FIFTEEN PUZZLE

CLASSIFICATION: Educational

Use the cursor movement keys to arrange the numbers into order with
the minimum number of moves. Press ‘Q’ to quit the game.

PROGRAM
Variables

CHARS$(16)
XCOOR(16), YCOOR(16)
POSITION(16)
DISPLAY
FEEDBACK
WIN

R1, R2
SPACE
COL(16)
COUNT

T,A B C,D

Defines 16 character strings for the numbers
Each number’s coordinates

The number contained in each position
Flag for displaying move number

Flag for audio feedback each move
Can win if random set-up

Random numbers

Blank position

Colours for each number

Count of moves

Temps

121



Program Structure

Lines Function/Activity

40 Call initialisation

80 — 190 Main loop

230 — 280 Games won

320 — 890 Character/variable initialisation
QP — 1240 Screen/other initialisation

1270 — 1340 Character block print

1380 — 1390 Game over
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FIFTEEN FUZZLE

40

b7}
9@
100
110

140

150

180

190

Call initialisation routine

GOSUB 320 @ COUNT = 1

Main loop

AF = [INEEY#® @ IF A% = "" THEN 80

IF A = "(" OR A% = "q" THEN 1780

IF DISFLAY THEN FEN 2 : LOCATE 1,1 : FRINT "MOVE.#" 3 C

QUNT

IF ABC(A%) = 240 AND SFACE > 4 THEN FOSITION(SFACE) = P
OSITION(SPACE — 4) 1 FOSITION(SFACE ~ 4) = 16 1 SFACE =

BFACE ~ 4 ¢ Z = POSITION(SFACE) ¢ X = XCOOR(SFACE) & Y =
YCOOR (SFACE) ¢ GOSUR 1270 ELSBE 130

o= FOSITION(SFACE + 4) ¢ X = XCOOR(SFACE + 4) = Y = YC

QOR(SFACE + 4) 1 (GOSUR 1270

IF ASC(A%E) = 241 AND SFACE < 1% THEN FOSITION(SFACE) =

FOSITION(SFACE + 4) x FOSITION(SPACE + 4) = 16 1 SFACE =
SFACE + 4 @ Z = FOSITION(SFACE) : X = XCOOR(SFACE) 3 Y
= YCOOR (BFACE) ¢ GOSUBR 1270 ELSE 150

L = FOSITION(SFACE - 4) ¢ X = XCOOR(SFACE - 4) : Y = YC

OOR(SPACE - 4) @ GOSUR 1270

IF ABCAF) = 242 AND (SFACE <> 1 AND SFACE < % AND SFA

CE < 9 AND SPACE <> 13) THEN FOSITION(SFACE) = FOSITION
(BFACE - 1) 1 SPACE = SFACE - 1 1 POSITION(SFACE) = 16 E

LBE 170

Z = FOSITION(SFACE + 1) & X XCOOR(SFACE + 1) @ Y = YO

OQOR(BFACE + 1) : GOSUR 127@ @ Z = FOSITION(SFACE) 1 X =
XCOOR(SPACE) = Y = YCOOR(SFACE) : GOSUER 1270

i

IF ASC(A%) = 247 AND (SPACE <> 4 AND SFACE <> 8 AND SFA
CE 12 AND SFA #16) THEN FOSITION(SFACE) = FOSITIO

NISFACE + 1) 1 SFA
ELSE 80

o= BFACE + 1 @ POSITION(SFACE) = 164

ITTTON(SFACE 1o X o= XCOORBPACE - 1) 3 Y = Y(
R (¢ E 1) GOSUR 1270 ¢ Z = FOSITION(SFACE) & X =

XCOOR(SFACE) ¢ Y = YCODR(SFACE) @ GOSUR 1270

COUNT = COUNT + 1 : FOR T = | TO 16 : IF FOSITION(T) =

T AND WIN = 1 THEN NEXT T : GOTO 230 ELSE 80

Player wins

MODE @ @ SOUND 1, 200, 100, 1%, 1, 1, 1

LOCATE 3, 8 ¢ PEN 7 2 FRINT "CONGRATULATIONS'"
FEN 10 : LOCATE 14, 1@ : FRINT "You.did.it ., in"
FRINT COUNTy "MOVES."

FOR T = 1 T0 2000 + NEXT T

RUN

Character and variable initialisation
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H

MODE 1

BORDER @

FAFER O

INK @, @

INK 1, 18

INK 2, 15

INK 3, 24

SYMEOL. 240, @, @, 96, 96, 96, 96, 96, 96
SYMBOL 241, @, @, %, 3, %, X, 3, 3

SYMEOL 0. 0. 99, 99, 99. 99, 99, 99
SYMEOL. 9b, 96, 96, 9%, 9%, 96, 96, 96
GYMBOL. 99, 99, 99. 99. 99. 99, 99. 99
SYMEOL 245, @, O, 248, 248, 0, @, @, ©

SYMROL. & 2, B, 248, 248, 24, 24, 24, 24
SYMEOL. @, @, 24, 24, 24, 24, 24, 24
SYMEOL 2 248, 248, 24, 24, 24, 24, 24, 24
SYMBOL. % 248, 248, 0, @, 0, @, 248, 248

SYMEOL. 24, 24, 24, 24, 24, 24, 248, 248
SYMEQL. 248, 248, 24, 24, 24, 24, 248, 248
DIM CHA »!‘v(l(u)

FOR T = 1 70 1é&

READ A, B, Cy D

CHARE (T) = CHR$(A) + CHRE(R) + CHR#(C) + CHR#$(D)
NEXT T

DATA 2 e
DATA 249
DATA 2z, 2 3 251
DATA & 24 248
DATA 2801
DATA , a1
DATA 52 149
DATA 251
DATA 2 201

DATA 2

- by
246, 244, 250

DATA 242, 32, 244, 12

DATA 2 246, 244, 249
DATA 2 240 2N
DATA :

DATA 2
I)A TA 3

A i) "FIFTEENJUZZLE"

OCATE 4,9 ¢ FRINT "DISFLAY MOVE
A% = INKEY$ @ IF A% = "" THEN 8
F oA = "Y" OR AF = "y" THEN DISFLAY = 1

FIRINT 2 PRINT TARG) 3 "AUDIO, BACK JON L (Y/N) G2
[ g IR AE om0 THEN
OR AF = "y" THEN F
“RINT TAR (4) "RANDOM
£ 0 IF A% = "' THE
"y" THEN WIN = )

MUMBER , (Y/N) 2"

BACK = |

=UF LY /N L2

BOTO 890 ELSE IF A$ = "Y"
WIN =
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Screen and other initialisation

H

MODE 1

FOR T = 1 TO 400 STEF %

MOVE @, 200

DRAW 320, T, RNDC1L) * 2 + 1
MOVE &1219, 200

DRAW 321, T, RND@) * 2 + 1
NEXT

LOCATE 16, 7

FEN 3

FRINT CHR#%(214) 4

FOR T = 1 TO 8

FRINT CHR#(143) 3

NEXT T

FRINT CHR# (21%)

LOCATE 16, 8

FRINT STRINGE( 10, CHRE(143))
LOCATE 16, 9

FRINT S8TRING#( 10, CHR$(143))
FOR T = 1@ TO 17 = LOCATE 1&, T :
mamnna' ot CHRECL4Z) 3 NEXT T
LOCATE 16, 18 @ FRINT CHR$(211) 3

FRINT CHR#(143)

FRINT STRING#( 8, CHR£(143))3 CHR$(212)

FAFER X ¢+ PEN @ & LOCATE 18, 8 @
@+ FEN 1
IF WIN = @ THEN GOTO 1210
FOR T = 1 TO 3@
K1 = CINTC RND(1) * 135 + 1
R2 = CINTC RND(L) % 1% + 1
01 = POSITION(RL)
02 = POSITION(RZ)
FOSITION(RL) = Q2
FOSITION(RZ) = 01
NEXT T
JRT = 1 TO 16 ¢ IF FOSITIONCT)
GE NEXT T
DIM COL (L&)

)
)

FRINT "FUZZLE"

16 THEN SFACE

FOR T = 1 T0O 16 5 COLCT) = CINT( RND(1) % 2 + 1)

T
FOR T = 1 T0 16 ¢ Z = FOSITIONCT)
YCOORCT) ¢ GOSUB 1270 & NEXT T

X = XCOORCT)

#

-

"
e

FAFER

NEXT

Y =

Character block print

FEN COL.(Z)

COUNT = COUNT + @.5

IF FEEDEACK THEN FRINT CHR$(7) 3
LOCATE X, Y

FRINT LEFTE( CHARE(Z), 2 )
LOCATE X, Y + 1|

FRINT RIGHTS( CHARS(Z), 2 )
RETURN
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k4]

Game over

ATE 1,03
END

FRINT

ChexSum Tables

4w
S

BB RE

12661
L1742

1289

L1 74%

YA ¥4
"]
117a

1459
1&6E2
1185
1704
2013
1706
2198
718

101
1189

7@
atzi]
HOW ==
eYlv]

GLO =
HLY =
bR
LHAQ =
abe =
LHbA
bT70
6HBQ
HOQ =
700
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"bye for now!
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