very complex game by
adding more clues (lines 1199 — 149@) and by adding more symbols.

113



PROGRAM

Level of difficulty

Round No., last score, total score
Secret number

Digits of SN

For flashing effect
Character under minotaur
Character under player
Player’s row and column
Number of clues

Truth array: clues used
Digits of player’s
Minotaur’'s row and column

Program Structure

Variables
LD

R, LS, TS

SN

D1, D2, D3
C, Q

Cu

CP

PR, PC

NC

T(10)

G1, G2, G3
MR, MC
Lines

10 — 100
120 — 210
230 — 400
420 — 740
760 — 860
880 — 1060
1080 — 1180
1190 — 1490
1510 — 1550
1570 — 1650
1670 — 1680
1700 — 1710
1730 — 1820

Function/Activity
Initialise

New round
Editor/main loop
Recognise allowed moves
Check move

Move minotaur
Player on *?’

Player on ‘X'

Player on ™'

Game over

Blank message area
Update score

Guess secret number
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Initialise game
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New round of game
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j TO 2 0 sy j)s

s NEXT 5 NEX
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INT CHRE (1+48) 2 sc Gl

1@ THEN P
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170
160
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pOFRINT "@" ¢ la=@
“ CINT CHRE (1356)
166 CHRE (168) ¢+ cp=48
200
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2 FRINT M Round 8" 3 e BPACEE (8) 3 "Level W3 1d

Editor and main program loop

'l'HE"N se (peapr)=cp 1 LOCATE poypr 3 PRI
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LOCATE peapr 1 FRINT CHRS (2
240
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N 66D

THEN 540

Recognise allowed moves

IHEN 240

LOCATE poypr

IHEN 240

| s~ 4
s (pe g pe)
0 760
s (petl ypr
PR A¢]

WP m

t LOCATE poapr

IHEN 240
LOCATE poapr
THEN 240
LOCATE poypr

=1 s i THEN 240

LOCATE poypr

sy mAR THEN 240

“; peapr) =32 0 LOCATE poypr
760
cipa-1,ypr
SR RE]
(peypr) s

THEN 24@

JCATE paapr

IHEN 240

LOCATE poypr

.

B

FRINT

FREINT

FRINT

FRINT

FRINT

FRINT

FRINT

FRINT

FF (e rpr ) OR (e qpe)
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"woon
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THEN 74@ ELSE

prEpe -1

po=petl

prospet ]

prspe -

pes=pe-l
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ropos

Popr

topr

1870

Check move




800
810
B0
BI0
840
ase
860

OR k1 #9 THEN ki=@
‘N GOSUR B8R0
LB 1700

(po=me) THEN 157Q

Move minotaur

N 920

mr=mee- k3 GOTO 980
() 96
N 9@
mes=me: = 1

1 BOTO 980

...1
Coena e THEN €03

! )
Lot =eu s l...(Ll(..‘n 'kt

A e FRINT CHRE Cow)
¢ (meyme)
me g me) =G 3 LOCATE me,mr 3 FEN 2 ¢ FRINT CHRE (LE6)
!, 200, 18,15

Player on ?

e INT CRND CL) % 1@) 0 se(peypr)=i+48 ¢ LOCATE po.pr 3 FEN
1o INT Ci+48)
LA6G cpe=i 48 » N

Player on X

FRINT "@" & FOR i
Hon NEXT

IE poapr oo FEN L 2
5 LA 2 BOUNMD 1,1 .8,
o THEN 119@

INT CRIND (1) #9+ J ) on LF

1000 10

k) =1 THEN 110

AR LRYD,

INT (sn /2
NT MO
URN

2O TR 3@ THEN j=@

atween'"y ) @ LOCA

NT "NMumber i s,
PORETLIRN
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LOCATE 4,5 5 FEN A o FRINT "Number .is,."1

TFoan/8 = INT (sn/8) THEM FRINT "Divisible" 2 GOTQ 12490
FERINT "Not 04 v i .nl ble'
LOCATE
lemedd

2 RETURN

FRINT "lar 9
wNumber
f \LNI "E et
"Number .is." )
roathan WS s GO0 18
than 5" ¢ GOTO 13
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URN
i)l(.ll'( sl the
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H LU CATE 4.4
IF ol THEN FR

THEN PF\]N]

Seoret!

Eor FRINT "Sumof JFirst jandaThivd™ 3 L

"Digite.isas

LIRN

s FRINT "One of Jthe Digits,in the' 3
et JNumber e, s

AND sn F99  THENM FRINT of 5 GOTO

o T4y PRINT
INT (RND () %3) 3 1F &
1400

CINT el s GOTC

AND  snE9 THEN F 140

14ua
L41@

Of Wthe JNone Zero o

1420
1450
144
14
1460
1470
| 443Q
1458

(vlJ I 0 1490
E] 1490

T
1
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: 1490
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3OFEN L w FRINT "@"
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2 BOUND 1 4@, L5, 18 s RETURN
i RETURN

Game over
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1660
1670
1680

1690
1700

1710

Blank message

Loon PIRINY

Update score

s FEN 2 o FRINT "Total JScore, sty TARGL) 8"

Wl

Guess secret number

LOCATE 4,35 » FEN 3 ¢ PRINT "Guess.at the . Secret JNumber "

ATE 4,4 ¢ INFUT
AL (k) v TF o omen
NT Ci/710@)

Q%

FIRINT & IF cimgl THEN FRINT "Fir
INT

SDigit Correct”

"o FRINT

NT "N wDigits . O
orrect

O e T ZOBa » NMEXT

] GOTO 129

ChexSum Tables

00 E B BB




1O%@ = G86e
1B6EG = 1356

1094
= 1664
= 1648

£ TbH6
= L 64
= 1bbb
= L el4
= 4Q69

w SRR
= 1447
s 1769
= AELR
= LB

13 = 20l 144Q =
1040 = @ 1450 =

120

1460 =
147@ =
1480 =

149Q =

165G -

1660
1670
1680
L1690
1700
171Q

17280 =

17750
1740
175@

1760 =

177@
1760
1790
1800
1810

1820 =

TOTAL

&

X798
4989
2001
4144
2759
SQEl
1261
202
'
&3
201
"]
4560
201

448869



