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70-220 displ'aying the maze and tilt indicators 108 NEXT
. 230 starting the clock and Initialising variables 168 COLOUR 1,8: CSR 1,1: PRINT CHR#$(131)
40-250 re-eéntry point for each calculation: clearing tilt ] 170 LET X=1:z LET ¥=1: LET NX=1: LET Ny=1
pointers from screen 1880 COLOUR 1,2: CSR 29,21: FRINT CHR#%(13

2)
198 COLOUR 1,13: CSR 31,12: PRINT "#"
208 CSR 15,23: PRINT “"*";

260-350 reading keys, calculating and displaying tilt
360-370 c'alcylating the next position for the ball
380-460 finding out if the ball s free to move to this position

and what would happen if it went there

470 moving the ball (unless already down a hole)
450-490 preparing for next move

500-600 ball falls down a hole (sound effect and return ball to

start)

610-650 ball falls down fina] hole; display time
1000-1230 DATA for walls of maze

2000-2010 DATA for positions of holes (except the green one)

2184
224
238
LET

248
28
26
278

SPRITE 1,1,124,4,8,8,8: LET SX=124
SPRITE 2,2,252,92,8,0,0: LET SY=62
CLOCK "@2002a": LET AX=0: LET AY=0:
VX=@: LET VY=0@

IF AX<>®@ THEN ADJSPR 1,1,@

IF AY<>3 THEN ADJSFR 1,2,@

LET A=ASC ( INKEY$)

IF A=25 AND AX<® OR A=8 AND AX>@ THE

M LET AX=0

3000-3010 subroutine to detect when a sound 1is finished gg ig :iésﬁzgnﬁii{ ig :::ggg tgi 2§f2§+i

S@

IF A=10 AND AY<@ OR A=11 AND AY>@ TH

The program EN LET AY=0
318 IF A=10 AND AY<1@8 THEN LET AY=AY+l
328 IF A=11 AND AY>—18® THEN LET AY=AY-1

18 REM %% BALL MAZE wx

2@ DIM H(Z@,2)

3@ CTLSPR 1,8: CTLSPR 2,7: CTLSFR 6,0

g? ggzﬁzl i,15?,@,6@,126,126,12&,126,63,
. » 151,255, 255,255,255, 255, 255,

=e
200 4 255

3? gEMﬁﬁT 1,131,0,60,126,102,102,126, 60,
P: GENFAT 1,132,0,126,126,126,126,126,17

-

IF AX<>@ THEN ADJSPFR 2Z2,1,5X+8#AX: A

DISPR 1,1,13

S48

IF AY<>® THEN ADJSFR 3,2,5Y-B*AY: A

DISPR 1,2,13

a7
LYY
X)zs

S/

LET UX=UX+AX*2Z: LET VY=VY+AY*Z
IF ABS(VX) >18 THEN LET NX=X+1#5GN(V

LET VX=1&
IF ABS(VY) >1@ THEN LET NY=Y+1%#5GN{V

&, B Y): LET vY=0
68 GENFAT F11,24,60,126,219,153,24,24,24 -850 LSR NX,Y

: GENPAT 3,2,24,48,96,255,255,94, 48, 24
70 VS 4: CLS : COLOUR @,15: COLOUR 1.4:
COLOUR 2,4: COLOUR 4,4 .
B@ CSR 8,0: FOR J=0 TO 23

S8
448
410

4220

LET CX=ASC (SFK#$)
CSR X,NY: LET CY=ASC (SPK$)

CSR NX,NY: LET CZ=ASC(SFK%)

IF CX=129 OR CY=129 OR CZ=129 THEN

7@ READ A% GOTO S28

180 FOR K=8 TO 31: IF K=3i AND J=23% THEN 4383 IF CX=151 THEN LET VX=0@: LET NX=X
GOTO 120 44@ IF CY=151 THEN LET VY=@: LET NY=Y

11@ IF A$(K+1)="1" THEN PRINT * "s ELSE 45@ IF CZ=151 THEN LET VX=08: LET VY=0:

PRINT CHR$(151) ;
120 NEXT : NEXT
138 COLOUR 1,1: FOR J=1 TO 2@

148 READ H(J,1): READ H(J
E : 2): CSR H(J
yH(J,2): PRINT CHR$(129) '

LET

461
47@

NX=X: LET NY=Y
IF CX=132 OR CY=132 THEN GOTO 416
CSR X,Y: PRINT * ": CSR NX,NY: PRINT

CHR¥(131)
488 LET X=NX: LET Y=NY



GOTO 24@

CSR X,Y: PRINT " =

IF AX<>B THEN ADJSFR 1,1,0
IF AY<{>@ THEN aDJSPR 1,2.@
SOUND @,400,140,50,0, 100, 1
GOSUE Z00@

SUUND @, 1000,240,0,-15,7@, 1
GOSUE 3080

SOUND 2,0,0

LET AX=8: LET AY=@-: LET VX=@: LET vy

LET X=1: LET Y=1: LET NX=1: LET NY=1

LET T=VQL(HID$(TIHE$,3,2))
CSR 3,3: ADJSPR 1,1,8: ADJISFR 1,2,8
FRINT "You won' - in i7" minutes®

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

DATA

ball viaze 85

11538 DATA V12111111101 110101118121010111

@i
1140 DATA 8181A00000010001010000821012101

31
1108 DATA 91111111111131118310111@6311111@1

Ai
1160 DATA 812100000000 1000101010102000A1

Al
1178 DATA B181G1111111311111801@21011180111%

81
1183 DATA 81110100804310180000101012148101

Bai
1190 DATA Q1R1R1P1111111011121212121901481

a1
1280 DATA 4101010000000001012001000121020

a1
1219 DATA B101B811111111111@111111111@111

ai
1278 DATA 20000000008002000000020000000000

@Al
1250 DATA AB0BA1111111111111111111118000

nl%
?@@8 DATA 19,1,25,1,29,1,15,5,1,7,23,7,1
1,8,27,9,29,9,7,11

201@ DATA 11,11,21,13,23,13,15,15,3,17,2
2,18,7,19,19,19,23,19,1,21

3000 IF FEEK (64@82)< >PEEK (64@884) THEN G
0TO 200

Z@1@ RETURN

Variations

A new maze can be designed on a sheet of squared paper, 32 squares
across and 24 squares deep. This includes the wall around the maze
and the tilt indicator area. Shade in squares to define where the
dividing walls are to be. The DATA consists of 24 groups of 32
digits, one group for each row of the design. Where there is a shaded
square (wall), the digit i1s a ‘I’; where there is a blank square (path)
there 1s a ‘0. Replace the listed lines 1000 to 1230 with lines
containing details of your own maze. Alter lines 2000 and 2010 to

give the positions of the holes in your maze. These are given as pairs





