MAGNETIC

. @ Pierre SCHAAF

De evolutionus sphérum ou les
aventures d’une bille aimantée se
promenant sur un tableau quadril
Or, ¢ca et la ont été disposés, par un
ordinateur malicieux des aimants de
méme signe que ladite sphére. Les [ois -
de la physique étant ce quelles sont, la
trajectoire de la boule métallique est
dévide. A vous d’en déduire la position
des aimants. Simple, non ? Le mode
d’emploi est inclus dans le listing.
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10 REM #%% MAGNETIC *#x *PE 1 479 PLOT 200,189 »CA
15 REM #x% SCHAAFF PIERRE #%* »V6 | 48¢ PLOT 280, 150:DRAW 293,150 2HQ
20 REM ##% presentation #+ SN | 499 PLOT 250, 150:DRAW 265,15¢ WK
3 MODE 9:BORDER 9:INK ,0:INK 1,16 »I0 | See PLOT 235,150 IBE
1INK 2,140 INK 3,170 INK 4,94 INK 5,24 516 PLOT 250, 130:DRAW 255,139 WX
$INK 6,20 INK 7,212 INK 8,150 INK 9,11 52¢ PLOT 265, 136:DRAN 276,130 B
$INK 10,22: INK 11,25 530 PLOT 289, 136:DRAW 299, 130 SWB
49 DATA M,A,6,N,E,T,I1,C *RT | 549 PLOT 180,170:DRAW 209,170 WA
5% FOR i=t TO 8 ONK | 556 INK 12,26:INK 13,13¢INK 14,6:FR YD
&0 READ a$(i) 3DB | INT CHR$(22)+CHR$ (8)

70 NEXT 3¥YH | 540 CALL ¥BBO6:GOTO 7é@ >aH
B9 LOCATE 4,3 JHK | 570 FOR i=PI/4 TO @ STEP -9.43 2HP
99 FOR i=1 10 8 *PD | 5B® PLOT r+COS(i),r#8IN(i),12 YE
169 PEN 1:PRINT a$(ils" *; >TE | 590 NEXT:RETURN MI
118 NEXT :DH | 690 FOR i=1 70 15 »€D
120 PEN 9:LOCATE 5, 4:PRINT" 3F1 | 610 SOUND 2,449,25,1,,1 0H
o 20 SOUND 2,415,290, i AN
136 PEN 1#:LOCATE B,5:FRINT" BB | 630 NEXT:RETURN #MD
% 70% REM *#% initialisations ##% »IR
149 PEN 11:LOCATE 11,6:PRINT" " 218 | 71% MODE 1:BORDER 9:INK @,9:INK 1,0 UM
150 INK 12,01 INK 13,92 INK 14,0:PRIN VP tINKE 2,261 INK 3,6

T CHR$(22) +CHR$ (1} 720 SYMBOL AFTER 232 P
169 FOR i=3 70 12 0D | 730 SYMBOL 232,1@2,1e2,195,195,195, »LI
176 a=INT(1.&6"1) MW | 231,126,32

186 PLOT 1,200-a:DRAW 638,209-3,12 >AL | 800 REM *#* regles ##x SNA
198 NEXT SEF | 819 PEN 1:LOCATE 4,12:¢PRINT“Voulez- »NW
200 FOR i=36 TO 278 STEP &0 TP | vous les regles (O/N)?"

210 PLOT 319+i,195:DRAW 31942%i,1  »IR | B20 a$=UPPER$(INKEY$):IF a$="" THEN »FY
220 PLOT 319-i,195:DRAW 319-2#i,1 »IX 82¢

230 NEXT JEA | 830 IF a$="0" THEN GOSUB 350@:60T0 »DF
249 ORIGIN 299,133 »MR | 850

250 FOR i=P1/2 TO ® STEP -5.03 BHE | 840 IF a%<>"N" THEN 820 2PK
260 a=70¥COS (i) 1h=2048IN(i) JVB | B30 CLEAR:x=0:y=10:xa=xiva=y MIF
279 PLOT a,b,13:DRAW -a,b:PLOT -a,- >NY | B&@ DIM aimant(33,22},essai(33,22) »BD
b:DRAW a,-b 870 ORIGIN 1,1:GRAPHICS PEN 1 pat}
280 NEXT JEF | 8B RESTORE 1619 WL
29¢ ORIGIN 350,189 YMT | 909 REM ##* jeu avec ou sans trace »CM
300 GOSUB 699 BB | dex

310 FOR i=P1/2 10 @ STEP -0.93 WD | 910 SYMBOL AFTER 147 ¥FF
320 a=70#COS(1) 1b=7O*5IN(i) »VD | 920 FOR i=147 T0 136 OMT
330 PLOT a,b,14:DRAW -a,b:PLOT -a,- *NW | 93¢ SYMBOL i,0 JWB
b:DRAW a,-b . 940 NEXT i »FB
340 NEXT JEC | 950 CLS:PEN 1:LOCATE 4, 14:FRINT"Vou >YU
350 FOR k=1 T0 7 JHD | lez-vous le trace du deplacement“:L

360 SOUND 1,439, 1e,15,,,1 JRA | OCATE 11,14:PRINT"de la bille (O/N)

370 INK 12,260 INK 13,130 INK 14,6:PR YD | 2"

INT CHR$(22)+CHRS (&) 960 a$=UPPERS (INKEY$):IF a$="" THEN »FJ
38¢ FOR j=0 TO SO:NEXT 4B 960

390 INK 12,0:INK 13,0:INK 14,0:PRIN >VH | 970 IF a$="0" THEN 999 N
T CHR$ (221 +CHR$ (1) 980 IF a%<{>"N" THEN 940 ELSE 1056 XA
409 NEXT DK || 999 SYMBOL 147,24,24,24,31,15 WP
418 p=b8:G0SUB 570:60SUB 400:r=50:6 >LA | 1000 SYMBOL 149,24,24,24,24,24,24,2 JEB
0SUB 574 4,24

420 ORIGIN 9,0 J86 | 1010 SYMBOL. 159,9,9,9,15,31,24,24,2 JBY
430 PLOT 250,220,14:DRAW 270,220  >YH | 4

449 PLOT 235,220:PLOT 220,220 WM | 1020 SYMBOL 153,24,24,24,248,240 YU
450 PLOT 230, 180:DRAW 230, 18¢ YWD | 1030 SYMBOL 154,9,,9,255,235 R
460 PLOT 210, 180:DRAW 229,180 SHL & 1040 SYMBOL 156,0,0,8,240,248,24,24 YD 4

kit

1

\24
1050 SYMBOL 232, 162, 12,195, 195,195 )
,231,126,32

\ 1869 CLS:LOCATE 12,12:PEN 2:PRINT"V »BA

EUILLEZ PATIENTEZ":FOR i=0 TO S00:N
EXT

1169 REM ##* calcul position des ai iLB
mants ¥

1110 RANDOMIZE TIME 2FD
1129 nbraimant=INT(RND(1)#10+1):IF »BI
nbraimant<3 THEN 1129

113 FOR i=1 70 nbraimant 2B
1140 posx=INT(RND (1)%29+1): IF posx¢{ JRH

& OR posx/2=INT(posx/2} THEN 1146

1150 posy=INT(RND(1)*18+1):IF posy< »TP
3 OR posy/2{>INT(pasy/2) THEN 1154

1160 IF aimant(posy,posy}=1 THEN 11 LR
44 ELSE aimant (posx,posy)=1

1179 NEXT i FVE
1200 REM *¥* dessin ecran ##¥ W6
1210 CLS:INK 1,9:INK 2,9:INK 3,9:PR »Y0
INT CHR$ (22)+CHRS (1)

1220 FOR =299 T0 79 STEP -32 EIY
1236 PLOT 54,i:DRAN 599, i K
1249 NEXT i »WE
1256 FOR i=54 TO 528 STEP 32 A
1266 PLOT i,70:DRAW 1,390 »TU
1270 NEXT i SVF
1286 FOR 1=94 TO 444 STEP 32 UG
1296 PLOT 1,358, %:0RAW i+16,338 WL
1209 PLOT i,102:DRAW i+16, 162 ST
1310 NEXT i SUA
1320 FOR =334 TO 110 STEP -32 »UH
1330 PLOT 86, i:DRAN 86,1+16 WY
1340 PLOT 470, 1:DRAN 470,1+16 WL
1359 NEXT i SVE
1360 FOR i=2 T0 16 STEP 2 20H
1370 LOCATE 2,1+2:PRINT i/2 SV
1380 NEXT i SVH
1399 FOR i=7 70 29 STEP 2 RA
1469 LOCATE 1,22:FRINT CHR$ (61+i/2) >CH
1410 NEXT i VB

1420 PLOT 22,38, 1:DRAW 624,3B:DRAW DEF
624,61 DRAN 22, 6:DRAW 22,38

1439 PLOT 21,40:DRAW 626,40:DRAN 62 >CB
6,3:DRAW 21,5:DRAW 21,40

1449 PEN 2:LOCATE 34,16:PRINT"aiman JEL
£":LOCATE 33,17:PRINT"mal":LOCATE 3
4,1B:PRINT“plac{s"

1450 PLOT 518,146, 1:DRAW 639,166:DR >PL
AW 630,70:LRAW 518,70:DRAW 518,166

1460 PLOT 516,167:DRAW 4632, 169:DRAW >MN
632,69:DRAN 514, 69:DRAW 516,169

1470 ORIGIN 569,220 oMM
1480 r=33:605UB 1520:r=27:60SUB 157 »WC
91r=23:60SUB 1570

1499 ORIGIN 409,350 N



1500 r=33:605UB 15201r=27:605UB 157 »WV
9:r=23:G0SUB 157

1516 INKk 1,92 I8k 2,261 INK 3,6:PRINT OFH
CHR$ (22)+CHRS (8} :60T0 1610

1520 FOR i=0 70 P1/2 STEP ©.05 JWN
1530 a=r#C0S(i) tb=r4SIN(i) N
1546 FLOT a,b,3:PLOT -a,-b:PLOT -a, 2NB
b:PLOT a,-b
1550 NEXT i VB
1568 RETURN SFF
1570 FOR i=h TO PI/4 STEF .05 p]
1589 PLOT r#COS(i),r#5INGL),2 »YC
1590 NEXT i WA
1600 RETURN :Fa
1618 DATA 6,N,E,T A
1620 LOCATE 34,4:PRINT“M":GOSUE 409 >RA
9:LOCATE 34,6:PRINT“A":GOSUB 4960
1630 FOR j=34 TO 40 STEP 2 7RR
1646 READ a$:LOCATE j,B:PRINT a$:G0 MKE
SUB 409
1650 NEXT j W
164@ LOCATE 40,19:FRINT"1":60SUB 490 »VF
9#1LOCATE 49, 12:PRINT“C":G0SUB 4000
1670 PEN 2:LOCATE x,y:FRINT CHR$ (23 2EW
1
1680 REM *# entree clavier #%# X
1699 a$=UPPERS (INKEY$): IF a$="" THE >HG
N 1699
1700 IF a$=CHR$(242) OR a$=CHRS (243 KN

) THEN 1Bo9
1710 IF a$=CHR$(240) OR a$=CHR$ (241 >
} THEN 1960

1728 IF a$=CHR$ (224) THEN 2000 VH
1730 IF a$="P" THEN 280% 4P
1746 IF a$="5" THEN I000 0L
1752 IF a$="A" THEN Jioe JFC
1760 GOTO 1699 SNH
1809 REM *#% deplacement droite-gau »KB
che ##%

1810 IF y=2 OR y=20 THEN 1820 ELSE LD
1692

1820 IF a$=CHR$(243) THEN 1839 W
1836 IF x=5 THEN 1690 SND
1849 xa=x-2:60T0 187¢ Y
1850 IF x=31 THEN 1699 PV
1868 xa=x+2 XD
1876 LOCATE x,y:PRINT® “:LOCATE xa, »FM
yarPEN 2:PRINT CHR$(231)

1889 x=xa:y=ya:G0T0 1698 HE
1960 REM ##+ deplacement haut-bas * DX
**

1919 IF «=5 OR «=31 THEN 1920 ELSE DA
1699

1920 IF a$=CHR$(241) THEN 1938 WP
1930 IF y=2 THEN 1699 NG
1940 ya=y-2:60T0 1879 B
1959 IF y=20 THEN 1699 PV

i

1968 ya=y+2:G070 1870
2000 REM **+ deplacement de la boul ’FB
|

2010 IF (x=5 AND y=2) OR (x=31 AND JDR
y=2) OR (x=3 AND y=20) OR (x=31 AND
y=20} THEN 1699

2029 IF x=3 THEN sens=1

2030 IF x=31 THEN sens=2

2040 IF y=2 THEN sens=3

2059 IF y=20 THEN sens=4 #R6
2060 LOCATE x,y:PRINT™ © 2TH
2070 ON sens GOTO 2110,2146,2179,22 >C1
%)

2080 IF essai(x,y)=1 THEN essailx,y 7
)=@:coup=coup-1

*RB
*RD
+RD

| 209¢ LOCATE x,y:PEN 2:PRINT CHR$(23 EM

1)

2100 xa=xiya=y:G0TO 1699 JUP
2110 GOSUB 2300: x=x+2 pal
2120 IF INKEY(69)=0 THEN x=3: YIN
2130 IF x=31 OR =5 OR y=2 OR y=20 ORH

THEN 2080 ELSE 2079

2146 GOSUB 2390:x=x-1"

2159 IF INKEY(67)=0 THEN x=S:y=2
2160 IF x=5 OR x=31 OR y=2 OR y=2!
THEN 289 ELSE 2070

2170 GOSUB 2300:y=y+2

2180 IF INKEY (69)=0 THEN x=3:y=2
2199 IF x=5 OR x=31 OR y=20 OR y=2
THEN 2080 ELSE 2079

2200 BOSUB 230@:1y=y-2 PR
2210 IF INKEY(69)=0 THEN x=3:y=2  ?IN
2220 IF %=5 OR =31 OR y=2 OR y=20 :TB

THEN 2080 ELSE 2070

2300 REM ##+ test de position des a JLC
imants **%

2316 aimant=1

2320 IF aimant (x+2,y)=1 THEN aimant
=aimant+1

2330 IF aimant(x-2,y}=1 THEN aimant
=aimant+2

2349 IF aimant(x,y+2)=1 THEN aimant
=aimant+4

2350 IF aimant(x,y-2)=1 THEN aimant
=aimant+8

2360 ON aimant GOSUB 2389,2410,2470 FBW
, 2380, 2536, 2590, 2600, 2538, 2618, 2670
,2680,2610,2380, 2419, 2478

2379 RETURN

2389 IF sens=1 OR sens=2 THEN trace
$=CHR$ (154) ELSE trace$=CHRS(149)
2399 IF %=5 OR x=31 OR y=2 OR y=20
THEN RETURN ELSE GOSUB 2692

2404 RETURN YEK
241% ON sens GOTD 2420, 1690,2450,24 »CW

SFF
v

Bl

1)
2420 IF x=5 THEN x=3:1y=2:RETURN *16
2439 IF (aimant=14 AND sens=1) THEN 7BR

- 28 wm

>FB ¢

t

\257% IF (aimant=B AND sens=3) THEN

sens=2: x=x-4:RETURN

2449 BOTO 2530 >MH
2450 sens=2: trace$=CHR$(153):G0SUB  »BF
26901 y=y-2¢ x=x~2: RETURN

2443 sens=2: trace$=CHR$(156) :6OSUB
26901 y=y+2: x=x-2:RETURN

2470 ON sens GOTO 169@,2480,2519,25 »CC
20 3
2480 IF %=31 THEN x=33:y=20:RETURN = CB
2499 IF (aimant=15 AND sens=2} THEN »BX

2BR

sens=1:x=u+4:1RETURN
2500 60TO 2619 2MD
2510 sens=i:trace$=CHR$(147):60SUB »BL

x=x+2: RETURN
trace$=CHR$ (156) :60SUB  »GD

2699:y=y-2:

26991 y=y+Z1 x=x+2:RETURN
2533 ON sens GOTO 254@,2550,2360  »YA
6R

trace$=CHRS (133) :605UB
=y-Z:RETURN
trace$=CHR$ (147):60SUB  »6U
y=y-2:RETURN
2560 IF y=2 THEN x=31:y=0:RETURN

A
2AH
sens=4: y=y-4:RETURN

2580 BOTD 2479

2599 IF sens=1 THEN 2536 ELSE 2410

2600 IF sens=2 THEN 2338 ELSE 2472

2610 ON sens GOTO 2620,2630,1692,26
40

2620 sens=3: trace$=CHR$ (156) :60SUB

NP
paA S
SIX
»CA

2699z x=x~21y=y+2: RETURN

2639 sens=3:trace$=CHRS (150):G0SUB »GH
26903 x=x+21y=y+2:RETURN

2640 IF y=20 THEN x=S:y=22:RETURN BU
2650 IF (aimant=12 AND sens=4) THEN »BY -
sens=3:y=y+4:RETURN

2660 GOTO 2410 MJ
2679 IF sens=1 THEN 2616 ELSE 2418 »IW
2489 IF sens=2 THEN 2610 ELSE 247¢ JIE
2699 IF essaiix,y)=1 THEN essai(x,y WF
y=9: coup=coup-1

2700 PEN 3:LOCATE x,ysPRINT trace$ >C1
271@ RETURN 3FD
2800 REM #*% placer un aimant +4¢ YV
2810 IF coup{>nbraimant THEN 2840 »EBF
2829 PEN 2:LOCATE 5,24:PRINT"Suppri >FF
mer d'abord un aimant”

2830 GOSUB 4066:FOR i=1 TO 2000:NEX >CU
T i:60SUB 3356:60T0 1499

2849 GOSUB 2899 WF
2859 LOCATE joux, jouy:PEN 2:PRINT C MA

HR$(232)

2B6% IF aimant(joux, jouy)=1 THEN sc >TE

are=scoretl

2879 essai (joux, jouy)=1:coup=coup+l >GF

2880 IF coup=nbraimant THEN 3200 EL >JX
SE 1690

b



2899 PEN 2:LOCATE S,24:PRINT"Coordo >

nnees {lettre,chiffre}”;:GOSUB 4060

2909 INPUT joux$, jouy

2916 joux=ASC (joux$) : IF joux>9% THE
N joux=joux~32

2920 IF {jouy<! OR jouy’8 OR joux<é
5 OR joux>74) THEN GOSUB 3352:60TD
2899

2930 joux=(joux-39)+(joux-64}: jouy=

(jouy+1)#2

2940 GOSUB I35¢

2950 RETURN

3009 REM ##+ suppression d'un aiman
t

301 GOSUB 2899

3920 IF essai(joux, jouy)<:1 THEN 39
16

3039 LOCATE joux, jouy:PRINT" "

3040 IF aimant (joux, jouy)=1 THEN sc @

ore=score-i
1099 essai (jouy, jouy}=8:coup=coup-1

3060 GOTO 14699

3106 REM ##* abandon ##%

3119 PEN 2:LOCATE 5,24:PRINT"Positi
on des“jnbraimant;“aimants"

3120 GOSUB 4@60:FOR i=1 TO 2068:NEX
Ti

3130 FOR i=7 T0 29 STEP 2

3149 FOR j=4 TO 18 STEP 2

3159 IF aimant(i,j)=1 THEN LOCATE i
4 jsPEN 1:PRINT CHR$(232)

3160 NEXT j,i

3170 LOCATE 5,24:PEN 2:PRINT scare;
"aimant(s) bien place(s}”

3180 GOSUB 4068:FOR i=1 TO 4808:NEX >

Ti

3190 6OTO 3300

3200 REM ##+ tous les aimants sont
places ## \

3210 PEN 2:LOCATE 5,24:FRINT nbraim >

ant;“aimants a placer au total"
3220 LOCATE 35,20:PRINT* ¥

3230 GOSUB 4660:FOR i=1 TO 2008:NEX
Ti

3249 IF coup=score THEN 3280

3250 PEN 3:LOCATE 35,20:PRINT coup-
score

3260 GOSUB 4060:FOR i=1 TD 2066:NEX
Ti

3270 GOSUB 3350:60T0 1692

3280 GOSUB 3350:LOCATE S5,24:PRINT"T
ous les aimants sont bien places”

3299 GOSUB 4060:FOR i=1 TO 2000:NEX

Ti
3300 GOSUB 3350:60SUB 4060:LOCATE 3
4 24:FRINT"Voulez-vous rejouer (O/N}

oRF

JHK

»¥U
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*XF
JEY
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>IN
k1

GF

»

3316 a$=UPPERS$ (INKEY$):IF a$="" THE
N 3318

3320 IF a$="0" THEN 850

3330 IF a$>*N" THEN 3310

3346 CLS:BORDER 1:INK @,1:INK 1,24:
PEN 1:END

3350 LOCATE 5,24:PRINT SPACE$(34)
3366 RETURN

3560 REM ##¥ reqles #4*

3519 CLS:LOCATE 14,2:PEN 2:PRINT'R
EGLES

3520 LOCATE 13,3:PEN J:PRINT" ;

353 FEN 1:LOCATE 2,6:PRINT" Vous d >

isposez d’une bille aimantee pourvo
us deplacer sur une grille de jeu."
3546 PRINT"Vous ne pouvez deplacer
1a bille que surle pourtour de cett
e grille.”

355@ PRINT:PRINT" Par contre, la bi ’

1le peut etre lanceesur la grille
, elle se deplace en lignedroite p
our atteindre le cote oppose.”

3568 PRINT:PRINT" Bien entendu,l’or >

dinateur a dispose, auhasard, des a

W

SPU
QY
JLB

JBC
oFF
PP
NI

imants de meme nature surla grill

8"

357 PRINT:PRINT® Si un aimant se t >

rouve sur le chemin devotre bille,
celle-ci est repoussee etvoit sa
direction modifiee."

3589 BOSUB 3910

3599 FRINT:FRINT*Exemplie :"

3608 LOCATE 23,Z:PEN J:PRINT CHR$(1

96)+" “+CHR$ (149)

3610 LOCATE 23,4:PRINT CHRS (149)+"
“+CHR$ (147)+" "+CHR$ (154)+" "+CHR$(
197

3620 LOCATE 21,6:PRINT CHR$(154)+"
"+CHR$ (133)+* “;¢PEN 2:PRINT CHR$(2
32)31PEN 3:PRINT" "+CHR$(130)+" “+C

HR$ (154)

3430 LOCATE 21,B8:PRINT CHR$(199)+"
"+CHRS (154)+" "+CHRS (156)+" “+CHRS (
1494 0

3649 LOCATE 25,10:PRINT CHR$(149)+¢
“+CHR$ (198)

3656 FOR i=262 TO 358 STEP 32

Jeb® PLOT 343,1,1:DRAW 439,1

3679 NEXT i q

3680 FOR i=343 TD 439 STEP 32

3699 PLOT i,262:DRAW 1,358

3700 NEXT. i

371¢ LOCATE 2,5:PEN 2:PRINT CHR$(23

2)4" 1 aimant*

3720 LOCATE 2,7:PEN 3:PRINT CHR$ (15

4)+" ¢ trajet bille*

i -

»J6

>BA

PR

WE[

D
4B
*VH
2B
SVF
JUE

il

3738 LOCATE 1,13:PEN 1:PRINT"Les ai

mants ne sont pas visibles, a vousd
e determiner leurs positions en dep
lac-ant la bille sur toute la grill
-

3740 PRINT:FRINT"Le nombre d’aima

n

3756 PRINT"Lorsqu‘ils sont tous pla
ces, | ‘ordinateuratfiche le nombre d
‘aimants mals places.*
3760 PRINT"A vous de les replacer a
u bon endroif...*
3779 GOSUB 3918
3780 LOCATE 1,7:PRINT“Le jeu possed
e un mode normal (difficilelet un mo
de trace(facile).”
3799 PRINT:PRINT"En mode trace, un
trait s'atfiche sur lepassage de la
bille, alors qu'en modenormal,
{ il ne s’aftiche rien."
| 3800 PRINT:PRINT"Si la bille dispar
ait apres un lancementet ne reapara
it plus, elle est entreedans une

boucle et ne peut plus s’enech
apper, "

3819 FRINT:PRINT"Pour la liberer ap
puyez sur la touche G."

3820 GOSUB 3918

3839 LOCATE 11,2:PEN 2:PRINT'ROLE D
ES TOUCHES"

384@ LOCATE 10,3:PEN 3:PRINT"

..

385¢ LOCATE 10,6:FEN {:PRINT" (F)lac
er un aimant"

3B6@ LOCATE 10,8:PRINT"(S)upprimer
un aimant®

3879 LOCATE 16, 10:PRINT" (A)bandonne
rle jeu"
3880 LOCATE 10,12:PRINT CHR${240);C
HR$ (241) ;CHRS (242) ;CHRS (243) ;" Depl
acer la bille®
3896 LOCATE 10,14:PRINT® (COPY) Lanc
er la bille"
3909 LOCATE 10, 14:PRINT" (Qluitter u
ne boucle*
*\3910 LOCATE 10,25:PEN 2:PRINT*Appuy
ez sur une touche"
3928 CALL &BB2b
3930 CLS:PEN 1:RETURN
4099 REM ##* sonorites #*
4010 FOR =3 T0 15
4020 SOUND 2,440, 1,1
4030 SOUND 2,445,1,1
4049 NEXT i
4050 RETURN
4060 SOUND 5,209,58,9
@ 4079 RETURN

VA

WFF

nts a trouver varieentre 5et 16

ALY
/
KD
e
WL

JED

26E

7WH

/

pot)
*RL

>IA
2¥X
>XQ
2UK

SN

R
Wy
JHH

SUH
SRV
Y
LI
NV
NB
VD
W
SNH
FE@®



	CPC HS 8 - Page 25.jpg
	CPC HS 8 - Page 26.jpg
	CPC HS 8 - Page 27.jpg
	CPC HS 8 - Page 28.jpg

