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DRAGI FERICE :

Citanje ovog uvoda &isti Jje gubitak tvoga dragocenog vremena
i1 racunarovih mikrosekundi. Zato preskoéi nekolikeo kilobaijtova
teksta na ovim stranama, otréi do radunara, uklijugdi ga i u
kniizi izaberi prikladan program. A zatim, Ferice, Jjuris na
gumice!

Jog ditas, umesto da se bacis na posao? Kako hodes, kniiga Je
nase nalivece blago!

Verovatno znate pridu o uéeniku koii je udéio kovadki zanat.
Tri godine ie gledao malistora kako radi, a kad mu je otac kupio
kovatnicu, nije umeo da iskuie nista upotrebliivo. Mozda i wvi
mislite da dete postati odliéni programeri ili  eventualno
pametniji od komsija koii  J1od nemaliu radunar, ako budete s
palcem na okidadu bulijili u ekran?

Ova knjiga pruza vam dve mogudnosti: prvo, da naudite
programiranie u beijsiku; drugo, ostavide vam mnogo simpatidénih
igara i1 korisnih programa. Svi oni ¢e wvam u bududem radu
posluziti samo kao okosnica. Ako ih budete korigirali, uéinili
bolijim i zanimlijiviiim, pogaliite ih u urednistvo nase revije, a
mi ¢emo ih postaviti onde, gde im je i ' mesto: na one strane
naijcitaniije jugoslovenske racdunarske revije predvidene za te
programe.

Ovom kniigom, prvom iz svoije biblioteke, Mojd mikro 2eli da
popuni prazninu u domadoi racunarskoj literaturi. Fosto smo uvek
podsticali kreativnost ¢italaca, izbor programa zaista nije bio
problem. Osam strana, na koliko Maoi mikro objavljulie programe,
ni u kom sludaju nije dovolino za sve ome kasete i listinge,
koil svaki dan sti2u u nase urednistvo. Nastoldali smo za knliigu
ostaviti sto vise karakteristiédnih programa, da bismo vlasniku
racunara nalipotpuniije predstavili mogudnosti koje pruza ugradeni
programski Jezik beidsik. Istovremeno 2elimo da ga naudimo
tehnici programiranja, pa ¢ak 1 sitnim trikovima i1 magiiji da bi
mu racunar postao 3jos pristupadniliim.

Uzgred: brojevi 1spod naziva programa nisu nikakve
tajanstvene hakerske 2ifre, nego predstavliaiu ’'dufinu programa u
bajtovima. Uskoro cete nauditi kako te brojeve prevesti u
vremenske 1edinice i1 tako cete videti da 11 dete, pre nego sto
s2 na vasem kudénom televizoru pocénu da ubiliaju Ffilmski Z2andaril 1
lopovi, uspeti da ukucate jos neku streliacku veZbu.

{gre ne mogu ni u koiem siudaju da se usporede s remek—delima
protesionalnih kovada snova, ali ce zato igrica u bejsiku, koau
sami napisete ili upotpunite, vama pruZiti Jos vise radosti.
Samo pomislite na to kakvo vamzadovolistvo moZ2e pruZziti pucanie
u novu nastavnicu iz matematike i1li1 u novog sefa! Mofda Marsovci
1 nisu krivi Za sve zlo na ovom svetu.

nNecete saznatl koliko mofete da naucite dok budete nastolialil
da ulepsate slicice ili ubrzate izvodenie neke petlie. Nista ne



trena da ostane taina. U vezi sa svim programima trudili smo se
da oblasnimo sta rade 1 savetovali sta mo?e da se  popravi  1li
upotpuni. Na tai nadin necete postati automati za kucanie, nego
liudi koii znaju da nareduju racunaru.

U nagol reviii racunar ved kuva kafu, ako mu dovol ino dugo i
ubedl jivo nareduiemo!

Ako budete marlijivo kucali i ucili, mo2da dete i wvi na
racunaru moéi da skuvate kafu' Ne veruiete? Foénite da izvodite
programe i dok dodete do kraja kniige bicde vam, moXda, Jjasno
zasto Jje racunar tako vreo.

2Ziga Turk i Ciril Krasevec

....-.._...._._.—_.-_..__._______..._...H___—_-........_..._._.__._..._....._..____-_..__.._.._____._....._..._.___-._—__..-.....______._..-_.....__

Pogrami u ovoj knijizi nisu ispisani naredbom LLIST, nego smo se
posluZili s programom LLIST 2.0 ((c) 2.T.). Nadamo se da su
programi zato pregledniiji i da de kucanje biti lakse. Takav
listing ima nekoliko karakteristika, zbog cega savetuijemo da pre
kucanja procitate nekoliko slededih redova. -

1: Za brojeve redova rezervisano Jje prvih pet kolona. U njih se
ne stampa sadr?aj reda. Na kraju reda recd¢i se ne dele, nego
SuU Zapisuju u novom redu.

2. EBElok grafika Stampana je taéno takva onakva je i na
tastaturi.

3. UDB znaci zapisani su kurzivom.

4, Inverzni znaci koii se kucaiju pritiskom na taster INVERSE
VIDEO <IV> i TRUE VIDED <TV>, zapisani su naglageno i
podvuceni su. Prilikom kucanija potrebno je pre prvog znaka
pritisnuti taster <IV>, a iza poslednieg <{TV:>.

<. Kodovi za boje, koji se kucaju u E naéinu pritiskom na broj,
napisani su izmedu dva trougla. <i7> znaéi da treba
pritisnuti oba SHIFT tastera i tako preé¢i u E nacin, a zatim
CAFPS 7 za INK 7. Na sliéan naéin oznaceni su jos i FAPER,
BRIGHT i FLASH, koji se takode unose kao nevidljivi kontrolni
znakovi.

6. Izmedu npavodnika i u redovima REM su razmaci (SPACE)
oznaceni znakom koiji podseéa na karo. Broj razmaka vaZan je
samo ovde, drugde ih ne treba kucati. Karom su  oznadeni da
bismo ih lakse prebrojali.

Sve sto budete videti u ovoid kniizi pripremlijeno Jje radcunarom
Sinclair spectrum i Stampano Stampadem Star delta. Slike na
naslovnoi strani s dozvolom su pozaimliene iz igre "KONTRABANT
2", gde takvih i jos lepsih slika ima vide od 30. Crte2e je
nacrtao Saso Jankovié, a u racunar ih Je pomodu programa PIXASSO

preneo Matevi Kmet i fotografisao Nikola Simid.
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VUIE O T
3367

Igra je k nama dosla iz bosanskih Planina, gde se - kazy -
liudi jos zimi bore protiv vukova. Elektrifikacija je obuhvatila
i niih, pa se i gorstaci, kad im vukovi dozvole predah, rado
igraju radcunarima. Hrabrog selijaka sa sekirom morate da
postavite ispred brdskog sela da ga brani od vukova. Ako uspete,
vikade vam HURA. Na pocetku dete imati pet Z2ivota odnosno pet
hrabrih selijaka koii c¢e svim silama nastojati da zaustave divlji
fopor. Seljaka pomerate tasterima S5 do 8.

U redovima od 10-80. nalare se uputstva i inicijalizacija
promenliivih. Od 80. do 180. defini&u se grafidki znakovi =za
2ive 1 mrtve vukove, stabla, za %*ive i mrtve selijake. U 400,
redu program nacrta stabla, a od 200. do 290. peisaz. 0d 300. do
390. startulie vuk, ¢ita se tastatura i, ako bude srede, ubiija
zver. U 380 redu se uz veselo Zviidanie ispide rezultat.

1O LET b%$="M.M": LET mi=10: CLS : BORDER Z: FAFER 2: INK 7:
CLS : FRINT AT 0,12;"VUKOVI": PAUSE 200: EBDORDEFR 2: FAFER 2:
INE 7

0 FRINT AT 3,9;“BRDSHD*SELD*UGHDZAVQJU*GLADNI***VUEDVI.*TVDJ*
JE“ZADATAK DL **PDBIJES*SToﬁvISE*VUHDVQ*I*TQED*ﬁSFQSIS*
SvDJE*SELO.*QHU*TI*E*****VUKDUQ*PUBEGNE,ﬁPDJESCE*SVE*****
SELJAKE. ™

20 PRUSE 0@ CLS

40 BORDER 2: FAFER 2: INK 7

o0 LET se=0

60 LET li=5

70 FOR n=1 10 7

80 READ p%

Y0 FOR m=0 TO 7

100 READ a: FOKE USK pé+m, a

110 DATA "g",RBIN 00111100, BIN 01000010, BIN 10000010, BIN

L

11111110

120 DATA "c",RIN QOOT1100,BIN 00101010, RIN 100106100, BIN
01001001, BRIN 00111110,RIN QOOGLO00, BIN 00010100,BIN
00110110

L0 DATA "3V, BIN LUDLGO0D BIN 00010000, BIN 11111110,BIN
QUOTO0DO, BTN QOOLO000, BIN QOOI0000,BIN QOO10000, BIN
QOO 10000

140 DATA “p, KIN COOL00O0,BIN 00101610, EIN 00010100, RIN
CVOOOIOU0EIN 00111111, BIN 01001000, BIN 00010100, BIN
OOI10110

120 DATA “o",0,BIN 1100000, BIN 01100000, BIN 01000000, BIN

150 DATA gt Ok 17 0O, RIN 00100000, BIN 11100010, BIN 01111100,
BIN QUL11100,HBIN CO10G100, BIN QO100100,0

170 DATA "K', RIN 00011100, RIN 00111110, RIN Q1111111 41&F 450 4
17FBIN 00111110, BIN 0010100, BRIN 00010100, RIN 00010100, 0

180 NEXT m: NEXT n

190 FRINT "NHJBDLJI*REEULTQT*“;mi,”PUSTIGQU*JE*“;b$: FAUSE O3
CLS @ PRINT AT 0,03"P": PRINT AT CGyl3"P":s PRINT AT D 2g"pre
FRINT AT O,Z;*FY: BRINT AT Co43"F": LET sc=0

B akcione igre



S00 O sUR 400
210 LET a=11: LET b=l11
DEO OFOR v=1 TO Z0: FRINT AT v,31; INE 4;"#": NERT v
230 LET s=INT (RND¥Z20)+1: LET d=20
240 FRINT AT a,by"For
50 IF 11=4 THEN FRINT AT O,4;"+8"
260 IF 1i=3 THEN FRINT AT O,5;"v&"
270 IF 11=2 THEN PRINT AT OQ,Z3"we"
280 IF li=1 THEN FRINT AT 0O,1;"+G"
290 IF 1i=0 AND scr=mi THEN GO TO 450
200 FRINT AT s,di"d"
T10 IF d=1 THEN FRINT AT s,d;"#": LET li=li-1: LET d=31: LET
s=INT (RND%*20)+1: IF 1i=0 AND sc<mi THEN CLS : FRINT AT 11,
O3 "TVOJI+SELJACT#SUSMRTVI", "UBIO*51+" ; sc; "*VUKDVA", "HOCES*
FONOVO(D/N)": INFUT a$: IF a$="D" OR a$="d" THEN CLS : LET
1i=5: GO TO 170
ZZ20 IF 1i=0 AND sc<mi THEN STOF
I30 LET d=d-1: BEEF 0.005,30: FRINT AT s,d+1;"#+": IF d=0 THEN
FRINT AT a,d;"=": GO TO Z30
Z40 IF INKEY$="8" THEN LET b=b+1: FRINT AT a,b-1;"++"; IF b=31
THEN LET b=30
EEO IF INKEY$="S5"4i7¢ THEN LET b=b-1: FRINT AT a,b+1;"#*": IF
b=0 THEN LET b=1
260 IF INEEY$="6" THEN LET a=a+l:: FRINT AT a-1,b;"%%": IF
a=Z1 THEN LET a=20
270 IF INKEY$="7" THEN LET a=a-1: FRINT AT a+l,b;"&%"
280 IF a=s AND b=d THEN BEEF 0.5,40: BEEF 0.003,30: PRINT AT a,
dy"=": LET d=21: LET s=INT (RNDXZ20)+1: LET sc=sc+l: FRINT
AT 0,213 "MRTVIH="38c: FRINT AT a,b+1.5;"J": GO TO 300
250 60 TO Z40
400 FOR y=1 T0O 40
410 LET z=INT (RNDXxZ1)+1: LET x==INT (RNDXx28)
420 PRINT AT z,x; INE 4;"g"
20 NEXT vy
440 RETURN
430 CLS
460 FOR g=0 T0O Z0
470 BEEF 0.003,g
480 NEXT g
490 CLE ¢ FOR 1=1 TO 20
SO0 FRINT AT 16,125 "HURA'"
510 FRINT AT &,12;"HURA'"
520 PRINT AT 1{,133"P": BEEF 0.005,20
530 CLS
Z40 FRINT AT 11,15;"C": BEEF 0.0035,-30
550 FOR k=6 TO 16&
260 FRINT AT k,Z3"HURA": FRINT AT k,Z20; "HURA"
S70 NEXT k: NEXT 1
580 FOR x=0 TO Z0: BEEF 0.0035,x: NEXT x
370 CLS @ PRINT "POSTIGAD*SI*NAJBOLJI","REZULTAT"
&S00 FRINT "UFISI=GVOJE“IME": INFUT b%
510 LET mi=sc
620 CLS @ FRINT "ZELIS*LI*FONOVDT(D/N)"
6230 INFUT g%
&40 IF g$="D" OR g¢$="d" THEN CLS : LET 1i=5: GO TO 130
L50 5TOR
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Ako 2elite na safari u Keniju, platicdete nekoliko hil jada
maraka, a ako kod kude imate spectrum pladen detiri stotine,
necete imati nikakvih problema.

Racunar ¢e najpre na ekran nacrtati krdo 2ivotinja i negde u
uglu zatreperice kavez. Zadatak je da tim kavezom nekako
1zbrisete ?ivotinje, odnosno da ih strpate u zoolodke vrtove.

Frogram u 10. redu Pozove potprogram za definisanje grafidékih
simbola i ispisivanie uputstava. Izmedu 20. i 0. reda
odlucuijemo koliko Zivotinja dcete uloviti, odnosno u koji deo
Afrike treba racunar da vas postavi (onde gde ima vide ili neqgde
gde ima manie *ivotinja). Izmedu 100. i 200. reda nalarsi se
glavna petlja u kojoi ¢itate tastaturu i premestate kavez. Kada
pohvatate sve *ivotinje pritisnite taster 1. Steta sto radunar
to ne zna sam. Od 200. reda do kraja programa oceniuje da 1i ste
dobri ili losi lovci, a zatim vas ponovo Salie u lov.

Frogram je kratak i Jednostavan. Mnogo detal ja moz2ete 1 da
popravite. Najvide bode u ofi da vreme t nije pravo vreme nego
promenljiva kojia se povedava prilikom svakog prolaska programa
kroz petliu. Mo2da bi trebalo uvesti pravo vreme, tako da
racunar upotrebi tri sistemske promenl jive koje navodi pPrirucnik
za ILX spectrum. Ocenjivanie nije naipravedniije, rezultat bi
morac da zavisi i od toga koliko f*ivotinia ulovite, a ne samoc od
vremena. Promenliiva t treba da bude uslov. U redu 200. i 210,
treba da zavisi i od tog koliko 2ivotinja u stvari ulovite. Jo&
i savet najnestrpliivijima: taster 1, kojim opznatavate da ste
ulovili sve Zivotinije, pritisnite jo3 onda dok 2fivotinie mirno
Pasu po savanama (to je otkrio glavni i odgovorni urednik nase
revije).

10 60 SUR Z40

S LET t=01 LET a=0: LET h=D

S0 IMPUT " b0L TROD 2 TVOT TR G e o in
40 L5

SOOIF n=100 THEM GO TO 20

&HOOFOR =1 TN
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ERIMT AT (FRMDEZO) , (RMDKI L) g v ey

BEER 009,10

NEXT v

LET t=t+1

LET a=a+ (INEEY$="&")~ (INKEY$="7")

LET a=a+{as0)—(ar21)

LET b=b+ (IMEEYS="§8")~ (INKEY&="5")

LET beh+ (bo0)— (b =E0)

FRINT AT a.by AR

BEEF .03, 1

FRINT AT a by oo

IF IMEEYS="1" THEN G0 TO 200

GO TO 100

IE to70 THEN FRINT AT 10,13; FLASH 13 "DOBRO"® s IVOTINIJES
ST HULOVIOHU" T WWREMENUS " g g

IE ta=70 THEN FRINT AT 10,133 FLASH 13 "SLARD" T " v

7 IVOTINJESS T ULOVTOSU" * "YREMENU " 3 g s

FOR p=1 TO S00: NEXT p

CLS @ GO TO 10

FAFER 4: BORDER 4: INE 2: CLS

FRINT AT ©,17%; FLASH 13"SAFARL®

FRINT AT 5,13 "VOZI4EAVEZ FOAFRICTH IoULOVI®oos Z IVORINIE, " "
SR ADSERVOSURUCAT “EOLTED" * "= Z IVOTINJACES=LOVITI. *

FEINT AT 10,43 "S=LEVO ;AT 11,43 "&=DOLE"; AT 12,43 " 7=60RE"
peeGUESZ TVOTINIE)

RESTORE : FOR n=0 TO 7: READ r: FOKE USK "4"+n,r: NEXT n
DATA BIN 11111111, BIN 10101010, BIN 10101010,KIN 10101010,
EIN 10101010, BIN 10101010, BIN 10101010, BIN 11111111

FOR m=0 TO 7: READ r: FOEE USK "E"+n,r: NEXT n

DATA BIN 1111110,BIN 10101010, BIN 10101010, BIN 10101010,
BIN 10101010, BIN 10101010, BIN 10101010, BIN 11111110

EOR p=0 TO 7: READ r: POEE USSR "C'+n,r: NEXT n

DATA BIN 10010000, BIN 01100000, BIN 10010010, BIN 01101111,

RETURMN

akcione igre 11
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Zamislite da ste priglupi kengur i da vas uhvati 1ludi krala
koji Zfeli da ustanovi vas kvocident inteligenciie. Ako to umete
da zamislite dovolino tivo, onda ie ovo igra za vas. Niije suvige
dugadka, a zabavide vas do kasno u noc. Nameniena je svima koji
ved znadju da igraju igre kao 2to su Manic Miner i Jet Set Willy.
Oni koii to ne umeju naudtice osnovne vestine skakania po
razlicitim sobama.

Uputstvo za igru veoma je Jednostavno. Kengurom morate da
cdskakudete kroz sobu i, rarume se, potra?ite izlaz. MoZXete da
pritisnete bilo koii taster, a naijbolii rezultat cete postici
ako kengura vodite tasterima S (leva) 1 8 (desno). On ume da
skate.

Frogram je ocdozgo nadole prili&no Jjasno zapisan. 0Od 2. do 90.
reda nadéi dete uputstva i definisanie grafickih znakova. 0Od P
do 1530. nacrta se scha. Glavna petlia i ¢itanije tastature nalaze
se u redovima SB0-4615. Fotprogram izmedu 620. i &40, reda nacrta
kFengura i pogleda da 1i skok zavr3i na crvenol cigli i da 1i su
u redovima ad 700. do 730. otvorena virata. U redovima od 2000,
do 2450. testiraju se razlicéiti poloZaii kengura (padovi u vodu,
doskoci, odskoci itd.). U redovima od 2600-2700. primetidcete da
prolaskom kroz prvu sobu Jos nilde kraj svibh problema.

Zadatak: Umrite u redovima od J000. do S070. reda.

“REM® " KENGUR "

o

*REM~GET*UF*¢1

LET qw=0

LET as="I"

DAT 255,129,129, 129,129,129,129,255

10 FOR n=0 TO 7: READ a: POEE USR "g"+n,a: NEXT n

12 DATA 24,24,1&,66,48,12&,136,4

14 FOR n=0 TO 7: READ a: FOKE USR "i"+n,a: NEXT n

15 DATA 24,24,8,460,12,30,17,32

18 FOR n=0 TOQ 7: READ a: FOKE USR "ji"+n,a: NEXT n

20 BORDER Z:@ FAFER ©: CLS

30 FRINT AT 1,9; FLASH 13 INKE &3 "GLUF I+EENGURY

40 INE 73 FRINT AT 4,03 "Zamisli, *da¥si*glup®hkengur , wessd
UhvatiD*te*jeﬁludi*kraiJ*i*dam**na*testiranje*da*ustanovi*
tvoi¢ihkoeficijent*inteligenci je*i **#ispsihicke*sposobnosti.,

S0 PRINT @ PRINT

&0 FRINT "Fotraziti“moras®nacin®kakovizaciizvsvakevsobe. "

Gl B B 13

FRINT @ FRINT "Jedini®nacin®da®prezivis®jetda®™, .. ..... & wa
FRINT @ PRINT "#ttstgledisvsmer. "
70 FRINT : FRINT 3 FRINT "UPOTREBLJAVAJ: ¢oSor 3] pyao] oot

e PGl avdesnog

o FAUSE O

o PARUSE 0: CLS : FRINT : PRINT “Fst....mozdavces®laksetdasoos
***nadjes*izlaz*ako*skaciS*naﬁﬁﬁﬂﬂﬁcrvEﬁuﬁciglu.“

87 IF INKEY$<:>"" THEN GO TO 87

88 PALSE o
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20

LET sc=0: LET 1=1: LET men=2

S*REM=GETeUP»2

100 LET y=17: LET u=Z

1448 ELS

120 PRINT "TEST®br.";l:"*kengura:";: FOR i=1 TO men: FRINT ;
INE 33“I"3: NEXT i: PRINT "<POENI="; INK 4jsci"s="

130 INE &3 FRINT AT 21,03 "@A000QQ00GGGQ0Q0QGuanauauasuaaan” ;AT
20, 03 "RERAGT s PARPER 1§ nosssasss s PAPER 03"
Ra" AT 19,03 "39q048"; FAFER 13" IR Re
PAFER O3"4aa";AT 18,03 "aauuu~~ A

140 PRINT AT 1,0; "S@QQa@@qeaauqaqaaaaaaaaqaaaaaaaas FOR i=x
TO 17: PRINT AT i,03"4";AT i,313"4": NEXT i

{50 BEEF 1/7.5,-24: FAUSE 4: EBEEF 1/Z.5,-30: PAUSE 4: BEEF 1/2.

5,-26: FAUSE 4: BEEF 1/2.5,-18: FAUSE 2: BEEF 17/1.28,~22:
FOR i=1 TO 4: PAUSE Z: EBEEF 1/5, (-22-2%i): NEXT i

“REM~glavni®i

IF 1=5 THEN GO 7O 2600
GO SUR ZOOO+1x100

>*REM*glavni ¢2
D) LET e=x: LET r=y

IF y»19 THEN GO TO S000

IF SCREENS$ (y+1,:0)<3"#" THEN LET q=2: IF gw=1 AND INT (RNDX
10)=1 THEN FRINT AT y+1,%;"%": FRINT AT INT (RND¥18+1),INT
(RNDKZ7+2) 3 "@"

IF q=-1 THEN ©0 TO 600

LET r=r-1

LET g=q-1

BEEF {g+1)/100,-20
REM+glavni<®3

IF INKEY$="8" THEN LET a$="I"

IF INKEY$="S5" THEN LET a$="J"

LET e=e+{INKEY$="8")- (INKEY$="3")

IF e>%1 THEN LET 1=1+1: LET sc=sc+1%Z: GO TO 100
PRINT AT y u3"s"

IF SCREEN$% (r,e)<»"#" THEN GO TO &I0

IF SCREENS (r+l1,e)="%" AND g=-1 THEN LET r=r+l
LET y=r: LET u=e

D+REM*MAIN®4

FRINT AT vy.x3 INK IZ;a%
IF y=ky AND x=kx THEN GO SUE 700
G0 TO 490

£99+REM odpr i

FRINT AT 15,31;"+";AT 14,31;"+"

EEEF 1/100,30: BEEF 1/50,10

LET sc=cctl

FRINT AT y+1,x:; INK &6;"4": LET ky=0: LET kx=0
RETURN

REMTTEST®1

PRINT AT 15,7;"aqaa";AT 10,7;"aq"; FAFER 2Z3"4"; FAFER O3 "
‘r} ".-i‘ L1

akcione igre 13



2105
2140

2150

2199+

2200

2210

2220

22530

2299

2300

2310

2E20

2350

2599
2400

2410

2420
2430
2440

2450

2599
28600
2610
2620
2640

2650
2680
2870
2680
2490
24695
2700

4999
=000
o010
S020

SOZ0

T8 A
S040
5045
5030
L&D

S070

FRINT AT 12, 1;"aaaa" ;AT 13,17 "aag"
LET ky=%: LET ku=9
RETURN

REM*TEST¢2

FRINT AT 14,1; FAFER 2:"4"; FAFER SHE

FOR 1=9 TO 29 STEF S5: FRINT AT 19-1/3,1-13"a@" ;AT 11+i/5,i-
Z3"a": NEXT i

LET ky=13: LET kux=1

RETURN

REM=TEST¢3

FRINT AT 4,1; FAFER 2;"a"; PAFER O3"aagn

FOR i=1.TO &6: FRINT AT 20-1%3,1%4; 04" AT (LX3+2), (1 %443y 5"
Qa": NEXT i

LET ky=3: LET kx=1

RETURN

REM*TEST ¢4

FOR i=% TO 24 STEF S: FRINT AT 19,1;"8"3AT 20,1i3"4": NEXT
i

FOR i=1 TO Z: FRINT AT i¥5,1;"@":s IF i*1 THEN PRINT AT (i%
9-2) . 43" a"

NEXT i

FRINT AT 4,35; FAFER Z;"g"

LET ky=32: LET ku=5

RETURN

REM=NOVAFAZA

LET 1=1

LET sc=sc+5

FOR i=-320 TO Z0: BEEF 17100,1: NEXT i

FRINT AT 10,103 FLASH 13 "FREKRASNO™ ="y FOR i=1 TO S00:
NEXT i: PRINT : FRINT "Ali*zao*kral i*jetodlucio, *dattew
testira*)os*jednom,*da*se*uveri*u*tacnuﬁt*rezultata."
FOR i=320 TO -Z0 STEF -1: EEEF 17100,1i: NEXT i

FAUSE IS0

FRINT : FRINT "mozdatces*naici“natneketizmens”

FAUSE 150

LET gqw=1

LET men=men+1

GO TO 100

REM=GMRT

FOR i=1 TO 5: EBEEF 1/5, (i%5): EBEEF 1710, (i%2): NEXT i
LET men=men-1

CLS

FRINT AT 7,0;”Upravu*si*ustanuviD*daﬁje*vnda**punaﬁ
krokodilavhodi® jedusssoeey “kengures !

FRINT : FRINT : FRINT "ios*'imen; "trivota™

IF INKEY$<:"" THEN GO TO 5040

FAUSE ©

IF men:0O THEN GO TO 100

FRINT @ PRINT "Osvojio*si#";sc; "*poena. "

FOR i=1 TO 100: NEXT i: RUN
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FE DO ANAaL

2905

I ova se igra u nasoj redakcilii rado igrala, posto mnogi od
nas jod nismo imali prilike skakati pravim padobranom. Ovim
programom ubla?*ili smo svoie komplekse iz rane ml adosti {kod
poslovnih lijudi ionako nikad ne zna ko gde skace).

Avion moZ*e da leti vide ili ni%*e, br2e ili sporije. Treba
1skoéiti u pravom trenutku, a zatim padobran otvoriti tako da
pogodite jedino parce suve zemlije. Morate da padnete tadno u
sredinu. Zamislite da na vas puca neprijateli. Zbog toga je
zdravo da £to pre budete na zemlji. Fadobran otvorite sto
kasnije, a ipak blagovremeno da ostanete 2ivi.

Frogram se sastoji od pet delova. U prvom Je inicijalizacija.
O0d 120. do 170. reda; qgde odgovorate na nekoliko pitania o
svoiim padobranskim sposobnostima, definisete graficke znakove,
izaberete brzinu aviona itd. U redovima od 180. do 230. vozite
se avionom dok ne pritisnete taster nula, 3sto znadi skok. u
redovima od 240. do 310. slobodno padate. Ako ste u 280. redu
otvorili padobran, molemo meniati smer, dok ne padnemo na
sredinu ostrva ili, na*alost, ne poginete. Od 170. do S950. reda
pribrajaiu vam se 1il1 oduzimaiu ZFivoti. Na samom kraju e
obavezrna definiciia graficékih znakova i uputstva.

Ryl o I A EOLLCCT L s T S b O R DO T =

i il

t Hii*m

Gy

10*REM*"padobran”

20 B0 SUB SBO

0 LET p$="sge®

40 LET sc=0: LET n=2: LET 1=3: LET i=3: LET cs=120
50 LET t=INT (RND¥31)

&0 IF t3:27 THEN GO TO Z0: IF t<Z THEN GO TO Z0

70 LET g="00dd00000000000000000000000800000040000000000000000

BOOHPBOOBOLULOLOL VL LOVLLOPEPLLOVL0ALOOR0OLOOT

BO LET m#="=g="

90 LET ag="=prs
100 INFUT "BRZINAAVIONA® (14do=100)=";5: LET ==101-s
110 PRINT AT 21,3;"PRITISNI*NA“RILO“KOJU>GUMICU"
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120 FAUSE O

130 FAUSE 20: CLS : FOR e=10 TD 1 STEF -1

140 LET t=INT (RNDXZD)

150 CLS : FRINT AT 0,0; INK %3 FAFER 2i"FOENI=""ss5cy "= IVOTI=*
el " GKOKOVI=" e

160 LET a=n: LET b=0

170 PRINT AT 18,t; INK O3 XxXx"

18OHREM*%¥avion¥¥

190 PRINT AT a,bra%: PAUSE s

200 FRINT AT 19,03 INE 4:g%

210 LET b=b+1i: IF b>30 THEN FRINT AT 10,7: "FREEASNO": FAUSE 40:
CLS : PRINT AT 19,03 INK 4;g%: PRINT AT 18,ty INE Gr"Xx¥»":
GO TO 480

220 IF INEEY$="0" THEN GO TO 750

230 G0 TO 1390

2409REMY ¥ ¥skok XX

280 LET c=as LET d=b

250 PRINT AT 18.t: INK Op"XXX"

270 FRINT AT c,d;m$;AT c—1,d+1;"="

280 IF INEEY$="9" THEN GO TO 3IZO

290 FAUSE 3

200 LET c=c+1: IF c»18 THEN GO TO 480

210 60 TQ 270

20 IF cx17 THEN BO TO 260

ZI30 LET z=c

40 FRINT AT c,dip%;TAR dim$;AT c~1,d+1;"*": FOR f={ TO =0:
NEXT +

290 FRINT AT c,d+ig"or

T60 LET c=c+i

70 IF c=17 AND d=t THEN GO TO 470

280 IF c»17 THEN GO TO 480

Z90 LET d=d+(INKEY$="8")-(INKEY$="5"): IF d*30 THEN LET d=d-1

400 IF d<& THEN LET d=d+1

410 GO TO Z40

420 PRINT AT 17,tym$: BEEF .05,10

430 LET sc=sc+:

440 FAUSE 50

4530 NEXT o

460 IF 1=i AND scr=cs THEN LET 1=1+1: GO TO 550

470REM“%¥zivoti kX

480 LET 1=1-1

490 IF 1=0 THEN GO TO 520

500 BEEF .5,-10

910 NEXT e

=20 BO TO 5=0

SE0

sS40
S50

FRINT AT 19,0; INK 43g%: FRINT AT 0,03 "FOENI=%";5c; nas
ZIVOTI=2"31+13AT 0,1%; "#SKOKOVI="3e+1: FRINT AT 15, 10;"
KRAJ+IGRE" -

FOR g=5 TO -5 STEF -1: EEEF ,05,g: NEXT q: STOF

LET n=n+2: FOR z=1 TO 20: BEEF .01,z+41: EEEF .01,2-1: NEXT
21 IF a*13 THEN FRINT AT 10,0; "USFESNO*S1+7AVRSI0+Sy0]
ZADATAK": STOR
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Tl
0]
S50
590
&0
610
HZ0

L0

680

LET i=i+1: LET cs=cs

LET e=10: GO TO 120

FOR =0 TO 7: READ a: FOKE USR "p"+f,a: NEXT f

FOR n=0 TO 7: READ b: FOKE USR "t"+n,b: NEXT n

FOR g=0 TO 7: READ c: FOKE USR "r"+g,c: NEXT g

FOR h=0 T0 7: READ d: FOKE USR "o"+h,d: NEXT h

DATA EBIN O,BIN 11000000,BIN 11000111,BIN 11111100,EIN
11111110, BIN 11111101, BIN 00000111,BIN ©

DATA 0,0,BIN 11100000,BIN 00111111,BIN 01011111,EIN
10011110, BIN 11100000,0

DATA BIN 00011100, BIN 01011101,RIN 01001001, BIN QO111110,
BIN QOOQ1000,BIN 00MO0100,BIN 00100010, BIN 00100010

D DATA BIN OO0111110,BIN 00111110,128,255,RIN 01000010, RIN

01000010, BIN 01000010, BIN 00100100
FAFER S: CLS

FRINT INK 13 "UPOTREELJAVAJ: #50%

e ASPADDBRANG 8356508 i ;

LRt e %
st ADOBRAN i -:::-TD-‘.::-V I SE-‘.}:—F‘UENQ-:’,'--:;:--:j:--:;:--:::- G e -\\.\DDB I J A5 l n

RETURN
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FORMUL_ A 1 =67

Q72

FProgram iznosi samo nekoliko redova, a ipak nimalo ne
zaostaje za du2im igrama iz ove kniige. Ucicete da se takmidite
automobilom. Upozoravamo vas da je put uzan, a sacbradaj u
suprotnom pravcu pfiliéno gust. Kacigu na glavu, nogu na gas i
sto boljim rezultatima u susret. Morate da upamtite samo dva
tastera: 1 pomeri vad automobil ulevo, a 0 {(nula) udesno.

Put s automobilima koji dolaze iz suprotnog pravca pomera se
nagore, prema vama. Ako se ni sa kim ne sudarite, trka se
nastavlja. Ako predete preko pune tadéke (to potvrduje i red
230), zabavi je kraj. Unesredeni se helikopterom prebacuje u
bolnicu.

Zadatak: Program bi mogao da se izvodi malo br2e kad bi se
FOINT u 230. redu zamenio funkcijom ATTR. Bilo bi lepo ugraditi
i funkciju s razlicditim stepenima te®ine, koja bi u 100. i 190.
redu nacrtala Siru put (vide praznih mesta') i u 200. i 210.
redu manje protivniékih automobila.

10°REM*"Utrke"

20 FOR a=0 TO 7

30 READ s: FOKE USR "A"+a,s

40 NEXT a

S0 DATA BIN 00111000,BIN 18010010,EIN 10111010, BIN 00111000,
BIN 10111010,BIN 10010010, EIN 00010000,BIN 01111100

60 LET w=-21

70 BORDER 0: PAFER O: INK &: CLS

BO LET 1=16

90 LET r=20

100 PRINT AT 21, (O " IS - << < "

110 IF INKEY$="1" THEN LET r=r-1

120 IF INKEY$="0" THEN LET r=r+1

130 LET a=(RND¥4)-2

140 LET 1=1+5GN a
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| 20
[ &0
L 76
180
190
200
210

220
230
240
250

60

270
280

LET w=w+l

FOKE Z3692,0

IF 1>=19 THEN LET 1=19

IF 1<=1 THEN LET 1=l

FRINT AT 21,1 ; " Eess S -

IF RND<.1 THEN FRINT AT Z1,1+Z;"413FRA4I7H": LET w=w+d

IF RND<.2 THEN FRINT AT 21,143;" 414k 415k Q4p7b 4p0OF 4p7v 4370 4
pOF ": LET w=w+2

PRINT

IF FOINT (r¥B+4,172)=1 THEN GO TO 2560

INK  7: PRINT AT O,r3"4f0rA": INK 6

GO TO 110

INK 6: FLASH 1: PRINT AT O,r3"4p2F81p0F 4pl*": FLASH O:
FRINT w;"*poena": INK 6: BEEF .5,-10: BEEF .5,-32: BEEF .3,
16 ‘

FAUSE 0: INFUT "Fonovo®{(d/n)",a%: IF a$<:"d" THEN STOF

GO TO 60
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OBEAaRAnNJE IZ9VE Z D

2778

Nov herkulovski zadatak: s vrha ekrana treba oboriti sve
zvezde. Fucanje je prilic¢no neobié&no. Zamislite da sa svake
strane startuije po jedan automobil. Kad se sudare, rezervni
tocak odleti vertikalno u vazduh i eobori zvezdu s neba. Lukava
igra, nema &ta! Pritiskom na taster 7 pokrenete levi, a
pritiskom na taster M desni automobil. U igri ¢ete procéitati da
obarate zvezde, ali to zahteva mnogo maste. L

Zanimljivo je kako program ¢ita tastaturu. Uvek u obzir uzima
samo taster koji je vaZan za igru. Ako Je automobil pokrenut,
program u tom krugu vise ne mari =za taj taster. Karambol
kontrolise u 250. redu, a prilikom pogotka u 70. redu brige
zvezdu.

10 CLS ¢ LET hsc=30: LET b%="Spectrum"

20 60 SUB S&0

20 DATA 18, Pyud Doty s 18574 s Fa0s o B o100 15,44 s 15,85 s P41 24 s
43,7,.153,3,.15,4,.15,2,.9,12,.45,7,.15,5,.15,4,.15,5,1,2

40 RESTORE Z0: FOR n=1 TO 19: READ c,d: BEEF c,d: NEXT n

50 CLS

G0 FRINT AT O, 03 "XhRXkXREXXXXXAXX" A0

70 FRINT AT 21,ay; INE 1;"x®

80 FRINT AT 21,by; INE Z;"x"

70 IF a=0 THEN GO SUE 140

100 IF b=0 THEN GO SUB 1&0

110 IF a=1 THEN GO SUR 180 -

120 IF b=1 THEN GO SUR Z10

130 GO 1O 90

140 IF INEEY$="z" OR INKEY$="Z" THEN LET a=1

190 RETURN
160 IF INEEY$="m" OR INEEY$="M" THEN LET b=l
170 RETURN

180 IF ay<rby THEN FRINT AT Zl,ay; INK 1;"<¥%": LET ay=ay+l

170 IF ay=by THEN GO TO 240

200 RETURN

210 IF by«<ray THEN LET by=by-1: FRINT AT Z1,by; INK 3;"¥=2"

220 IF by=ay THEN GO TO 240

<220 RETURN

240 LET s=ay

Z30 IF SCREEN% (0O,s5)="%" THEN LET beep=1

260 FOR n=20 TQ O STEF -1

Z70 FRINT AT n,s; INK 43"C": FRINT AT n+l,s;"e

280 BEEF .02,50-(2%n)

270 NEXT n

200 IF beep=1 THEN PRINT AT O,s; INK Z;"B": BEEF .05,24

310 PRINT AT O,s3"s"

220 LET sc=sc+l: LET a=0: LET b=0: LET beep=0: LET ay=0: LET
by=31

230 FOR n=0 TO 21

240 1F SCREENS (O,n)="%" THEN GO TO 70

330 NEXT n

160 CLS

20 akcione igre



70 PRINT AT 8,0: INK 23 PAPER 7; ERIGHT 13 INVERSE 1;"BRAVO!™S
"Zavrsio¥si®nakon®";scy "Fpucnieva.

W80 FRINT AT 12,83 INE 43 "REKDORD: +4=+" shsc

90 FRINT AT 13,8; INK Zib%

400 IF sc<hsc THEN GO TO 420

410 GO TO 460

a0 INFUT  INK O3 PAFER 73 FLASH 1;"Tvodie*ime?"ib%

470 IF LEN b$:-15 THEN GO TO 420

440 LET hsc=scC

450 PRINT AT 12,173 INE 4jhsci"seeee AT 13,85 INK Zibgyrresset

""" PR T

4s0 FRINT AT 20,33 INE 13 FAFER 63 FLASH 1;"Zelis¥li*ponova?+(
d/n)" '

470 INFUT a#%

480 IF a%="n" OR a%$="N" THEN STOF

490 PRINT AT EQ’D;“ﬁﬁﬁﬂﬁ&%ﬁ#&ﬁ¢¢¢¢Q¢¢¢&¢#¢#?¢%#ﬁﬁﬁﬁ"

=00 G0 SUR SZ0

510 6O TO 30

520 LET sc=0: LET beep=0

530 LET ay=0: LET by=1l

240 LET a=0: LET b=0

S50 RETURN

“50 FRINT AT 0,03 INK O3 FAFER 5;"***********HIT—STﬁR******ﬁﬁﬁ@

Spgedr

570 FRINT ”’“Tvoj*zadatakﬁje*daﬁoboris*sve***zvezde*s*vrha*
ekrana."

500 FRINT ° "Oborices¥ih#sa®zverdama, “koje** imas*urdonjem®
levom®i“desnom™#stuglu.

590 FRINT *° INE Z;"Gumice:®-"

500 PRINT ° INK 1;"****¢2~5tartovanje¢1eve*zvezde******* =
startovanijevdesne¥zvezde”

&10 BO SUR &70

620 B0 SUR SE0

&30 PRINT AT 21,33 INK 1; FAFER &3 FLASH 13"Fritisni®bilo*koiu®
gumicu"

&40 FAUSE O

6550 PRINT AT 21 = (:); W e e i e e S e el A e i I e D e el e 1

660 RETURN

470 DATA "c“,0,24,24,24,724,24,24,0

680 RESTORE 670

&70 FOR f=1 TO 2

700 READ e$

710 FOR n=0 T0 7

720 READ g

730 FOKE USR e%$+n,g

740 NEXT n

750 NEXT

760 DATA "b",153,66,36,129,12 y b, 66,153

770 RETURN
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Naziv arkadne igre rekao je sve. Neprijatel iskim raketama
lansiranim iz vasione suprotstavl ja se heroj pomoc¢u tastera 1 -
gore, 2 — dole i 0 - vatra.

FOOE T TR R COT LU TR

—8ir —a ool < - g g
I I N A S A ) e O T e A L
i

F S 1 P

=y Il i

10%REM="0Obrana"
20 FOR n=0 70 7

20 READ data

40 FOKE USR "t"+n,data

S0 NEXT n

60 LET w=0: LET v=0

70 BORDER O: FAFER O: INK 3: CLS

80 LET i=1: LET g=1

90 FOR a=1 TO 31

100 PRINT "T";

110 FAUSE =

120 FRINT CHR% B;"<+";: NEXT a

130 PRINT AT 1,9; FLASH 1i"Uputstva?";AT 3,93"d/n"

140 INFUT b%: IF b$="+" THEN GO TO 140

130 IF b%="n" THEN GO TO 200

160 BORDER 0: PAFER OQ: INK 7 _

170 FRINT AT 19,0; INE 6; "brani*zeml jutod¥napadaseeesossss
neprijateljskih*raketa**ﬁﬁﬂﬁﬁﬂ@ﬁlansiranih*izﬁknzmnsa*";ﬁT
8,3; FLASH 1;"1¢¢¢¢¢¢¢¢¢¢¢=¢¢¢¢¢¢¢¢¢ggre";AT 10, 3; "20000000
CEdI=eriLesteadpl ey AT 12,3; " 020000400000z t-0 406000y atrg "

180 FOR n=-40 TO 30: BEEF 0.1,n: BEEP 0.01,n-10: NEXT n

120 CLS

200 BORDER O: FAFER O: INK 7: CLS

210 PRINT AT 3,03 INK 2;“**tttt*!*tttt#tt***tx*t!t**t*ttt“;AT
16,03 INEK CHE S R St PSRt e 03083231330t LE

220 FRINT AT 0,03 INK 23 "FOBOCI*FROTIVNIKA" ;AT 19,05 INK 63"«
FDENA"

230 BORDER Q: PAFER 0: INE 7

240 LET x=10: LET y=0: LET z=0
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D
60
S0
280
290
%00
210
120
RN
240
90
60
270
80
R0

4Q0
410

20
40
440
450

460
470
480
490

300

510
520
530

=40

LET a=8: LET b=92: LET c=100

LET e=INT (RND*11+4)

FOR p=INT (RNDXx20+10) TO O STEF -1

FRINT AT x,y3;"#": BEEF 0.0001,0: PRINT AT sx,y;"®"

FLOT a,b: FLOT INVERSE l3a,b

LET a$=INKEY$

IF a$="1" AND >4 THEN LET x=x-1

IF a%$="1" AND b<13&6 THEN LET b=b+8

IF a$="2" AND x<17 THEN LET u=x+1

IF a$="2" AND b>3&6 THEN LET b=b-8

LET u=1350

IF a%$="0" THEN DRAW a+u,0: FLOT a,b: DRAW INVERSE 1ja+u,0Q
If e=yx AND a%$="(0" THEN GO TO 43I0

IF p<=% THEN GO TO 500

FRINT AT e.p; INK 4;"7": BEEF 0.01,0001.05: FRINT AT e,p;3"*
NEXT p

GO TO 260

DATA 0,1,30,285,30,1,0,0

FRINT AT e,p; INK 3;"®": BEEF 0.02,n-12: FRINT AT e,ps"="
NEXT n

FOR a=0 TO S: FOR n=0 TOD 30 STEF &: BEEF 0.01,n: NEXT ni
NEXT a

FRINT AT Z1,q; INK 63"T": LET g=q+3

LET w=w+1: IF w=10 THEN GO TO 490

GO TD 260

FRINT AT 10,5; INK b;"rakete®su®unistene”: FAUSE 100:
FRINT AT 14,0; FLASH 13 "X¥kRXRXCESTITAM! xkxkkx": BEEP O.
1,20: BEEF 0.1,17: BEEF 2,13: BEEF 0.2,13: BEEF 0.1,13:
BEEF ©.1,15: BEEP 0.1,17: BEEF 0.1,18: BEEP 0.2,20: BEEF O.
Z,20: BEEF 0.2,20: BEEF 0.2,17: FOR a=0 TO 400: NEXT a:
RUN

FOR a=0 7O 2: FOR n=30 TO O STEF -3: EREEF 0.01,n: NEXT n:
NEXT a

FRINT AT 2,13 INK 2;"7": LET i=i+3

LET v=v+1: IF v=10 THEN GO TO 540

G0 TO 260

PRINT AT 10,5; INK 2;"RAKETE#SU*UNISTILE+ZEMLJU": FOR n=0
TO 400: NEXT n: RUN
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ASTEROIDI

3627

Ovo je dokaz da ¢ak i kratak program u bejsiku mo2e da bude
zanimliiv za igru, narodito ako niste razmazeni razlicitim
uvezenim igrama. .

Kao i obiéno, vas vasionski brod nasao se u nevpliji; ali da
nema teskoda, ne bi bilo ni igara. Probleme stvaraju asteroidi
koii se bezobrazno pomera.u po ekranu prema gore. Vasionskim
brodom ih izbegavate kako znate i umete. U najvedem skripcu
pritisnete taster 0 i tako aktiviraimo nekakwvu narodcitu
energiju. 0 njoi u fizici jo& niste u¢ili, ali je svakako
ogranicena: ima samo pet takvih zastita.

Sve sto se zbiva smedteno bje izmedu 50. i 400. redov. Redovi
od 400-405. sluZe za ispis naijibolijeg rezultata odnosno za kraj
igre. Sav nastavak programa posvecen lJe definisaju grafickih
znakova. Njih ima ¢&itav niz, poidto su i asteroidi razlicitih
oblika. Pogled na vasionu i asteroide koji se pribli*avaju veoma
je slikovit.

Zadatak: Probaite da program prepravite tako da vasionski
brod sam izbegava astercide. Pa nemate val jda radunar zato da
sami vodite racuna bag o svim sitnicama.

CLEAR : LET e=0: GO TO 2

BORDER 1: PAFER 1: CLS : INK 7: FRINT AT 0,10; FLASH 1"
ASTEREQIDI!": PAUSE 100: PRINT FLASH 037" "PritisnieSozaw
levo®di] i &deddsddsss Fewsssrt@tratdesno. " T "Pritisni tOtza®
aktiviranjes+ “posebne“energijetza®*unistavanje®
asteroida”’’ "Samo¢pazi:“*tvoiatladiatimatsamo®Serastitnihs
oklopa"™ " "KAKO*DUGO* I ZDRZ IS*MEDJUS st 050 ASTERDTD IMA" & GO
SUBR F000r FAUSE O: LET b=0

10 INK O: CLS : LET t=0: LET p=5: LET 1=15: LET li=1: LET =6
S0 FOKE Z2692,255: LET 1=1+(INKEY$="8" AND 1729) - (INKEY$="5"
AND 1:0): IF INKEY$="0" THEN LET f=f-1: IF {30 THEN FRINT
AT 8,13 INK &;"PAR": GO TD &4

£ e
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400

402
403

HIS

4E0
430
G&0
GO0
SO0
SO40
YOS50
G0
FED
"7
80
OO0
Y100
110
Y120
1RO
140
Y150
1]
Y170
180
190

LOn
PO
U0
PLE0
S40
o0
S UGN
prdn)

IF INEEY$="0" THEN LET f=f-1: IF f3:0 THEN FRINT AT &,1;
INE &3 "PQR"

IF ATTR (8,1+2)=15 OR ATTR (8,1)=15 THEMN LET p=p-1

IF ATTR (8,1+1)=15 THEN LET p=p-2

IF p<1 THEN GO TO 400

0 FRINT AT 7,113"#es ;AT 21,313"": FRINT : FRINT AT 7,1; INk

G3"3"y INVERSE 13p: INVERSE O3"7": LET t=t+1i: LET 11=l3;
FRINT AT Z1,RND¥Z1y INK 7;CHR$® (RND¥11+144)3;AT Z1,RNDX
Z1;CHR$ (RNDx11+144): GO TO S0

FOR n=1 TO 3: PRINT AT &,113"%%¢"sAT 7,113 INK Zj"<M="iAT
Byl13"e®s"y PAUSE 2: FRINT AT 6,11 INE 67"0&&“;AT Tolls "N
N";AT 8,11;"PaR": FAUSE Z: NEXT n: FOR n=6 TO B: FRINT AT
iyl § P06 ts NEXT n

CLS : IF b<t-17 THEN LET b=t-13

INE 7: IF e<b THEN LET e=b: FRINT AT 6,0;"FOSTIGA0*SI+NOV=
NAJBROLJ I &4t stREZULTAT"* * "Upisi*inicial e¥svoiega®timena”:
LET n%="": FOR n=1 TO 2: FAUSE O: LET n$=n$+INEEY$+".":
MNEXT n: CLS .

FRINT ;"Rezultat=";t-13,"Najibolji¥* R
rezultat="3;b” " "Najibol ji*od* sv1h‘”;- FEINT FLASH 1;e;"<od="
;n$ 7 FOR n=1 TO 150: NEXT n: FRINT FLASH 03"«
przatnovuTigrut? N edsdsedsebatghy gt GAVEN T T MG o
zavkrai“;":": FAUSE 0: GO TO (5 AND INFEY$—"p")+(4 {0 AND
INKEY$="5")+ (450 AND INEEY$="+")

SAVE "Asterpids" LINE 1

FRINT *7**"+eHyvalavza¥igru,“do%vidienia"

GO TO 460

RESTORE 9070: FOR m=1 TO 21

READ p%

FOR n=0 TO 7

READ a: FOKE USR p$+n,a

NEXT n: NEXT m: RETURN

BEORDER 1: FAFER 1: CLE : INK 7: BO TO S

DATA Ma",b2id3.205,129,129,85,37, 26

DATA "b",112,148,178,65,129,129,94, 32

DATA "c",0,0,24,36,36,56,0,0

DATA "d",0,0,48,40,48,32,0,0

DATA "e",0,24,40,40,16,0,0,0

DATA "$",112,136,136,68,40,48,0,0

DATA "g",0,0,0,596,44,6,0,0

DATA "h” J0,0,30,18,34,84,232,0

DATA "i",94,177, ITH.hba.-4 65, 66,60

DATA “~" U,ug,ad,b&‘?4_l7.i4 0

DATA "k",96,144,144,116,10,49,63,126

DATA "1",62,65,242,9,247,136,144,96

DATA "m",1435,82,16,7,244,8,74,137

DATA "n",100,24,1?8,0.222.0.44 102

DATA "0",0,4,34,18,1,68,50,9

DATA "p",9,50,68,1,18,34,4,0

DATA "g",0,8,170,42,73,65,137,137

DATA "r",144,76,324,128,72,68,32,0

DATA "s", U.“.id.lq lgu.Lun,zas,E

DATA "t",0, 1?2‘24U,~4H,,n 19,235, 2

DATA "u", U.*A.ba 72,128,36,76,144
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MVYSEBEC GALAKTIKA

4438

Cil) igre je klasican: s puta treba ukloniti &to vié&e
agresora sa strane planete. Svoj vasionski brod pomerate
tasterima za kursor (5-8). Fosebno je opasno to sSsto s nebe:
padaju klade. Ako niste dovoljno spretni, moZe neka od njih da
unisti vasionski brod ili malog zelenog pre nego &$to uspete d:
ga spasete.

¥ ' i

= 4

P N P, P o, 0, 0, 0 00, e e, e,
FOERT : &

10 FRINT AT 7,2; "BHA°L*ATKST#I4K*A¢" ;AT 19,9; "za%Moj*Mikro>! !
20 PAUSE 150
30 LET a=1: LET d=0
40 BORDER 1: INK 7: PAFER O: RESTORE : CLS
S0 FOR p=1 TO 10
60 READ A%
70 FOR'n=0 TO 7: READ b: FOKE USR A$+n,b: NEXT n
BO NEXT p
90 LET o=32
100 FOR z=0 TO 31
110 PRINT AT 20,z; INK 13"F";AT O,z; INK 2;"="
20 NEXT z
130 FRINT AT 15, (); " se—
140 FRINT AT 18,0; " n—"
150 FRINT AT 5,29; INK 5;"p=—
160 PRINT AT 21,22; “FOENI:<";d
170 FOR i=3 TO 18 STEF 2
1B0 PRINT AT i,i; INK S3"#"
190 NEXT i
200 LET j=10
210 FOR i=2 TO 18 STEF 2
220 PRINT AT i,i; INK 23"4"
230 LET j=j+2
240 NEXT i
250 LET =20
260 FOR i=3 TD 14 STEP 2
270 FRINT AT i,3; INK 13"4"
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30
U0
00

10
V20
W30
40
50
&0
70
S0
20
400
410
4L0
4320
440
G430
450

470
4830

4590

SO0

D10
520
530

240

5320
560

a70
=80

590
600
610

520

&30
&40
&30
a&E0

LET j=3+2

NEXT i

IF a=% THEN LET b=1i: FOR i=0 TO 70: BEEF .007,20: NEXT 1i:

CLS : FAFPER 7: INK O: FOR i=0 TO 31 STEF 2: FRINT AT S,i3"
S": NEXT i: PRINT AT 10,5;"————P+0¢B¥E<D*120%°8]———"3AT
15,6:"08V0J1048I:+";D+10%0; "*POENA" ;AT Z20,3;"<Zelis*li=

ponovo?id/n": GO TO S90

FRINT AT 1&,103"J"3AT 17,10;"K": LET =5

FRINT AT 14,1: INK 7; FLASH 1;"&"

LET m=0

LET c=INT (RND%Z7)

FGR x=2 TO 19

LET m=m+1

IF m>»=2 THEN GO TO 320

LET g=4: LET w=29

IF INKEY$="5" AND wi>1 THEN LET w=w-1: FRINT AT q,w+l;"=="

IF INEEY$="8" AND w<=29 THEN LET w=w+1l: FRINT AT g,w-1;"®="
IF INEEY$="6&" THEN LET q=q+1: FRINT AT q-1,w;"®¢"

IF INKEY$="7" AND g>1 THEN LET q=g-1: FRINT AT q+l,w;"e2"
IF g=19 THEN LET b=1: GO TO 580

IF gq=5 AND w>27 THEN LET g=4

IF g=15 AND will THEN LET g=14

IF gq=18 AND w212 THEN LET g=17

IF =5 AND w=10 AND g=16 OR =5 AND g=17 AND w=10 DR f=2

AND q=17 AND w=10 OR =2 AND g=16 AND w=10 THEN LET w=11
IF =5 AND gq=14 AND w=1 THEN FRINT AT 4,29; FLASH 1;"6":

LET f£=2: GO SUB &20

IF =2 AND g=4 AND w=29 OR f=2 AND g=4 AND w+1=29 THEN

FRINT AT 17,10;"<"3AT 16,103"<*";AT 146,113"LC": LET f=1: GO

SUR 620

IF q=17 AND w=7 THEN LET d=d+100: FRINT AT 16,11;"<<¢";AT

16,105 "3";AT 17, 103"KF" AT n-1,cy"="3AT 21,29;d3AT 17,a;
INK 1; FLASH 1;"A5": LET a=a+2: FOR i=1 TO 30: BEEF .035,i:

NEXT i: GO TO 300

IF =1 AND g=1& AND w13 THEN LET q=17

IF f=1 AND w=9 AND gq=17 THEN LET w=8

LET y=w/2: LET t=(w+1)/2

IF w=g AND w>2 AND y<>»INT y OR w+l=q AND w+13>2 AND t<>INT

t THEN 60 TO 580

IF w=g+B AND y=INT y OR w+i=q+8 AND t=INT t THEN GO TO SBO

IF w=q+16 AND g*1 AND y<>INT y OR w-1=q+16 AND q>1 AND

t<>INT t AND w+l<>1 THEN GO TO 580

6O TO 640

LET b=1: FOR i=20 TO 1 STEF -1: BEEF .05,i: NEXT i: CLS :

FAFER 7: INK d: PRINT AT 10,35 "NA+ZALOST. ... NIJE*TI<USFELO"

;AT 15,6:"05V0JI0*5I:+";D; "*POENA" ;AT 20,5;"Zelis?li+

ponovo?¢d/n"

IF INKEY$="d" AND b=t THEN GO TD 30O

IF INKEY$="n" AND b=1 THEN STOF

60 TO 5%0

LET d=d+25: FOR i=25 TO 30: BEEF .003,i; NEXT i: FRINT AT
21,29;d

RETURN

FRINT AT g,w; INK f;"AR35"

IF %=18 THEN PRINT AT x,c;"<"
IF %=15 AND c<=12 THEN FRINT AT 14,c;"<": GO TD 800
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570 IF x=14 AND c=1 THEN LET x=n-1: FRINT AT x,cs"s": GO TO
200

680 FRINT AT x,c3"n"

690 IF x=1 THEN GO TO 710

700 FRINT AT x—-1,cj;"s"

710 IF x=19 THEN FRINT AT 19,c3"

720 LET n=c/2

730 IF w=c~-1 AND c»2 AND n<*INT n THEN GO TO 770

740 IF c=x+9 AND n=INT n THEN GO TO 770

720 IF c=x+18 AND n=INT n THEN GO TO 770

760 GO TO 780

770 FRINT AT w,cy"*"s LET u=u+7

780 IF x=q AND c=w OR x=q AND c=w+1 THEN GO TO 580

790 NEXT u

800 LET o=o-1: FRINT AT O,o3"#": REEF 01,10

810 IF o=0 THEN BEEF .8,20: EEEF .8,20: BEEF .8,20: GO TO SBO

BZ0 6O TO Z40

830 DATA ™a",1,3,63,127,.212,127,19,37

840 DATA "D",0,40,14,164,16, u& 16,0

830 DATA ”S",lEB,I?f.:SE,:Sd 4?,254.2&0,4

860 DATA "F",0,24,60,102,195,0,0,0

E70 DATA "G",b60,6b6,66,60,24,74,28,30

280 DATA "H",0 15*,:?1 90,102,36,90,219

850 DATA "J“‘15|_J,1d,6_&_é.6 &

P00 DATA "K', b,b6,6,6,8,64,3,

Zig DATA “L",0 64,hh4 191 191,224,64,0

920 DATA ”C".U 1.-.;44,252.U_U_u
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Ovde je reé¢ o igri veoma sliénoi igre Xmure, samo sto Je
graficéka obrada mnogo privlaéniia. Autor je nastojaoco da stvori
hekakav trodimenzionalni efekt, tako da igra na prvi pogled nije
nidta lodijaa od neke kupliene arkadne igre u masinskom Jjeziku.
rtve su opet potpuno nevini agresori iz vasione koji nista
rdavo ne sluteé¢i jure po noénom nebu. Uloga borca za slobodu
nase drage planete opet Jje u nasim rukama. Tasterima za
nomeranje kursora (5,6,7 i 8) treba nisan postaviti tako da
nidani na napadaca iz vasione.

Prvo je ova igra bila napravliena tako da se posle uspelog
nisanjenja pritiskao taster za vatru ("fire"). Rezultati koje su
postigli é&lanovi nase redakcijde bili su tako 1losi, da smo
odluéili ugraditi automatsko paljenje ("auto fire"). Laserski
top obavi svoj zadatak ¢im napadaca dobijete na musicu.

Frogram pocdinie sa dva skoka u potprogram. Skok u S000
proéita oblik napadaéa, dakle generise grafic¢ki znak, a skok u
4000. ispidse uputstva. Posle toga se, kao 1 obidé¢no, nacrta
pozadina. Glavna petlia programa je u redovima 125-999. Izmedu
redova 125. i 128. vizir se izbrise, izmedu 130. i 160. odlita se
tastatura, a u 180. brige se vasionski napadac. U redovima
200-230. crta se novi polo2aj vizira zavisno od pritisnutih
tastera. U narednim redovima odluc¢uje se o tome da 1li ste
napadac¢a pogodili i da li ste postigli dovolijno uspeha.

Neki od potprograma veoma su zanimljivi. U 1000. redu Je
potprogram koji se izvrsi kad pogodimo napadada. U 2000. redu
sabiru se ateriranja napadada na zemliju. Kad nam promakne vise
od 10, navodno podignu bazu. To znadi da je za nas kral igre 1
kraij razonode. '

Zadatak: redovi izmedu 130. i 160. nisu bas prikladni za nase
¢itaoce, postoc se mo*e dogoditi da zbog brzog pritiskanja
tastera 8 i 7 racdunar prihvati oba. U petlii 20 taj problem
redava se npr. instrukcijom 129 LET a%=INKEY$: IF a%$=8: IF a%=>
itd. Razume se da sve to mo?*e da se resi 1 Jjednom Jedinom
logi¢kom instrukcijom. Verovatno vam Jje poznato delovanje
logiékih funkcija. Ako npr. napisete PRINT 1=2, racunar ce
napisati nulu, po&to je tvrdnjia netaéna; ako napisete PRINT
100=100 (100= 100, 1=1), racunar ¢e kao dokaz da Jje tvrdnja
tatna napisati Jjedinicu. Umesto instrukcije 130 mogli biste da
napidete LET 1=1+(INKEY$="8") AND 1<{129. U arkadnim igrama takve
su promene dobrododle, jer se izvode mnogo brie nego instrukciija
IF.

Za one éiji rezultati budu losi, evo jedan savet u vezi s
programom. Napisite program kojim ce vizir sam na¢i napadadca.
Ako je mogudno, program ne bi trebalo da bude takav da napadac
sam skade u vizir, nego da se vizir ¢€iji polozaj odreduju
koordinate k i 1 sam pomera prema koordinatama bednog napadaca
iz vasione, ¢iji je polofaj oznacéen promenljivima m 1 n. Kao 1
kod drugih igara, i ovde bi se umesto promenljivih koje oznacuju
polo%*ai mogla da se upotrebi memorija ekrana. Upotrebom funkcija
ATTR ili STR$ mogao bi takode da se kontrolide polo2aj napadaca
i vizira.
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GO SUB SOO0

GO SUER 4000

LET 1=16: LET k=11: LET pos=10

LET m=3: LET n=INT (RNDX¥2&)+2

LET score=0

LET LAN=0

FLOT 0,0: DRAW 97,50

FLOT 255,0: DRAW -97,50

FLOT 137,50: DRAW 50,-50

FLOT 117,50: DRAW -50,-50

FLOT 70,50: DRAW -70,-15

FLOT 185,50: DRAW 70,-15

FLOT 0,50: DRAW 255,0

FLOT 127,50: DRAW 0,-50

FLOT 0,40: DRAW 255,0

FLOT 0,15: DRAW 255,0

FLOT ©,14: DRAW 255,0

INK 7: FLOT 0,0: DRAW ©,175: DRAW 255,0: DRAW 0,-175: DRAW
-235,0 )

FRINT AT k,1-13"="

FRINT AT k,1+13"%"

FRINT AT k-1,13"&"

FRINT AT k+1,1;"="

IF INEEY$="8" AND 1<29 THEN LET 1=1+1
IF INKEY$="5" AND 1>2 THEN LET 1=1-{
IF INKEY$="&" AND k<13 THEN LET k=k+1
IF INKEY$="7" AND k>2 THEN LET k=k-1
FRINT AT INT m, INT ng"=

FRINT AT k,1-1;"-"

FPRINT AT k-1,13"1"

PRINT AT k+1,13" 1"

FRINT AT k,l+13"-"

IF k=INT m AND 1=INT n THEN FOR t=1 TO 3: EEEF 02,508
NEXT t: 60 SUB 1000

LET n=n+INT (RNDxXx3)-1

IF n<3 THEN LET n=n+l

IF n*2%9 THEN LET n=n-1

BEEFP 0Q.003, (RNDX3S) +15

LET m=m+0.2

IF score>1000 THEN LET m=m+0.2: IF m>2000 THEN LET m=m+0Q.2
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2535 IF n<l OR n:31 THEN PLOT 0O,0: DRAW 0,175: DRAW 255,0: DRAW
0,-175: DRAW -255,0
260 IF m>1S THEN GO SUEB 2000
300 INE INT (RND¥7)+2: FRINT AT INT m, INT n;"P": INK 7
310 FRINT AT 1,1:;"REZULTAT:*"sscore;"="
999 6O TO 125
1020 PRINT AT k,13"P": PRINT 3 OVER 1;AT k,1;""
1030 FOR h=30 TO 435 STEP -0.5: BEEF 0.01,h: NEXT h
1040 FRINT AT k,1;"s"
10530 LET m=3: LET n=INT (RND¥26)+2
1060 LET score=score+100
1080 RETURN
2000 LET lan=lan+l
2010 IF lan>10 THEN GO TO 7000
2015 LET m=3: LET n=INT (RNDXZ&)+Z
2020 RETURN
2005 FOR n=0 TO 100; BREEF 0.1,40: NEXT n
4000 PAPER 1: INK 7: BORDER 1: CLS
4010 FPRINT AT 0,103 FLASH 1;"NAFADACI"; FLASH 0O
4020 INK &: FRINT : PRINT "Obrani<zeml ju®pred*napadacima, “**koji®
navzeml ji*zele*da*postaves*bazu.": PRINT : FRINT
4030 INK 7: PRINT : PRINT : PRINT "<252LEVO™: PRINT : FRINT "¢
B*DESNO": PRINT : PRINT "<%4¢DOLE": FRINT : FRINT "<¢7+¢
GORE": FRINT : PRINT "<¢20*VATRA"
4040 FRINT AT 21,1; FLASH 1;"Mnogo*srece.......": FLASH O
4045 FAUSE 9999
4050 BORDER O: FAFER 0O: INK 6: CLS : FOR n=0 TO S0: BEEF 0.005, (
RND¥35) +15: INK INT (RNDX¥7)+1: PLOT INT (RND%X250)+5,INT (
RNDX¥120)+50: NEXT n: INK 4: GO TO 5 :
5000 DATA BIN O,BIN 00011000,BIN O1111110,BIN 11011011,RIN
11111111, BIN 01100110,BIN O,EIN ©
9010 FOR N=0 TO 7: READ J
o030 FOKE USR "p"+n,i: NEXT n
5040 RETURN
7000 BEEF 0.7,1: BEEF 0.5,1: BEEF 1,6
7020 PRINT AT 2,3; "NAFADACI<SU+FOSTAVILI+BAZU"
7025 FAUSE 100
7030 INK INT 2: PRINT AT 12,10;"m"
7035 BEEF 0.5,S5
7040 PRINT AT 13,9;"JJ"
7045 BEEF 0.5,4
7050 FRINT AT 14,9;"1m1"
7055 BEEF 0.5,3
7060 FRINT AT 15,9; "mma"
7065 BEEP 0.5,2
7070 PRINT AT 16,9; "
7075 BEEP 0.5,1
7076 INK &
7080 FRINT AT 8,1;"ZEMLJA“JEZFRESLA®USRUKE ¢+ +++44+NAFADACA"
7110 FRINT AT 18,1; "ENTER®"RUN" *NATRAG*U*VREME +++¢++BORBE®ZA
OCUVANJE=ZEMLJE*"
7140 FLASH 1: PRINT AT 5,1;"SAKUFI0*SI¢";score; "+*FOENA": FLASH
u
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3365

Ova arkadna igra izvedena Je iz omil jenog racdunarskog
programa Frobijanje zida. Treba kontrolisati lansirnu rampu i
hvatati misa Mervina koji putuje vasionom i tra2?i sir. Na ledima
nosi raketu u kojoj ima samo toliko goriva da mo2e pred¢i put do
vrha ekrana 1 nazad. Na dnu ga zaustavite i pomognete mu da
napuni rezervoare. Ako vam ne uspe, ostadete bez jednog Mervina.
Takvu gresku moiete da napravite samo pet puta.

I S

)

faimd

10 BORDER O: FAFER CG: INK 3: CLS

Z0+REMT Xk kdatakxx .
30 FOR n=USR "a" TOD USR "e"+6¢ READ k: FOKE n.k: NEXT n
40 B0 SUBR &20: LET hi=0: LET c=0: LET s=0: LET a=1: LET b=l

SOSREM* XX KX KSCREENS“ XKk X

&0 BORDER ©O: PAPER O: INK S5: CLS

70 LET s=0: LET g=5: LET c=0

BO FLOT 8,148: DRAW 239,0

70 FLOT 8,1&67: DRAW INK 530,-167

100 PLOT 247,1467: DRAW INK S;0,-167

110 FOR n=2 70 8

120 PRINT AT n,23; INK &3 BRIGHT 1:"
ARRARARRRARARRAARABAAAARAARARAARA": NEXT n

PZ0FREM*¥Xgl . programk X

140 LET n=15: LET x=20: LET y=INT (RND¥10+5): LET dx=x: LET
dy=y

1206 IF y>28 OR y<2 THEN GO SUE 230

160 IF <2 THEN LET a=-a

170 IF SCREEM$ (x,y)«<>"®" THEN GD SUE 270

T
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180 IF x>20 AND (y=n+1 OR y=n+2 OR y=n+3} THEN LET a=-a: BEEF .
008, 10: LET y=y+i

170 FRINT AT di,dy;"#"1AT x,y;"B": LET du=x: LET dy=y

200 PRINT AT 21,n; INK 3; BRIGHT 1j;"sCDEw"

210 LET n=n+(INEEY$="0" AND n<=24)-(INEEY$="1" AND n:0)

220 IF INEEY$="9" THEN PAUSE O

@20 LET u=u-ar LET y=y+b

240 IF »>21 THEN GO TG 360

250 PRINT AT 0,2;"T.="3;5;AT 0,1Z;"NR="3hi;AT 0,223 "MIBEVI=%";q

260 GO TO 150

270 BEEF 008, Z0

Z80 FRINT AT di,dy;"“"3;AT x,y; INK S;"g®

290 IF level=2 THEN LET a=-1

200 IF x<11 THEN LET s=s+1: LET c=c+l

210 IF c=loop THEN GO TO &00

220 RETURN

230 BEEF .008,320

240 LET b=1-2¥(y>2B8 OR y<2)

350 RETURN ‘

60 FRINT AT 0,22;"MISEVI=+"3q

270 LET g=g-1

=80 FAUSE 2

390 FOR u=0 TO é: FOR d=6 TO O STEF -1: BEEF .009,u: EEEF 009,
d: NEXT d: NEXT u

400 IF Q>0 THEN GO TO 470

410*REM>X¥Xnova*igrakx

420 IF g<1 THEN FOR z=1 TO é: FRINT AT 10,11; INK 5; FLASH 1;"x
¥KRAJXX" ;AT 12,7;"STEFENTTEZINE=1-2%%"; FOR d=40 TO 0 STEP
-5: BEEF .009,d: NEXT di NEXT z: LET a=1: LET b=t

420 IF INKEY$="1" THEN LET loop=19&: LET level=1: CLS : GO TO
&0

440 IF INKEY$="Z2" THEN LET loop=194: LET level=2: CLS
60

450 IF INKEY$<:"" THEN GO TO 430

460 GO TO 430

470 LET m=RND

480 FRINT AT 21,0 " odedddddbdoaodoond d00ddiddd fddd

490 LET a=1

S00 LET b=-bX(m<0.5)+bX (m>=0.5)

510 6O TO 140

60 TO

DZ20*REM*x¥data“grafikaxy

SI0 DATA 24,60,126,247,255,239, 126,60

540 DATA 195,219,126,90,126,102, 126,60

200 DATA 96,99,231,255,255,231,96,96

=60 DATA 126,255,231,1469,189,221,255,36

270 DATA 6,198,231,255,259,231,6,6

SFOHREMYX¥novyekrankx

600 LET a=1: LET b=1: LET c=0: FOR j=1 TO 40: FRINT AT 11,10;
FLASH 1; INK RNDX6; "NOV*EKRAN=": BEEF .008,i: NEXT j: CLS :
GO TO 8O

S10+REM*¥uputstvakx
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FRINT! BRIGHT 1; INK 6;"———-—-—- MERY IN#N&#MESECU~== ===~ "
FRINT ° BRIGHT 13 INK &3 "KONTROL ISES*LANSIRNU=RAMPU. “KAD
UHVATISSMERY INA, ©OSVOJ1S*FOEN. ¢FOEN*0SV0J 1S¢T*AKDMERVING

INK. 4

0 FRINT BRIGHT 137 "SUSTINA*IGRE+*JE~DATFOMOGNES®#&++MERY INU*

DA PGJEDE’STD*UISE“bIRﬁ *SAYMESECA. “MERVIN® IMAFNA &b &
LEDJ IMA*DVE+RAKETE , *KOJE“MU=++4+FOMAZUSDALETI , *RAKETE %
IMAJ L DUVGLJND GGEIVQ“SQHD ZATJEDNU=+=VOZINJU. *NA®+
FLATFORMI=*MORAS++++UHVATITI*MERVINA, “DA*ST*NAFUNT %
REZERVOAR. "

FRINT BRIGHT 1;"KADA®0SVOJIS*196, *IDES*NA*DRUGU*FLANETU. "
POKE 23692,255

FRINT #03; FLASH 13 BRIGHT 1; INK &3"**FRITISNI*RBILO*KOJU*
GUMICU sy

&70 IF INEEY#="" THEN GO TO 690

700 IF INKEY$<:>"" THEN FLASH 0O: GO TO 720

710 GO TO &%0 ;

720 CLS @ FRINT *°° BRIGHT 1; INK &6;"GUMICE<ZNACE: ++¢]l=]levoest
tReii pelaink S “'”‘dESI"ID e e e D D
(;-:Dauz EREReRely n

730 PRINT °°° EHIGHT 1. FLASH 13 INK 4;"+++ENTER*ZATSTEFEN®
TEZINE=1-

740 1F INHEY$="1” THEN LET loop=196: LET level=1: RETURN

730 IF INKEY$="2" THEN LET loop=19&: LET level=2: RETURN

760 GO TO 740

770 SAVE "MISEE"

780 RUN
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MISsS TRAFPFIST

3850

Ova arkadna igra podsedca na program Kong firme Ocean. Malo je
Jednostavni ja, ali zato ne gubi nista od svoje uzbudlijivosti.
Misa - kojim startujemo negde u dnu ekrana — treba prebaciti na
gornji sprat. Misic de trcati kad pritisnete na tastere z,x, n i
p- Frogram je kratak, a zabava nezaboravna.

Program inicijalizuje promenljive u redovima 90-105. 0Od 120.
do 190. reda nalazi se glavna petljia u kojoj se odvija ono
glavno. Primetidete da se tastatura ¢ita u 120. redu. Redovi od
130. do 181. sadr2e IF instrukciie. Tu se odluduje da 1li vas je
pregazio tocak, da 1li imate merdevine da se popnete vidge i
najzad, da li je sir pojeden. Redovi od 200. do 290. crtaju
teren po kom ce vas mis veselo skakutati. Od 300. do 320. reda
crtaju se tockovi, koji ée da vas ometaju. Izmedu 3I30. i 350.
reda pitadete se da 1li ponovo igrati ili ne. 0Od 500.do 320. reda
program ispise uputstva. U redovima od 9000. dalije opisani su
obavezni grafic¢ki znaci: misié¢, toékovi, merdevine itd.

Zadatak: podite u prodavnicu i kupite 200 grama sira.
Fretpostavl jamo da miseve vedc imate.

S0 GO TO 9000
100 POKE 23658,0: BORDER S5: PAFER 7: LET r=0: LET 1=1: LET s5=0:
LET j=0: LET g=30: LET b=20: LET c=0
102 GO SUE S00
105 G0 SUB 200 ,
120 FRINT AT 0,0;"Rezultat:";s;AT 0,20;"Stepen:”;1: LET a$
=INKEY$
171 IF b=4 AND c=0 THEN EEEF .1,0: EEEF .1,5: BEEF .2,0: EEEF .
1,61 LET 1=1+#1: LET s=s+50: PRINT AT b,c;"®¢": LET b=20:
FOR o=t TO 5: FOR i=1 TO 200 STEF 10: FRINT AT 10,03 INK
INT (i/30);"*VISE¢SIRA“NA®SLEDECEM*STEFENU'<": BEEF .01,
INT (i/5): NEXT i: NEXT o: FRINT AT 10,0,,: GO TO 105
I GO SUR 300
25 IF a$="" THEN BEEF .01,3: GO TO 120
30 IF a$="z" AND c>0 THEN LET c=c-1: LET s=s+10: BEEF .001,20:
FRINT AT b,c3 INK 13"L%": GO TO 120
140 IF a$="x" AND c<31 THEN LET c=c+1: LET s=s+10: BEEF .001,
20: FRINT AT b,c-1; INK 13"¢K": GO TO 120
150 IF a$="n" AND b=20 AND c=10 THEN LET b=16: LET s=s+15: LET
j=0: FRINT AT 20,10;"%";AT b,c; INK 13"K": GO TO 120
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160 IF a%$="n" AND b=1& AND c=2 THEN LET b=12: LET s=s5+153: LET
i=0: FRINT AT 1&,2;3"<": PRINT AT b,cy INK 13"K": GO TO 120
170 IF a$="n" AND b=12 AND c=17 THEN LET b=8: LET s=s+15: LET
i=0: PRINT AT 12,17¢"+";AT b,cy INE 13"#": GO TO 120
180 IF a%="n" AND b=B AND c=28 THEN LET b=4: LET s=s+15: LET
a=0: PRINT AT 8,283 INK 1;"+"3;AT b,cy"K": GO TO 120
181 IF a$="b" AND c<29 AND 3<2 THEN PRINT AT b,c;"<";AT b-1,c;
INE. Z3"K": BEEF .01,2: LET s=s5+20: FPRINT AT b-2,c+1; INE
4;"K"3AT b-1,cy"*": BEEF .050,35: PRINT AT b-1,c+2; INK 33"
K'$AT b-Z2,c+13"%"3AT b,c+2; INE 13"A"3AT b-1l,c+23"%"s LET
d=i+l: LET c=c+2: IF g=c-1 THEN GO TO 3Z0: GO TO 120
190 60 70O 120
200 CLS @+ FOR w=3 TO 21 STEF 4
210 PRINT AT w,03; INK INT (w/5)3"
‘ HERHNHHRE RN NN
220 NEXT w
225 FRINT AT 4,0; INK O3 FAFER &3"N"
250 PRINT INK 23;AT 19,10;"H";AT 18,10;"I";AT 17,10;"J"
295 FRINT  INE 23AT 15,23 "A"3@T 14,23 1" ;AT 13, 23"a"
260 PRINT INK 23AT 11,17;"A"3AT 0,173 134T 9,173"J"
263 FRINT INK Z3AT 7,283 "H";AT &6,2B3"I";AT 5,283 "J"
290 RETURN
300 IF r=0 THEN GO TO Z03
201 PRINT INE Z3AT Z20,q3"9%";AT 16,q;"0%"31AT 12,q:"0%";AT B,
qQ; "% "3AT 4,q3"0>": GO TO 304
0T FRINT INE O3AT 20,g:;"P%"3;AT 16,q:"P*";AT 12,q:"P*"3AT 8,
Q3 "Pe"3AT 4,q; "Pe"
204 LET r=r+l: IF r>=2 THEN LET r=0
203 IF g=c THEN GO TO 330
210 LET g=g-1: IF g«<=0 THEN FRINT AT 20,gq+1;"*";AT 16,q+1;"*"
$AT 12,q+13"<"3AT B,gq+1;"<+"3AT 4,q+13"<+": LET q=30
220 RETURN
30 FOR i=65 TO -B STEF -1: BEEF .01,i: NEXT i: PRINT #1;"%G:z%
krai.*Bilo¥*koja*gumica:®igra®"
335 FOR i=65 TD -8 STEF -1: IF INKEY$="" THEN BEEF .01,i: NEXTi
240 IF INKEY$="" THEN GO TO 335
345 IF INEEY$:>"g" THEN GO TO 1
290 STOF
00 CLS
510 FRINT AT Z, 0 "&éddddsdoeiM SOLOVEASH:"? 2 "ofomozi *misicus
da“*dodie¥dovsira, #vésttal i fpazivsevtockova® | Heoean 1 0Gsas
X =FDESNDS —#4 I =3 EYO T aaat 4000004 SN2 S GURE S0 - o B=oSROK ¥ 7 * 2 1o
“HBILOYKOJABUMICA ZASTART =&
213 IF INKEY$<:"" THEN GO TO 515
320 FAUSE 0O: RETURN
8000 FOR o=USR "1" TO USR "o"+7: FRINT FPEEK o,: NEXT o
?000 CLS : RESTORE 2000: FOR o=USR "h" TO USR "p"+7: READ i:
FOEE o,i* NEXT o: GO TO 100
F010 DATA 129,189,195,129,129,66,60,0,129,189,255,195,129, 189,
255,198
7020 DATA 0,60,66,129,129,189,255,195,48,64,128,156,186, 127,62,
0
G030 DATA 12,2,1,57,93,254,124,0,2585,0,255, 255,255, 0,255,0
040 DATA 16,40,72,136,196,164,148,248,60,90,145,223,251, 137,90,
&0
F050 DATA 60,70,237,185,157, 183,98, 60
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TH5RAa 2MURE

2030

Igra je u stvari obrnuta verziia igre Zmure, posto se cilj
krede, a vi morate da ga uhvatite. Inak pomerate po ekranu
tasterima W — gore, A — levao, D — desno i Z - dole. Program se
pokrene pritiskom na bilo koji taster. Pre toga se prepide i
pokrene naredbom RUN.

Kao i1 obidno u ovakvim sludéajevima evo i1 Jjednog saveta:
program popravite tako da vige ne hvatate inverzne 0 sa s neqgo
simpaticénim UDG znakom. A $ta mislite o tome kad bi wvad posao
obavio radcunar?

109REM*0brnutasverzi javzmurke
20 BORDER S: FPAPER 4: CLS
30 BRIGHT 1: PAFPER 2@ INK 7: FLASH 1: PRINT AT 2,8;"+0BRNUTA™
VERZIJA®"; AT 4,123 "+ZMURKE®": FLASH 0: INK 0: FAFER 4:
BRIGHT O )
40 INFUT "+ZELIS*LI*0OBJASNJENJE? (D/N)"" a%
S0 IF ag="n" OR a%="N" THEN GO TO 80
50 PRINT AT 7,0;"U*ovoi®ievigri®tvoi*zadatak+da";AT 9,0;"u®
ogranicenomvremenuvsto®ies¥+moguce*visefputatuhvatis®
cili®*+(Q)*koji*se*pomera." ;AT 13,4;"Svoivznak® (&) *pomeras®
roedseregumicamat: BRIGHT 1: PRINT AT 16,13; "W-gore":AT
17,5; "A-levo®sisdtestG-desno" § AT 18,133 "Z-dole": BRIGHT O:
PRINT AT 20,3;"ZA*START*FPRITISNI=RILO“EQJU"; TAR 12; "GUMICU*
b ow
70 PAUSE O:
80 BORDER S: CLS
20 LET e=300
100 LET h=0
110 FLOT 0,1564: DRAW 255,0: FLOT O,12: DRAW 255,0: FLOT 127,0:
DRAW 0,12
120 PAFER 2: INK 7: PRINT AT 0,63"%0.V.*IMURKE=": FPAFER 4: INK
0: PAUSE S0
130 FRINT AT 21,4;"SUDARA:":h
140 LET =10
150 LET y=14
160 LET b=2
170 LET c=1
180 LET a=INT (S+4XxRND)
190 PRINT AT b,c3"&"
200 PRINT AT x,ys"Q"
205 IF b=x AND c=y THEN GO TO 270
210 PAUSE S
220 FPRINT AT x,y3"s+"
230 PRINT AT b,ci;"®"
240 IF INKEY$="z" AND b<19 THEN LET b=b+l
250 IF INKEY$="w" AND b2 THEN LET b=b-1
260 IF INEEY$="g" AND c<31 THEN LET c=c+l
270 IF INKEY$="a" AND c>0 THEN LET c=c-1
280 IF a=5 AND y>0 THEN LET y=y-2
270 IF a=8 AND y<30 THEN LET y=y+2
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00 IF a=46 AND x+18 THEN LET u=u+2

210 IF a=7 AND w2 THEN LET u=wu-2

320 IF b=y AND c=x THEN GO SUE Z70

330 LET e=ze-1

340 FPRINT AT 21,203 "CAG:"3e

Jo0 IF e=0 THEN GO TO 440

360 GO TO 180

370 LET h=h+1

ZB0 FLASH 1: INK O: FAFER 7: FPRINT AT x,y-13"BUM": FLASH (
FAPER 43 INK ©

320 FRINT AT Z1,4;"SUDARA: "3h

400 FOR a=0 70O 11

410 BEEF .Z,a: NEXT a

20 BEEF B,12: BEEF .8,12: BEEF 1.6,12

4%0 FRINT AT x,y-1g3"&esy G0 TO 140

440 IF INEEY$<:"" THEN GO TO 440

4350 FRINT AT 10,103 "KRAJ*IGRE"

460 INFUT "Zelis®li+josvtdavtsetigras?™ {(D/N)="3a%

470 IF a%="d" DR a%="D" THEN CLS : GO TO 40

480 CLS : INK &: PAPER 1: PRINT AT 10,4;"<D20=eVeI2DsJPE+N+J4AS
P+": FAFER 4: INK ©

e
=
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ZMIJA ZVECARKA

1203

Pretvorili ste se u zmiju, navodnu zadetnicu celokupnog zla
na ovom svetu. Pritiskom na tastere sa strelicama (3 - 8)
vijugate preko celog ekrana i halaplijivo gutate brojke. Zadatak
tako postaje sve te2i, jer se zmija produZzi za onoliko
kvadratida koliko Jje velika broika koju pojedete. Fre nego sto
smo igru spakovali, prvak nase redakcije osvoijio je 265 poena.

Kad se budete uve2bali, radéunar treba da bira malo vece
broike. Igra ¢e biti brza. Ali ne psuite kad zbog nekoga malog
broja budete morali dugo vijugati i puziti po ekranu!

10 DATA 60,126,18%,189,189,189,126,189

20 FOR f=0 TO 7: READ t: FOKE USR "a"+f,t: NEXT §

30 LET b%="8": BORDER Z: PAFER 7: LET c=0: CLS

40 LET x=10: LET y=19: LET a%=""

S0 FOR £=10 TD 19: LET a%$=a%$+"10"+5TR$ f: FRINT BRIGHT 1;
INK O3AT 10,f3"A": NEXT f

60 GO SUB 220

70 LET z%=INKEY#$: IF z#%>"4" AND z$<"9" THEN LET b%$=z%

80 LET x=x+(b%="6")-(b$="7"): LET y=y+(b$="8")-(b%="3")

90 IF ATTR (x,y)=120 OR x=22 OR y=3I2 THEN GO TO 230

100 GO SUB 190

110 LET c$=5TR% x: IF x<10 THEN LET c%$="*"+5TR$ u

120 LET d$=5TR$ y: IF y<10 THEN LET d$="*"+STR$ vy

130 LET x1=VAL a$( TO 2): LET y1=VAL a%(Z TO 4): IF ATTR (xl,
y1)<>120 THEN GO TO 130

140 FRINT AT si,ylg"®"

150 PRINT BRIGHT 13 INK O3AT x,y;"A"

160 LET a$=as+c$+d$: IF c=0 THEN LET a%$=a$(5 TO )

170 LET c=c-(c:Q)

180 GO TO 70

150 LET f$=SCREEN$ (x,y): IF £$:"9" DR f$<"1" THEN RETURN

200 LET c=c+VAL %

210 BEEF .01,0: BEEF 0.01,10: BEEF .01,20

220 PRINT FLASH 1; BRIGHT 1; FAFER 4;3;AT (RNDX¥22)-1, (RND¥32)-
1; INT (RND%*9)+1: RETURN

230 LET u=u—-(u=22)+(x=-1): LET y=y—({y=32)+(y=-1)

240 FRINT AT x,y; FLASH 1;"A";AT 10,5;"REZULTAT#:%"; (LEN a%$/4)-
10

250 FOR =20 TO -50 STEF -5: BEEF .02,f: NEXT f

260 FOR f=1 TOQ 200: NEXT f

270 IF INKEY$="" THEN GO TO 270

280 CLS : GO TO 30
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SL.AalL oarm

3995

Kod nas je smucdanie postalo tako popularno da ga vidge ne
gledamo samo u deset i u jedan, kad su inade sva takmicenija za
svetski kup, nego ga nadete &ak i u TV kvizu i u mnogo
racunarskih igara. Jedna od njih zahteva nesto vide smucarskog
znanljia nego Horace Goes Skiing ili Skiing racdunarom commodore.
To je ova koju vidite pred sobom. U nioj ne vidite smuéara, nego
samo njegov trag na stazi.

Smucara vodite tasterima S i 8 levo i desno. Program ¢e vam
izmedu tadcaka interpolirati lepu krivu koja ¢e pokazati kako ste
presli stazu. Skredemo vam paZnju na to, da Jje da je slalom
veama gust i zato podetnicima savetujemo intenzivno kodenje. Sve
drugo Jje detalino opisano u instrukcijama REM.

Frilidéno dosadan nam se ¢ini deo programa koji crta stabla.
Frobaite da ga skratite, pa cde vam slalom postati simpaticéniji.

o 1 1 o B
i o A L2
e 1P . i A Ay
:$$, ; [ i

A A
e S
i e A e
L. U
. oo 1 4 L N
T "o
L N S IR A A
o A e S lle G
L L 1 | 1 LA L X
1 L Y AL
el e e A A 1] LY
o ; i P
Al Ay o A 1 { L
o 4 L o e e
L L o } o el
L S S
1 6O 10 7:i0

10 CLS
20 LET stara=|

J0HREMYoblik*zastavice
40 FOR n=0 TO 7: READ a: FOKE USR "a"+n,a: NEXT n

SO¥REM“oblikvstabala
&0 FOR n=0 TO 7: READ s: FOKE USR "s"+n,s: NEXT n
70 FOR n=0G TO 7: READ 1: POKE USR "1"+n,l: NEXT n

BO*REM*crtanie¥stabala

0 RANDOMIZE : FOR m=2 TO &: FOR n=0 TO Z: BEEF .C1,n: LET
nak=RND: IF nak<.33 THEN FRINT AT m,n; INK 4;"5"

100 IF nak>.b66 THEN FRINT AT m,n: INE 43"L"

110 LET nak=RND: IF nak<.33 THEN FRINT AT m,31-n; INK 43"L"

120 IF pak».58 THEN FRINT AT m,Z1-n:; INE 4;"3"

130 NEXT n

140 NEXT m
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120 FOR m=7 TO 21i: FOR n=0 TO INT (m/2): BEEF .0l,n: LET
nak=RND: IF nak<.33 THEN FRINT AT m,n; INKE 4;"3"

160 IF naks.b46 THEN FRINT AT m,n; INK 4;"L"

170 LET nak=RND: IF nak<.Z3 THEN PRINT AT m,31-n: INK 43"L"

180 IF naki.b66 THEN FPRINT AT m,31-n; INKE 43"5"

170 NEXT n

200 NEXT m

210 FRINT AT 0,153 BRIGHT 1; FLASH 1:",,":*REM%start

Z20REM*crtanievstaze

2I0 FOR v=1 TO @

240 LET boja=1

230 READ kapiia

250 1IF v=1 OR v=% OR

270 PRINT 3 INK boj
bojas AT viZ, INT

280 NEXT v :

290 IF staza=1 THEN RESTORE 850: GU TO =40 -

300 IF staza=2 THEN RESTORE 860: GO TO 340

210 IF staza=3I THEN RESTORE 870: GU TO 340

220 IF staza=4 THEN RESTORE 880: 60 TO 240

20 RESTORE B%0

240 FRINT AT Z21,12;"C+I%L+J": LET cas=0: FRINT AT 0,2B;"0":
FRINT AT 1,0;"5TAZA*";staza

230 IF INKEY#="" THEN GO TO 3250 :

60 LET polozai=127: LET put=168: LET smer=0: LET koraka=0

Z70 FPLOT polozald,put

280 FRINT AT O0,15:",,"

50 OVER 1

400 FAUSE 8

410 IF INKEY$="8" THEN LET smer=smer+3

420 IF INEEY$="35" THEN LET smer=smer-3

430 LET polozai=polozajtsmer: LET put=put-2

440 DRAW smer,-2

430 LET cas=cas+ABS smer: OVER O: FRINT AT 0,Z2Bi;cas: OVER i

460 IF polozaj<(173-put)xB0O/175 THEN G0 TO 520

470 IF polozai>Z285-(175—-put)Xx79/173 THEN GO TO 520

480 IF put<=10 THEN FRINT AT 10,10; BRIGHT 1:; FLASH 1;"BeReAwYs
g": B0 70 530

490 LET koraka=korakaril

500 IF koraka=8 THEN GO SUE &80

210 GO TO 400

220 FRINT AT 0,03 FLASH 13 BRIGHT 13;"IZLETIO*SI+SA“STAZE®!'"

530 LET ststaza=staza

240 INFUT "FO*KOJOJ*STAZICZELIS*¢DASE IJASH T (1 -5) &baesaen
iproga

o950 IF staza<l OR staza:>S THEN GO TO 540

560 IF staza=1 THEN RESTORE 850: GO TO 610

970 IF staza=2 THEN RESTORE B&0: GO TO 410 ¥

580 IF staza=3 THEN RESTORE 870: GO TO 610

o990 IF staza=4 THEN RESTORE BBO: GO TO 410

600 RESTORE 890

610 IF ststaza<rstaza THEN CLS : GO TO 80

v=S OR v=7 OR v=9 THEN LET boja=2
a3AT VA2, INT (kapiia/B8);"A": FRINT ; INK
(kapiia/B)+4;"4"

520°REM~*ako~ijetstaza*iednaka*prethodnoj, ¥ostavi*iednak
raspored“stabala
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J“ FOR m=2 TD & FOR n=4 TO 27: FRINT AT m.n'" My NEXT ns
NEXT m
&60 FOR m=7 TO Z1: FOR pn=INT (m/2)+1 TO Z0-INT (m/2): FRINT AT
myn3y"=":s NEXT n: NEXT m
&£70 GO TO 210

680+REM*kontrol a*na®kapi jama

650 READ kapija

700 IF polozaj<kapijia+? OR polozaj>kapija+40 THEN FRINT AT 0O,
03 BRIGHT 13 FLASH 1;"FROMASIO*SI+KAFIJU='": GO TO S30

710 LET koraka=0

720 RETURN

730 CLS : FAFER 7: INK 0O: PRINT AT 3,8;"S*L*A%L+*0DvM"

740 FRINT AT 10,0; "<*Smucara®pomocustrelica%vodig®?aeeds] avgd—=>
desno“potekranu®"

730 FPRINT AT 20,03 FLASH 1;"*FRITISNI®*NAYRILO“KOJU+GUMICU® !+

760 IF INEEY®="" THEN GO TO 760

770 CLS : GO 7O 20

78(:]-:::-REH.:}Gb1 1 k-:::- ‘apl J e 1 9"
790 DATA O,EBIN 00000001,EIN 00000011,BIN 00000111,EIN 00000011,

B00+REM*oblik*smreke
810 DATA O,BIN 00010000,EBIN 00111000,BIN 00111000,BIN 01111100,
BIN 11111110,BIN 00010000, RBIN 00010000

B20*REM*oblik¥*stabla
BI0 DATA O,BIN 00111000,RIN 01111100,BIN 01111100,BIN 01111100,
BIN 00111000,BIN 00010000, BIN 00010000

540+*REM*podaci“za¥kapl ie

850 DATA 80,104,72,120,104,96,128,144,120
B&O DATA B0O,56,104,152,160,128,144,80,104
870 DATA 96,136,96,136,88,72,128,144,104
880 DATA 136,1468,120,80,56,112,128,88,128
870 DATA 88,128,80,120,64,1346,80,128,88
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HUSKE T RULET

2719

Ruski rulet mo2e da se igra kod kude bez neke posebne
opasnosti. Pri takvoj zabave treba imati nedto vise srede i,
razume se, pravi kolt. U ovom slucaju racdunar c¢e zameniti kolt,
a vi cete, umesto na obaraé, pritiskati na Jjedan od gumenih
tastera.

Na pocetku vam racéunar nacrta nesto nalik na kolt. Zatim
treba da odlucite da 1i dete pritisnuti na obarac ili
odustajete. Imate samo dve mogudé¢nosti: kad pritisnete na obaracd
moZzete ili da &ujete klik ili da ostanete bez glave. Ako se
predomislite i ne pritisnete na cbarad¢, radunar ¢d¢e vas jos k
tome nazvati kukavicom.

Od 10. do 70. reda ¢e racunar najpre crta neko cudo koje mi
nazivamo kolt. U redovima 90. i 100. dodaje nekoliko krugova. 0Od
reda 280. zavisi da 1li ¢e vam glava posle pritiska na obaraéd jos
ostati na vratu. Ako glava ode, u redovima od 330. do 380. bide
nacrtano vase zadnje boraviste.

Zadatak za rodene hazardere: 280. red nije nam bad previse
simpatican, Jer ni generator sludaijinih brojeva u spectrumu nije
bas najboliji. Napisite sami potprogram za generisanje malo
sludainijih brojeva.

.f;“”““fmmriqi """ B B I I W - o
If T ) b

‘ I"'--..__“_I--h“u“w----'M‘]

10 FAFER 5: BORDER S5: INK 0O: CLS

20 FOR t=1 TO 19 STEP |

Z0 READ q,w,e,r

40 DATA 72,44,0,-44,88,64,0,-56,104,64,0,-64,72,64,32,0,80,88,
0,-16,96,88,0,-16,64,88,48,0,56,17,0,-17,120,17,0,-17

o0 DATA 64,131,0,-43,112,131,0,-43,72,144,0,-10,104,144,0,-10,
72,144,8,0,96,144,8,0,80,136,8,8,88,144,8,-8,80,144,6,-2,

96,144,-46,-2
6¢ FLOT q,w: DRAW e,r
70 NEXT t

80 IF t>19 THEN GO TO 90: IF t<{19 THEN GO TO 10

90 CIRCLE 88,72,64: CIRCLE 88,112,16: CIRCLE 88,112,24:
CIRCLE 48,72,16

100 CIRCLE 128,72,16: CIRCLE 88,72,8

110 FRINT AT 9,21 "ReUsgeKs] "
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120
130
140
150
160
170
180
190

200
210
220
230
240
250
260
270
280
230
200
310
220
230
240

330

60

70
B0
390
400
410
420

20

BEEF .1,.001

FRINT AT 11,213 "ReUSLAESTY

FAUSE 40

FRINT #1;"Pritisni“bilo¥koii“taster": PAUSE O

CLS

BEEF .2,4

BORDER 9

FRINT AT &,0;"FRED*TOBOM*JE*FOLICIJSK I +EOLT*+FOFULARNO%
NAZVAN=+Z8++SPECTAL #% (STANDARDNO=NACORUIZ ANJE=
AMERICKEIHFPOLICAJACA ') #*SA*SERACENDOM*CEVI . *U+BURENCETU* IMA®+
MESTA¥+ Qw4+ METAKA. TZATRUSK I *RULET*JE -+ <=+ RURENCETU ™
SAMO=JEDAN*METAE !+ ISFPROBAJ *FOD*KAKVOM <+ ZVEIDOM+ST =
RODJEN!“FPRITISNI®1<I+ENTER*ZA%>+8VAK T ++POKUSAT , F# Q500w
TE++JE+*BTRAH, *FRITISNI+0+I+ENTER. *

FRINT #1;“Pritisni“bilo%koii*taster": FAUSE O

BEEF .2,4

CLS

FRINT "+<+ISFROBAJ*SRECU: *FRITISNI* ]+ +>>+ENTER"

INPUT B3

IF B=0 THEN FRINT "KUEAVICO='!'"

IF B=1 THEN (0O TO ZBO

GO TO 240

LET Z=INT (RNDX7)

IF Z=% THEN GO SuUB Z20: GO TO 230

IF Z<>3 THEN FRINT AT 11,11;"ELIK": BEEF .2,40: CLS : GO
TO 230

GO TG 240

INE O

FOR #=1 TOD 146 S5TEF 1

READ a,s,d.qg

DATA 88,48,21,0,72,64,146,-16,112,48,16,16,72,564,56,0,100,
72,0,-20,88,48,24,0,72,84,16,16,112,80,146,-14

DATA 88B,80,88,48,112,80,88,48,1746,128,24,0,200,128,146,-15,
128,464,88,48,112,48,88,48,200,95,16,16,88,80,24,0

FLOT a,s: PRAW d,qg

NEXT ¥

FRINT AT 17,5; "0ODE+“GLAVA*SATRAMENA "

BEEF 3,0

CLS

RESTORE 340

RETURN
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Ovo je simulacija jedne od igara koje smo rado igrali u
nsnovnoi 3koli. Na osnovu imena i prezimena dve osobe, od kajih
je jedna muékog a druga Z*enskog pola, treba da utvrditi da li su
prikladne za par ili ne. U dobra stara vremena to smo radili
olovkom i papirom, a danas moZe i dobrim starim spectrumom.

U program se ukucaiju imena i prezimena. Racdunar <¢e Javiti
koliko ti i ona imate zajednickog, izraZeno u procentima.

Frogram preporucuiemo u prvom redu onim mladim
zal jubl jenicima koijima ta "tegoba" ne dozvoliava da se bave
racunarima. Mo?da ¢e zalutati u hakerske vode i isprogramirati
io& neke druge simulacije. Za podetak predlazemo onu S belom
radom, koju smo zvali "voli me, ne vali me".

SESCESLCELESESEE IR Y &0

1 *RE
i e OO KRR KRR KKK X

WOBERTS

B L JAS
XKk
10 FOKE 238692,253: FOKE 23609,255: CLS : FRINT AT 0,10; FLASH
1; BRIGHT 1;"%%xXLOVE"Sx%x"; FLASH O3 BRIGHT ©
20 PRINT P “"RACUNAR*CE+*IZRACUNAT I+KOLIKO*4++PROCENATA*JESTERT +
I4NJOJwseser eI AJEDNICKO. *PISI+VEL IR IM%=oeewsGTAMFAN I M
SLOVIMA!™
30 PRINT 777 massUPISI+GVOJE*IME+ ]I *FREZIME"
40 LET H=0: LET I=0: LET J=0: LET G=0: LET B=0: LET C=0: LET
D=0: LET E=0
50 INFUT B#
&0 LET A=LEN B$+1
70 LET A=A-1
80 IF A<l THEN GO TO 260
90 IF B&{A)="L" THEN GO TO 140
100 IF B$(A)="0" THEN GO TO 170
110 IF B$(A)="V" THEN GO TO 200
120 IF B$(A)="E" THEN GO TO 230
120 60 TQ 70
140 LET B=E+1
150 PRINT AT 12,33
160 GO TO 70
170 LET C=C+1
180 PRINT AT 12,4:C
190 GO TO 70
200 LET D=D+1
210 PRINT AT 12,5:D
220 B0 TO 70
230 LET E=E+1
240 PRINT AT 1Z,63E
250 60 TO 79
240 FRINT ""URISI+I+DRUGO*FREZ IME=I+IME"
270 INFUT C%
280 LET F=LEN C%$+1
290 LET F=F-1
300 IF F41 THEM GO TO 480
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210 IF C$(F)="L" THEN GO TO 260

220 IF C$(F)="0" THEN GO TO Z%0

230 IF C${F)="V" THEN GO TO 420

340 IF C#(F)="E" THEN GO TO 430

350 60 TO 290

260 LET b=06+1

370 FRINT AT 19,436

380 GO TO 290

390 LET H=H+1

400 FRINT AT 19,3:H

410 GO TO 290

420 LET I=I+1

430 FRINT AT 19,631

440 6O TO Z90

430 LET J=J+1

460 FRINT AT 19,734

470 GO 7O 290

480 PAUSE Z00: FAFER 7: INE O: BORDER 7: CLS : FRINT **; FLASH
13 BRIGHT 1;B%; BRIGHT 03 FLASH O,: PRINT B3C:D:E

490:FRINT "7; FLASH 1; BRIGHT 1;C%; EBRIGHT 03 FLASH 0O,: FRINT
GsH;I;J

S00 FRINT 73 BRIGHT 137 ;"AH,*KAKO*LEFA*IMENA"; BRIGHT O

510 FRINT *"A“SADA*DRZI“FALCEVE: *POCINJEM*DATRACUNAM! 11

520 LET K=B+G: LET L=C+H: LET M=D+1: LET N=E+J

530 PRINT 7" "WAS+ZAJEDNICKI+ZBIR*JE="sk3LsMsN

240 FRINT " "ZIBIR*BAS*I*NIJE*VELIK, *ALI*NE*+BRINI:*NADAJ+SE*
NAJBOLJEM"

S50 LET D=E+L: LET P=M+N: GO TO 570

560 FRINT *"SAKUFILI<STE="3;0;F;"+%4": GO TO 590

570 IF 0<9 DR F<9 THEN GO TO S&0

580 LET R=0+FP

S0 FRINT  FLASH 1;° "OH*KAKAVHSTE“FREERASAN*FAR*"3; FLASH 0:
FRINT 3 BRIGHT 1;B#;"+I+";C%; BRIGHT O: FRINT ""ZELIS*LI®
JOS*DA“RACUNAS?"

600 INFUT D%

&10 IF Ds(1)="D" THEN GO TO 1

&20 STOP
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Igra je arkadna, a od igradca zahteva i poznavanje brojeva od
0 do 9. Dakle, kao porucena za one koji su ved proradili Jjedan
od mnogobroinih programa o tome kako ciciban ili macak Muri
broje.

Na ekranu de se slucaino pojaviti deset broiki od O do 9.
Treba oboriti sve redom. To se postiZe speciijalnom kuglom koja
se neprestalno kotrlja. Pravac kotrlianja menja se pritiskom na
bileo koji taster.

Zadatak: Lopta koju pomeramo nilje narocito lepa. Umesto nje
nacrtajte neki odabran grafié¢ki zmnak koii ¢e se kotrljati po
ekranu. Ako ste u umetnost programirania prodrli malo visge,
mozda cete uspeti da nacrtate ¢ak 1 krokodila sa <Siroko
razjaplienim <£el justima, kolji dce nastojati progutati brojeve.

1OYREM* 4 X *BURE0J K EY KK
20 G0 70 670
20 DIM x(10): DIM y(10)
40 FOR i=1 T0O 10
50 LET % (i)=INT (RND*31+1)
60 LET y(i)=INT (RNDx21+1)
70 IF SCREEN$ (y(i),x{1))<x"+" THEN GO TO S0
80 FRINT AT y(i),x{i);i-1
Q0 NEXT i
100 LET x1=1: LET yi1=0
110 LET xt=0: LET yt=0
120 LET xs=0: LET ys=0
120 FOKE 234672,0: FOEKE Z3&673Z,0
140 FOKE 23674,0: FOKE 23672,0
130 FOR i=1 TO 10
160 FRINT AT yt,xt; INVERSE 1;SCREEN$ (yt,xt)
170 PRINT AT ys,xs; INVERSE 0;SCREEN$ (ys,xs)
180 IF xt=31 AND x1=1 THEN LET x1=0: LET yl=1: BEEF .05,10: GO
T0O 220
170 IF yt=21 AND yl=1 THEN LET x1=-1: LET yl=0: BEEF .035,10:
GO TG 220
200 IF xt=0 AND x1=-1 THEN LET x1=0: LET yl=-1: BEEF ,05,10:
GD TO 220
210 IF yt=0 AND yl=-1 THEN LET x1=1: LET yl=0: BEEF .05,10
220 LET sns=ut: LET ys=vyt
230 LET xt=xt+xl: LET yt=yt+yl
240 IF wt=x{i) AND yt=y(i) THEN GO TO 270
250 IF INKEY$<:>"" THEN GO SUB 310
260 GO TO 160
270 PRINT AT yt,xt;" 440rW": FPRINT AT ys,xs3; INVERSE 0O;SCREEN$ (
ys.%s): BEEF .35,2

<80 NEXT 1
290 LET t=(65ET6FFEEE ZT674+256%FEEE ZZLT7I4+FEEK 234672) /50
200 RETURN

210 IF x1=1 AND y1=0 THEN LET x1=0: LET yl1=1: RETURN
220 IF %1=0 AND yl=1 THEN LET x1=-1: LET y1=0: RETURN
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230 IF x1=-1 AND yl1=0 THEN LET x1=0: LET vi=-1: RETURN

340 LET ni=1: LET y1=0Q: RETURN

250 BUORDER Z: FAPER S: INE 1: CLS

260 INFUT "kolikovtakmicara? "iig

I70 PRINT AT 10,85 "Ukucaivimena: "

380 DIM i$(ig,10): DIM v(ig)

290 FOR n=1 T0O iq

400 BEEF .5,18: INFUT "Takmicar®";(n):"#=4":s LINE i%(n)

410 NEXT n: LET kolo=1

420 FOR n=1 T0 ig

450 BURDER Z: CLS @ FRINT AT Z,10;kolo; "EOLC";AT 10,10;: FLASH
1: FOR w=1 TO 10: IF i$(n,wi<x"s" THEN FRINT i$(n,w);:
NEXT w

440 BEEF .%5,0: FLASH 0: GO SUB &40: BORDER &: CLS : GO SUEB Z0:
CLE

450 IF NOT v(n) OR t<v{(n) THEN LET v(n)=t

460 PRINT AT 10,10;1i%(n}

470 FRINT AT 11,10;3"Rezultat+";t

480 FRINT AT 12,103 "Rekord®";vin)

450 B SUB 640: NEXT n

oua CLS ¢ IF ig=1 THEN GO TO 390

510 LET vmin=v (1)

o020 FOR n=2 TO ig

o300 IF vin)<vmin THEN LET vmin=v(n)

o940 NREXT n: PRINT AT 1,8;"Rezultatiz"'’

530 FOR n=1 TO ig

260 IF vin)=vmin THEN FLASH 1

570 FRINT niTAE S:ig¢{n);"+";vin)

o880 FLASH O: NEXT n

S70 FRINT #0;TAB 73 "Novo“kolo®(d/n) 7"

600 GO SUER 640

610 IF +$="n" THEN STOF

&20 IF f%<>"d" THEN GO TO &00

&30 LET koloskolo+i: GO TO 420

640 FREM= ¢+ +FRUSE

650 IF INKEY$<>"" THEN GO TO 650

660 IF INKEY$="" THEN GO TO 6&0

&70 LET f$=INEEY$

&80 RETURN

&90 FAFER 1: INE 6: EORDER 1: CLS

700 FRINT TAB 7;"essxksBROJEVI=Ex"

710 FOR n=20 TO O STEF -1: BEEF .0Z,n: NEXT n: EBEEF <Dy 10

720 FRINT " "Natekranu¥se¢nasumicevpostavi“*desetsbroiki:aod~0%
do#9.=Tvoi+++izadatak*jerdavpotredosl edus++o+roboristsve™
nrojke.ﬁlato*imas*na*raspolaganju*poaebnu*"”kuglu”",***

ijOJ*Pritiskam*na*jedan*ud*{"¢tasteraﬁpromeniE*Pravac***¢

casovniku., "

730 FLOT 86,136 DRAW 124,0

740 FRINT *"=<kugla®promenipravacvkretania®i *kada“udarius
stranicu. *Kao***¥rezul tat+*dobi jemoutroseno® s sstvrana, @
Majbol ji*rezultatvsvakog¥takmicaravsetmemorise, "

730 PRINT 7 " "seopritisni*bilo*koii“taster": FAUSE O

760 GO TO 50
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Ko ne zna priéu o Romeu i Juliji, modi c¢e da u igri prode i
bez nje, a moida mu to znanje bude koristilo _Jednom kasniije.
Frogram ie veoma kratak. Svako ko ga savesno prekuca, bice
nagraden zaista dobro animiranom arkadnom igrom. Na balkonu vas
teka Julija, a vi, Romeo, 2elite da Jjoi skocdite u zagrliai. To
postizete tako da na suprotni kraj daske na kojoj stojite bacite
pazliivo izabran teg. Focetnik moze iz Oovog programa mnogo da
nauci, Jjer Jje s malo naredbi napravljena efektna igrica.

LA D "WEEZ TR "TMEG
A

:.:: [ I == T [ R R

10 FAFER O: INE 7: CLS

20 DATA 56,56,146,254,16,124,68,198

0 DATA 0,255,171,171,171,171,255,255

40 DATA 0,0,28,20,62,62,127,127

=0 DATA 0,0,0,0,248, 126,255, 255

&0 DATA 192,224,224,230,240,224,224,192

70 FOR n=144 TO 148

80 FOR §=0 TO 7: READ a: FOEE USR CHR$ n+f,a: NEXT f

G0 NEXT n
100 PRINT AT 4,03 INE &;"W-ECBCNY AT 5,0 " IE——— . (7 4, 0; " -
B o

110 FOR n=7 TO 21: PRINT AT n,i3 INK &;"Besss: NEXT n
120 PRINT AT 11,13; INK 4;""wes' ;AT {2,15;"¥W';AT 13,15;" U';AT
14,15;" ;AT 18,15;" ;AT 19,15;" ;AT 20,15;" P3AT 21,15;"

Jll

130 FOR n=11 TO Z1: FRINT AT n,1l6; INE 4;"nesnisssiei ' ;
NEXT n

140 LET w=21: LET y=B: FRINT AT Z1,10;"0": FLOT &64,0: DRAW 37,
16

120 PRINT AT x,y: INE S A"

160 LET h=INT {(RND%X11)+8

170 PRINT AT h+l,&;"RB"

180 FRINT AT 4,12; "UPISISTEZINUSTEGA" AT S, 131" (max.14)"

190 INFUT we: IF wi=0 OR w>=12 THEN GO 70 190

200 FOR n=10 TO Z20: FRINT AT n-1,12;"%"3AT n,12;"C": BEEF .1,-
n: NEXT n
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210
w0

230

240
250
2860
276
280
290

00

210
220

EE0

340
350
260
70
80
390
400

FLOT &4,0: DRAW OVER 1337,16: FLOT &4,16: DRAW Z7,-16&
FOR n=1 T0 w

LET x=u—-1

FRINT AT x,y;"A"3;AT u+l,y;"+": BEEF .01,-x+8

NEXT n

FOR n=1 TO Z: LET y=y—1: FRINT AT :x,y;"A%": NEXT n

IF x=h THEN GO TO 300

IF x>*h THEN GO TO 340

IF x<=h THEN FRINT AT u,y: INK S;"£%": BEEF 1,-10: FRINT #
0; "TRESNUDO*SI#U*ZIDINE": FAUSE 300: RUN

FRINT AT x,y+1;"HURA, *ROMED*": FRINT #O;"JULIJATE*JE®
GRASULAwwdsdsd s tPOLIJUPCIMAS "

FOR m=1 TO S5: FOR n=0 TO 10: BEEF .1,n: NEXT n: NEXT m
CLS

RUN

FOR n=x TO 21

FRINT AT n,y; INE S3"E%"3AT n-1,ys"="

BEEF .05,n

NEXT n

FRINT AT 21,y; INK S3"D"

BEEF 1,-10

RUN
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Da nije bilo programa Zlo, kako smo ga u redakciiji nazvali,
ova kniizica bi bila pred vama verovatno nekoliko meseci ranije.
Ova igra dopala nam se naivige od svih arkadnih igara. i proveli
sSmO mNOogo vremena igraijudi je

Racunar prvo na ekran nacrta polje za 1igru, sastavlijeno od
zidina 1 ZLOG trepdudeq kvadratica u sredini. Raketom, koju
vodimo tasterima S5 i 8, moramo svoj vasionski brod ili
"pneumatski éekic" usmeriti tako da unidtimo trepcéucéi kvadrat.

Arhitektura programa je priliéno jednostavna. U 105. redu se
iz DATA instrukcije prodita oblik zlog kvadrati¢a. 110-150 crta
polje igre. 170 —-240: radunar uPOKuje grafiéki znak za tzv.
pneumatski dcekic¢, dakle za svih 8 pravaca u kojiima moZe da se
pomera. Sledi sama igra. Glavna petlja u njoj Jje izmedu 1000. i
1300. reda. Fotprogram od 2000. do 2610. vodi raéuna o tome, da
vasionski brod pogodi u prepreke odnosno unidti zli kvadratic¢ u
sredini. Od 6000. reda dalje smestena su uputstva. Fotprogram od
7000. do 9070. reda pokrene se kada igra zavrsi.

Prilikom ukucavanja igre bide manje posla nego &to izgleda na
prvi pogled. Redove od 170. do 240. napidite tako da ukucate
samo red 170, a zatim naredbom EDIT popravljate brojke reda i
slovo naredbe USR, &to je i jedina razlika medu redovima. Slicéno
vazi 1 za redove od 2000. do 2610.

Iako je program u bejsiku, radi priliéno brzo. To je
postignuto u prvom redu izracdunatom instrukcijom GOTO u redu
1100. Na taj nadin je u programu izbegnuto dugo traZenje kroz
mnostvo instrukcija; uvek se izvréi ona prava. Program bi mogao
biti jo% br2i ako bi umesto funkcije SCREEN$ upotreblijiavao
funkciju ATTR, koja je bitno brZa.

Zadatak: ako vam je igra dosadila, mo2da bi bilo lepo da
umesto X upotrebite neki drugi znak. Primetidcete da time nastaju
novi problemi u vezi s funkcijom SCREEN$. Kada se umesto znakova
ASCII upotrebljavaju grafiéki znakovi (UDG) koje odredi
korisnik, funkciijia SCREEN% vide ne deluije pravilno.

S BORDER O: PAFPER O: INK 7: CLS : FRINT °'*"zLpet1tw
10 RANDOMIZE

20 GO SUB 9999: GO SUE 4000

90 LET h=32E26
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100 FAFER QO INE &1 CLS

105 FOR 1=0 70 7: READ a: FOKE USK "i"+i,a: NEXT i
110 PRINT AT &,10;"X% { X“,QT 16, 10 "X i
115 PRINT AT 14 gy Faeriee XU e AT 8, 8;

120 PRINT AT i?.l?:“xx XX"1AT G, 1% "XX= XK

125 PRINT AT B,.8: "x¢«*¢@**¢*1v¢~x“

135 FRINT AT 4,123"X% X"3AT 18,12 "Xodwaa)”

140 PRINT AT 12,105 "XasXeseX=sX" AT 10, 10-"X*“X¢*”X““X"
130 PRINT AT 11,105"X% "1 INED 43"I"; INE &y "sdaX™
170 FOR i=0 TO 7: REARD a: FPOKE USR "h"+i,a: NEXT i
180 FOR i=0 TO 7: READ a: FOKE USR "d"+i,a. NEXT i
190 FOR i=0 TO 7: READ a: FOKE USBR "f"+i,a: NEXT 1
200 FOR i=0 TO 7: READ a: FOEE USR "b"+i,a: NEXT i
210 FOR i=0 TO 7: READ a: FOEE USR "a"+i,a: NEXT i
220 FOR 1=9 TO 7: READ a: FOEE USR "e"+i,a: NEXT i
ZE0 FOR i=0 TO 7: KEAD a: POKE USR "g"+i,a: NEXT i
240 FOR 1=0 TO 7: READ a: FOEE USR "c"+i,a: NEXT i
290 DATA 146,254,254,254,146,254,40,108

00 DATA 16,16,16,56,56, 36, gé,g&

210 DATA S6,536,56,06,06,16,168,16

220 DATA Q,D,El,:ddqhi 0,0,0

IO

IE0 DATA © 01248,255.248 0,0,0

240
250
60
270
1000
1010
1080
1090
1095
1140

1200
210
1220
1300
2000
2010
2OR0
2100
2110
2120
EEGQ
210

:h:U

23200
2310
2320
2400
2410
2420
2a00
2810

2520

DATA 1,2,20,56, 124,248, 112,?“

DATA 4,14,31_ba.h6 40, 64 128

DATA 128,64,40,28, 62.31 14 4

DATA ?2.11L.h48 1”4.46‘EU.¢,1

LET go=w: LET x=10+INT (RNDX1S): LET y=0

LET d=2

FRINT AT y,x: INE 63;CHR$ (144+d)

BEEP 03,30

LET go=go+l

LET tw=x: LET ty=y: GO SUEB Z00O+dXx100: FRINT AT y.x3"+":
LET n=tx: LET y=ty

IF INEEY$="5" THEN LET D=D-1: IF D<0 THEN LET D=d+8

IF INEEY$="8" THEN LET d=d+i: IF d:7 THEN LET d=d-8

IF x=15 AND y=11 THEN GO TO 000

GO TO 1080

IF CODE SCREEN$ (ty-1,tx+1)=88 THEN BEEF .003,30: RETURN
IF ty-1<0 OR tx+13:31 THEN RETURN

LET ty=ty-1: LET tu=tx+l: RETURN

IF CODE SCREEN% (ty,tx+1)=88 THEN EEEF .005,30: RETURN
IF tx+13:21 THEN RETURN

LET tu=tx+1: RETURN

IF CODE SCREEN% (ty+1,tx+1)=88 THEN BREEF ,003,30: RETURN
IF ty+1221 OR tx+1>31 THEN RETURN

LET ty=ty+1: LET tx=tu+1l: RETURN

IF CODE SCREEN% (ty+1,tx)=88 THEN BEEF .003,30: RETURN
IF ty+13:21 THEN RETURN

LET ty=ty+l: RETURN

IF CODE SCREEN$ (ty+1,tx-1)=88 THEN EBEEF .005,30: RETURN
IF ty+1:>21 OR tx-1<0 THEN RETURN

LET ty=sty+1: LET tx=tu-1: RETURN

IF CODE SCREENS (ty,tx-1)=88 THEN BEEF .005,320: RETURN
IF tx—1<0 THEN RETURN

LET tx=tx-1: RETURH
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J600 IF CODE SCREEN$ (ty-1,tx-1)=88 THEN EBEEF .0035,30: RETURN

2610 IF ty=-140 OR tx-1<0Q THEN RETURN

JAZ0 LET ty=ty-1: LET tu=tx-1: RETURN

2700 IF CODE SCREEN$ (ty-1,x)=88 THEN BEEF .0035,Z0: RETURN

2710 IF ty~1<0 THEN RETURN

2720 LET ty=ty-1: RETURN

L0000 PRINT "eddddsdeiss2ZL0" 7 * "Upravl jas“pneumatskimcekicem, =%
pomocu~kojegvmorassunistiti¥zlogduha,*koji“sevkrije*iza®

, Dgrada!'"

&010 PRINT *"Cekic®se*pravoliniiski“pomera,**ako¥se*zaustavi+na®
ogradi*ili#*naivici“ekrana®neprestalno*nabija."”

&0Z0 PRINT °"Cekic®pomocuvtastera®5#i#g++ssidphkreces®uspravou®
odnosno®supro-tnospravecuvkretania®kazal jke*natcasovniku.
*"Dobar*love!": GO SUB &6700: RETURN

6900 PRINT **"Pritisni®0%za¥pastavak®!"

&910 IF INEEY$< >"0" THEN GO TO 6710

6320 CLS @ RETURN

FO00 RESTORE 9100: FRINT AT 11,15; FLASH 1; INK 4;"I": FOR 1=1
TO 18: READ length,pitch: BEEF length,pitch: NEXT i: FAFER
0: CLS

010 FPRINT " "Unistiowsi®ZLO"® "s&siy*"jgo; "“poteza®™’

2020 IF go<h THEN LET h=go: FRINT "##¢To*jevnainizi®rezulat~!!!!

F025 FAUSE 45: BEEF .05,0: FRINT "Fonovo?#{1¥=%da,*0%=*ne)"

2040 IF INKEY$="" THEN GO TO 9040

050 IF INKEY$="1" THEN CLS : RESTORE : GO TO 100

060 IF INKEY$="0" THEN GO TO 9990

Z070 60 TO 9040

G100 DATA .2,0,.1,0, 03,5, 03353335, 2,0,.1,0,.3,5,.3,%, .34 2

7110 DATA «2:Fy 014Dy 3512,.2,F5:1,5,.5,0,.3,0,.6,5

F920 FRINT *°°"#&sséNa¥zdravl jev!": STOF

2999 CLS : RETURN

a3
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7745

Ova stvarcdica je priliéno duga, ali dokazuje da se i u
bejsiku moZe da napravi lepa grafiéka arkadna igra. Neki efekti
ucinili su nam se tako dobri da smo program uveli u knijigu
uprkos dugotrajinom kucaniju. Narodéito je zanimljivo kada pesak
pPri prelasku mosta padne u vodu, pa ga spasavaiu pojasom za
spasavanje.

Cily igre Jje pred¢i reku. Pretpostavite da je rat i da su wvam
srusili most. U duhu moderne tehnike i opstenarodne odbrane iz
helikoptera spustate delove konstrukcije mosta. Ako deo mosta ne
ispustite u pravom trenutku, veé podignuta konstrukciia pada u
vodu. Siroti pesak ved¢ je u ratu oslepeo i misli da je pred niim
most. BezbriZno zakoraé¢i u vodu. Onda mu se dobace tri pojasa za
Spasavanje, a on se iz ¢ista mira - utopif

Stepen teZine molete da birate. Savetujemo vam da bar u
pocetku velbate na laksim stepenima, jer c¢e inacde biti suvige
m~tvih.

U programu je ugradena i moguénost pamcenia rekorda (iz
inostranih igara dobro poznati "high score"). Tako da u lestvicu
besmrtnih moZete da upisete i svoje ime.

Skrecemo vam paZniu na mnostvo grafidékih znakova u listingu.
Ispisani su u kurzivu, tako da sa samim ukucavan.ijem programa ne
bi smelo da bude nikakvih problema. Od 9000. reda dalije ¢&eka vas
dugi niz instrukcija DATA kojima éete puniti grafiéke znakove.
Ako zazelite da u igri nesto promenite, savetujemo vam da u
prvom redu popravite potprogram koji vaseg pesaka pomeri u kobni
karak.

7

HE -« T8 40 15 8 4 0 e
8 b g T

GO SUE 000

IF INKEY$="<" THEN GO TO 9

DIM h(10): DIM h$(10,10): BORDER 1: FOKE 23693,5&: CLS

FOR z=1 TO 10: LET h$(z)="NIKQ": NEXT z

GO TO 4000

LET dm=0: FOKE 2I624,141: BEEF .3,-10: EBEEF .1,-3: INFUT
AT 0,03 "STEFEN®TEZINE#?¢ (1-10)210=TESKO"*"“?";k: BORDER 1

10 IF NOT dm THEN FAFER S: CLS : FRINT AT 10,0; INK O3 INK WHE
<8FACE»=%gpustis®deo®mosta"

S0 N s R o
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74
80
81

=
<

az
84
85
100
110
119
120
121

22
130
135

157

140
190
200
210
220
250
260
270
275
276
280
320
240
299
a7
260
3277
378
80

FOR %=1 TO 10: FOR z=x TO x+50 STEF 10: BEEF .01,z: NEXT z:
NEXT »: BORDER 0: PAPER &: INK 0: CLS

IF dm THEN LET k=0: FRINT #0; INK S;"DEMO-%+"; INK 4;"
pritisni“sp¥za¥start”

IF NOT dm THEN FRINT #0; FAFER 1; INK &;"STEFENSTEZINE:="
sks: LET k=11-k

J FRINT AT 0,0; PAFER I3 INK 7;"+MOST#<¢ssePOEN]+Qe+tooBR, REZ®

"thil)

2 FOR z=21 TD 18 STEF -1: PRINT AT z,0; FAFER 13: NEXT z:

FRINT AT 17,03 INK 1;"LL"; PAFER 1;"R"; FAFER 63"
LLLLLELELLELLLLLLLLELLLLLLy FAFER 13" *"y FAFER b63"LL"
FOR z=6 TO 2 STEF -1: PRINT AT 15+z,0; FAFER 4;TAB z:
INVERSE 03 FAPER B; INK 4;"5";AT 15+4z,31-z3;"I"; PAFER 4:
NEXT =z

FOR z=0 TO 4: FRINT FAFER 83;AT 18-z,0;"LEEEEEE"( TO z);"D"
$AT 18-z, 31—z "U s "EEEEEEE"( TO z): NEXT =

FRINT FAFER 73 BRIGHT 1; INK O;AT 1Z,03"FFFFFF ;AT 13,263"
FFFFFF"

FOR z=3 TO 7 STEF 2: FRINT AT z,27;"MNO": NEXT z

LET n=5: LET s=0

LET 1v=3

FOR z=1 TD n-1: FRINT AT 11,z;"*I";AT 12,z;"<4": NEXT z

IF n=23 THEN GO TO 1000

LET d=1: LET h=0

INK O

FOR a=29 TO O STEF -1

FPRINT AT 10,a;"ABR*"

FOR 4i=1 70 k

IF d=1 THEN IF INEEY$="%" THEN GO TO Z00

NEXT J

IF dm THEN GO SUB Z: IF a=n THEN IF RND:.1 THEN GO SUEB Z00
NEXT a

FRINT AT 10,0;"#"

IF h=n THEN FRINT AT 11,n;"#I"3AT 12,n;"*4¥": LET n=n+1:
LET, s=s+INT ((11+k)/2)+{k=10): FRINT AT 0,16; FAFER 3; INK
73s: GO TO 83

GO TO 200

STOF

LET d=0: IF a<n THEN LET 1=14

IF a=n THEN LET 1=13

IF a<n OR a»*n THEN LET 1=12

FOR z=12 TO 1 '

FRINT AT z,a+1;"F";AT z-1,a+1;"2"

NEXT z: FRINT AT l,a+l; PAFER 7;"F"

IF «a<>n AND {(a>n AND a<235) THEN FRINT AT z-1,a+1;"¢"

LET h=a

GO0 TO 130

FRINT AT 1l,n;"="3AT 12,n;"*";AT 11,n+1;"I";AT 12,n+1;"4"
FOR z=1 T0 S

EEEF .1,50: FRINT AT 11,n+1;"I";AT 12,n+1;"4"

BEEF .1,0: FRINT AT 11,n+13"K"3AT 12,n+1;"J"

NEXT =

FRINT AT 11,n+1;"+"3AT 12,n+1;"s"

FRINT AT 13,n+1;"=";AT 1&,n+1;"K"

FRINT AT 15,n+1;"U*FOMOC": FOR z=1 TO S5: FRINT AT 1é6,n+1;"
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ZEE
B
287

50
95

97
=48

99
Q00
OS5
210
Q20

27
e e

923

F30
35
240
F30
955
L=
Q65
967
768
969

G70
F80

T8I
970
1000

1001
1010

1020
1030

1040
1100
J000
010

I015
020
I030
040

Iy BEEF .1,0: FRINT AT 1é6,n+iy"A": BEEF .1,10: NEXT z:
FRINT AT 15, el § "osads

LET lv=lv-1

IF lv=-1 THEN GO TO Z000

60 SUER 200

FRINT INE Z; FAFER 63 FLASH 1;AT 10,8;"J05%";lv;"+ZIVOTA!
FOR x=1 TO 10: FOR z=x TO x+50 STEF 10: BEEF ,0l,z: NEXT z:
NEXT

FRINT AT 10,8,,AT 15,n+Z;"s&ddsie AT 16,0415 "

FOR z=0 TO 4: FRINT FAFER 8:;:AT 18—:.?1—2:“8" “EEEEEEE“(
TO =) NEXT z: FRINT FAFER 7:; BRIGHT 1; INK O3AT 13,26;3"
FFFFF"

GO 70 &8
INE 25 LET d-a+(1»*”}
FRINT AT 15,n+1p "o Gt

FOR z=27 TO n+1 STEF -1

FRINT FAFER B3AT d,z; INE Z;"MNO"

FRINT AT d,zg"s&s"

BEEF .01,2

NEXT z

FOR z=d TO 1 STEF -1: FRINT AT z,n+1;"%Po": NEXT z

FOR z=d TO 16

FRINT AT z,n+1;"MNO";AT z-1,n+lg"=pet

REEF .01,z

NEXT =z

FOR z=15 TO I STEF —~1%

FRINT AT z,n+1;"#a0";AT z+1,n+lgMoese?

EBEEF .01,z

NEXT z: FOR z=n+1 TO O STEF -1: PRINT AT 1,z;"Mao<": NEXT
FOR z=2 TO 12: PRINT AT z,0;"M30";AT z-1,03"%pP*+": BEEF .01,
2 NEXT =

FRINT AT 11,03 INK QgnueIsvnegst: FOR z=% TO 1 STEF -1:
FRINT AT z,0;"MNg"® "oesty NEXT =

FRINT AT 1,03 "&dsn

INE ©O: RETURN

FOR z=25 TO Z0: PRINT AT 11,z3"#I";AT 12,z;"*K": BEEF .01,
z: NEXT =z

INE. 11 PRINT AT 11,31;"#";AT 12,31;""

FOR z=0 TO 29: BEEF 001,33. FRINT INK 13;AT 12,z3"50%
FOENA*ZA*ZAVRSEN*MOST wdsdadast M (z4+1) 3 " 06" NEXT z

FRINT AT 12,29;"ge*"

FRINT FLASH 1;AT 12,0; OVER 13 INK B,,: FOR z=1 TO S: LET
s=g+1: PRINT FLASH 1; PAFER 13 INK 73AT 16,30;: BEEF .01,-
z: NEXT z: FRINT FAFER 3:; INK 7;AT 0,16;s

FRINT AT 12,0,,: PRINT AT 13,6;TAR Z6&;

LET n=5: GO TO BZ

LET n=n+1: FOR z=17 7O 20

FRINT FAFER z-16; INE 7;AT 15,103 "FLJUSK"; FAFER BiAT z-1,
ny"¢"3AT z,.n3"I";AT z+1,n'"J“' BEEF .1,22-2

FRINT FAFER 1;AT z,n; INK 73"#": BEEF .1,Z1-:Z

NEXT =z

BEEF .1,48: BEEF .1,36: BEEF .1,24: BEEF 1,12: BEEF .2,0:
FRINT AT 20,n: FAPER 1; INK 73"I"
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030 PRINT AT 10,113 INE 1:"KRAJ*IGRE":;AT 10,11:;"DEMO" AND dm

3080 FOR z=1 T4 Z00: NEXT =z

070 CLE

08B0 IF dm THEN GO TG 4000

2100 FOR z=1 TO 10

Z110 IF si=h{z) THEN NEXT z: GO TO 4000

I120 PRINT "IMAS*DANASH*NAJBOLJISREZULTAT. " " "UFPISI+SVOJE*IME. "

21235 LET c=21: LET z#="7ABCDEFGHIJELMNOFCORSTUVWAYz ' . —+X#"

IZ137 LET h$(10)="": LET z$=z¢+z%: FRINT AT 11,16;"~":AT 10,153
FAFER 4;"+"; FAFER 73;AT lu,ln'"""?fi17??¢?i"““

3140 FOR z=1 TD 10

2142 PRINT AT 15,10+4z; FAFER 73 INKE 53 FLASH 13"="

3160 PRINT AT 10,03 PAFER 63z¢(c TO c+26)

2170 FPAUSE ©: LET c=c+ (INKEY$="8")-(INKEY$="5"): IF c>34 THEN
LET c=1i

2172 IF c<1 THEN LET c=%4

Z173 IF INEKEY$=CHR% 13 THEN GO TO 3190

3175 IF INKEY#®="0" THEN LET h$(10,z)=z%{(c+146): FRINT FAFER
73AT 15,11:h$(10): FOR x=1 TO 50 STEP 10: BEEF .0l,x: NEXT
®s NEXT z: GO TO 3190

2180 &3O TO 3160

2190 LET h(1l0)=s: PRINT AT 15,11; FLASH 1; INE 2Z; FAFER 6;h%{(10)

200 LET =0

3210 FOR z=1 TO @

3215 BEERP 005,z

IE20 IF hiz)<hi{z+1) THEN LET t=h{z+1): LET h(z+1})=h{z): LET hi{z)
=t: LET as=h®%{z+1): LET h${z+1)=h$(z): LET h#(z)=a%s: LET
=1

I230 NEXT =z

I240 IF f=1 THEN GO TO =200

4000 CLS 1 PRINT  INE Q7 "R& Rl Rids Qi Qo Qe Qo Qs
PAFER 1; INEK 7;"4+*+DANAS*NAJBOLJII# *REZULTﬁTﬂ--*

HUSOV0TH IR T JE &l drdedp i 1

4010 FOR =z=1 TO 10: PRINT AT z+4,5:h(z)3TAE 1B3h${z): NEXT =z

4020 PRINT AT 20,2: FLASH 13 INK Z2:;"PRITISNI+<SFACE:>+ZA+FOCETAK"

4030 FOR o=1 TO 3: FOR =z=1 TO 7

4040 FOR %=1 TO 10: PRINT AT x+4,5; PAFPER z; INE @; OVER 1;TAE
293: IF INKEY$="<" THEN GO TO 9

4050 NEXT x: NEXT z: NEXT o

4070 LET dm=1: GO TO 10

Z200 FOR z=USR "a" TO USR "u"+7: READ x: FOKE z,x: NEXT =z

902 DATA 127,2,31,55,103,103,65,31

g904 DATA Z240,1,13 1.255‘255.24H,h~4 192

2906 DATA 0,0,15,28,563,63,63,12

Z708 DATA Z55,138,140,1346,240,160,192,128

7910 DATA 255,136,141, 2090, 136,5,5

9912 DATA 295,% %%, 153,189,219,153

7914 DATA O,x,128,192,252,%,%,48

9716 DATA 15’ 24,24,28,22,18,226,131

3918 DATA U,x,&u_?u_1L6,¢4 60,218

P20 DATA 24,1 ,1,%,60,102,195,129

9922 DATA 0,%,60,90,126,153,126,2

924 DATA 195,23 .255.\_ﬂ.\.\.\

7926 DATA 15,635,124,224, x,1“4 83,15

FR28 DATA 255,38, 0% #1293, %

T
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9930 DATA 240,252,62,7,7,42, 252,240
G932 DATA 52,44, a.;e.uh.44.ra.:a
9934 DATA &0,90,126,24,60,218, 255, x
99Z6 DATA 121,103,97,97,121,102,0,0
9938 DATA 224,x,240,%,248,252, 254, 255
5940 DATA 7,7,15,15,31,63,127,255
9947 DATA 255,72,40,1&,7,4,;,1

9998 RETURN
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AJRNC

2733

Ova igra jedna od najpopularniiih u kockarnicama 3irom sveta,
u SAD naziva se black-iack. Kao sto ste u opisu programa Kazino
mogli da prodéitate, Jugosloveni ne smeju da igraiu u
kockarnicama u svoiold zemliji, ali =zato mogu de se bave §
racunarskim hazardnim igrama... !

Ra¢unar deli karte i daije vam onoliko karata koliko Zelite.
Cili igre Jje pribliXiti se Sto vidge ukupnom iznosu 21, ali ga ne
prec¢i. Vas protivnik {(radunar) nastoijade, razume se, da bude
bolji.

U redovima od 10-50. inicijalizuju se promenliive. Ako nemate
dovol ino para, onda u obzir dolazi i red 60. Od 70. do 410. reda
smesten je glavni deo programa, u kom je najvaZniia petlia od
170, do 250. reda. U 310. redu program izvuce i nacrta kartu, a
od 540. do 650. nacrta povedanu sliku karte. Tu povedanu sliku
amesti u &etiri grafidka znaka (UDG): gornji deo u a i b, a
donji u c i d. U 350. redu brisete definiciju znakova i u 3560. |
potrazite kako je znak definisan u ROMu. U priruéniku pige da je |

svaki znak iz spectrumovog seta znakova sastavlien od &4 tacke |

rasporedene u kvadratidu 8x8 tadaka. U S570. redu pocinje petlija
koja tece preko svih osam redova tog znaka. U 580. i 35%0. redu
petlje pretvara decimalnu vrednost definicije u vrednost koju
program kasniije ucita u oba UDG znaka.

Zadatak: zaista dobrom grafickom redenjiu u programu tesko
more bilo 5ta da se doda. Mo?*da ne bi bilo 1logse ispraviti tok
igre, Jjer nije posteno da uvek igru pofinjete wvi, a tek onda
srecu oproba i racdunar. MoZda bi trebalo omoguditi 1 promenu
uloga, zavisno od karata koje dobijete. Tako bi igra postala jos
slidnija onojd u kojold su mnogi prokockali Zivot.

10 BORDER 7: FAFER 7: INKE ©O: OVER 0: CLS

20 LET b$="NZ23456789TAJQL"

30 LET a=0: LET m=100

40 G0 SUR 420

50 DIM p(4)

&0 IF m=0 THEN FRINT AT 10,1:;"Imas*$0";AT 19,1;"Izvini,*vise~
ne“dajemvnastririsstpoverenie. “Dodii *ponovovkada¥tT¥pudes®

imao*vise*para.": STOF
70 CLS : FRINT AT 10,13"Imas**$";m: FRINT "koliko*ulazes?"
80 INFUT b
g0 CLS

100 IF brm THEN GO TO 70

110 LET m=m-b

120 FRINT INK Q;AT 0,03 "TVOJE*EARTE";AT 11,0; "SPECTRUMOVE®
KARTE"

120 PRINT AT 9,13"Zbir=";AT Z0,1;"Zbir="

140 FOR i=2 TO 1 STEP -1

1530 GO SUR 310

160 NEXT i

170 FOR i=1 10 2

180 LET a=p(i)=11
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190 IF i=1 THEN INFUT FLASH 1; FAFER Z3 IMK 7;"Zelisvlivjos¥
jednutkartu?@"yas: LET a$=a$+"*": IF a$(l)="n" THEN GO 70
250

200 G0 SUB 310

210 IF pti)»Z1 THEN LET 1=2: GO TO 230

220 IF pl(i+2)=5 THEN GO TO 250

230 IF i=2 AND p(i)x16 THEN GO TO 250

240 60 70 190

250 NEXT i

T60 IF p(1)<=Z1 AND p(3)=5 AND (p(2)<>21 OR p(4)<{:2) THEN GO
TO 290

Z70 IF p(1)=21 AND p(3)=2 AND (p(Z<»Z21 OR p(4)<x2)) THEN LET
b=b%1.5: PRINT FLASH 1;AT 5,18;"BLACKJACK": GO TO 290

280 IF (p(2)+<=21 AND p(2)>=p(1)) OR p(1) 321 THEN LET b=0

290 LET m=m+2%b

200 60 TO 40

310 LET pli+2)=p(li+2)+1

Z20 LET c=INT (1ZXRND)+2

30 IF c=11 THEN LET a=a+li

Z40 LET p(i)=p(i)+ck(c<12)+10%(c>11)

I50 IF p(i)<22 OR a=0 THEN GO TO 38O

60 LET a=a-1

270 LET plid=p(i)-10

280 G0 SUE 500

290 60 SUR 540

400 PRINT  INKE O3AT 11¥%i-2,93p{i)

410 RETURN

120 DATA ©,78,20%,81,81,81,78,0

470 DATA 102,255,255,285,126,60,24,24

440 DATA 24,60,126,205,255,126,60,24

450 DATA 24,60,126,255,2585,219,24,60

460 DATA 60,60,219,231,231,219,24,24

470 RESTORE 4Z0

480 FOR k=USR "e" TD USR "e"+39: READ x: FOEE k,:x: NEXT k

430 RETURN

500 LET p=11%i-7: LET g=&Xp(i+2)-5

510 INE 5: PRINT AT p-3,qgq;" ™= ": FOR k=1 TO S: FRINT AT p-3+
kyqs" #aedl "y NEXT k: PRINT AT p+3,g;" ™00 "t INE O

520 LET suit=1+INT (4%RND): INE 2¥(suit«<3): FRINT AT p~2,q+
Z:CHR% (148+suit)

530 RETURN

540 LET x=USR "a"

550 FOR k=0 TO 31: POKE x+k,0: NEXT K

560 LET s=BXCODE b%(c)+153&0: IF b$(c)="T" THEN LET s=USR "e"

570 FOR i=0 TO 7: LET v=FEEEK (s+i): LET c=0: LET d=Z3&

580 FOR k=8 TO 1 STEF -1: LET d=d/2: IF v>=d THEN LET c=c+3kd%

© di LET v=v-d

990 NEXT k

&00 LET h=INT (c/286): LET 1=c-236%h

6510 FOKE x,h: FOEE x+1,h: FOKE x+4B8,1: FPOKE »+9,1

LHZ0 LET n=x+Z+8% (i=3)

630 PRINT AT p,q+2;"AB";AT pt+l,q+2;"CD"

&40 NEXT J .

6550 RETURN
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Program cete brzo ukucati, a ako volite igre na srecu, bide i
zabavan. Nastao je jednoga dosadnog popodneva, kad su se u
Portorozu, metropoli slovenacke obale, sakupili momci i zaZeleli
da u hotelu Metropol zaigraju rulet. Po&to nisu imali
drzavljanstvo koje bi im omoguéilo da sednu za kockarski sto,
okrenuli su se svojim spectrumima i napisali ovo programdée.

0O tome kako da igrate ne treba vam posebno objasnjenie, posto
racunar stalno zapitkuje. Kao i u svakoi hazardnoj igri i ovde
Je bitno domodi se Sto vede sume novaca. Nag rulet Je
Jednostavniji od klasiénog: treba da pogodite koji de broj
izmedu 0 i ? izabrati radunar. To postiete logiékom funkciijiom,
tako da eventualni pogodak oznacite sa a3 ako npr. mislite da de
broj biti vedi od, 5 prognozirajte a>S.

Kazino nije samo igra, nego omoguduje onima koji ne znaiju
dobro logicéke funkcije da o njima nedto i naude, ako budu 2eleli
da dobiju nesto para. Razume se, dobitak zavisi od ulozenog
novca i verovatnoce da neki broj bude pogoden.

Racunar uvek zaokruZuje u svoju korist, tako da i banka neato
zaradi. Radi pomocéi igradima a sebi na &tetu, iznad brojki crta
diagram s oznakama koliko éesto je svaki od njih bio izvuéen.
Dakle, kladicete se na brojke koje veé¢ dugo nisu bile na redu.

U 7000. redu program ispise uputstva. U 1001. redu prikazan
je zanimliiv nadin preglednijeg pisanja programa u bejsiku. Na
pojedine va?nije delove programa ne pozivamo se brojkom reda
nego promenljivom: 3000 PRINT, 2000 INPUT, 1033 2DREB i 3500
DOBITAK.

Razume se, kazino mo2e i da se poboljsa. Nedto vesti ji
programer mogao bi da ga prepravi tako da jedan od igracéa bude i
racunar. Ako neko posalje neki zanimljiv dodatak programu, u Mom
mikru cemo ga objaviti sa zadovol jstvom.

1 RUN 7000
360 TQ 1029
999 FAFER 4: CLS : RORDER 4
1000 DATA 3000, 2000, 1033, 3500
1001 RESTORE 1000: READ print,input,zreb,dobitak
1002 LET aa=1
1005 DIM z(10)
1010 FOR n=2 TO 7: PRINT AT n,0; FAFER L R R -t e
SLEPeeeeedt s NEXT n
1011 FLOT 0,113: DRAW 0,50:
1012 PLOT 255,113: DRAW 0, 50:
1015 DIM i(ni): FOR n=1 TO ni: LET i (n)=5S00: NEXT n
1019 DIM y%(ni,32)
1020 DIM s(ni): DIM v(ni): DIM d(ni)
1021 FLOT 0,113: DRAW 255,0
1022 PRINT AT 0,0; PAFER S;"TuUT+Softwarett¢eeesesssspTI-19830
1023 PRINT AT 1,03 INVERSE 1; INK 1;"¢eeKepeZoloNeQocesol ¢UsCe]o
Jo Ry
1025 PRINT AT B,0; FAFER 1j"#000ddd06000000e000008 00000008500
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1027 FLOT ©,102: DRAW INK 1;255,0
1028 FOR n=0 TO 9: FRINT AT 8,2+3¥n; FAFER 4:n: NEXT n
1032 FOR a=0 TO 9: FRINT AT 8,2+3%a; FAFER &3a: NEXT a:_RETURN

1033¢REM*ZRER

1034 FRINT AT 8,Z2+Ixaa; FLASH 0; FAFER Bjaa: FAUSE 1+RND¥10:
FOR n=1 TO 30

1035 LET a=INT (RNDX10): FRINT AT B,Z+3%a; INVERSE 1;a

1036 BEEF .0Z,n

1040 IF RND:>.6 AND n=30 THEN LET n=n-1: FAUSE Z0: BEEF .01,-40

1042 PRINT AT 8,2+3%a; INVERSE 03 FAFER 63a

1030 NEXT n

10592 FRINT AT B8,Z+3%a; FLASH 1;a

1054 LET aa=a

1055 LET z(atl)=z(a+l)+l

1056 FPLOT (16+a%24),113+2%z(a+1): DRAW 8,0

1060_RETURN

1499+REM*VEROVAT

1500 PRINT AT 9+n,0; FAFER n; INK 9;"e00d0dos0ddagtotaeodto s
Relele DiTel L

1505 LET v(n)=0: FOR a=0 TO 9

1510 LET v(n)=v(n)+VAL =%

1515 IF VAL s% THEN FRINT AT 9+n,2+3%a; FAFER 8; INk 93""":
BEEF .03,-20

1520 NEXT a

1540_RETURN

2000°REM= INPUT

2001 FOR n=1 TO ni: IF i(n)<1 THEN GO TD 2010

2002 INPUT INVERSE 13 (i$(n,1 TO ))3j"“*ulazes*$"3s(n): LET s(n)
=INT s(m)

200% IF i(n)-s(n)<0 THEN GO TD 2002

2004 IF s(n)=0 THEN LET d{(n)=0: GO TO 2010

2005 INFUT  INVERSE 1;"Tip#:a"; LINE s$: IF s&(1)="<¢5TOF+" THEN
RUN 7000

2006 LET sg="a"+s%

2007 IF s$="ap" THEN LET s$="a/Z=INT={a/2)"

2008 IF s$="an" THEN LET s$="a/2<>INT%(a/2)"

2009 LET y$(n,1 TO )="202000000d 8000000 ouddobeeodddty LET y$(
n,1 TO )=s%:; GO SUR 1500

2010 FRINT AT 21-n,1Z2; FAFER B; INK 93s(n): EBEEF .05,-40: NEXT
n

<020 RETURN

3000REM>print

3005 FRINT AT 21,0; PAFER 4;"Imev¢¢tcsoseU] oge¢+Dobitak+Suma"

3010 FOR n=1 TO ni

T015 LET i(n)=4i0%i (n)+d(n)—-s(n)

3020 LET s(n)=0: FRINT AT 21-n,0; PAFER n; INK 9;i$(n,1 TO )
:TAE 1235(n);TAE 19;d(n);TAE 27;i (n);TAR 31;"<"

3030 NEXT n

3040_RETURN
3500°REMedobici
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E010
SEED
TEEO
'“‘ E"." 1
153:
T

e

'...‘L."L..‘\J

-

JS37
333
2540

2550

7000
7010

7020

7021
700

7031
7035

FO3b
7040
7050
7055
7080
JO70
7080
7100
7110
7120
7130
7140
7150

S0O00
8010
EOLA
8015
8014
BOZ0
S030
QOO0

FOR 1=1 7O ni

=20 LET s$=y$ii,1 TO )

IF VAL s$ AND ABS w(i)x0 THEN LET d(i)=INT
FRINT AT 9+i,03; FLASH 13"!"

IF ABS v(1)=10 THEN LET d(i)=-2

LET dd=0

FRINT AT 21-i,19;
FOR n=0 TO 9

IF ((SCREEN$ (G+i,2+3%n)=""")
=0 PRINT AT 21-i,19;

INK 8; FAFER Bj"ooes

+ LET dd=dd+{d{i)/v{i))z
9: INT {dd)
FRINT AT 9+i,2+
NEXT n

NEXT 1

Tkn; PAFER 83 INE 53"

RETURN

EORDER 1:
FLASH 1: LET f#$="«
AT 0,031 GO SUBR BOOO

FRINT INVERBE 13 FAFER Z2;"CASINO=
SOFTWARE": FRINT

FLASH ©
LET f$—"

FAFER 1: INK 9: FLASH 0@ CLS

*{Rec R I-Rwiy 1ednastavnmg 1gr1
kojdoi¥racungy s5sdessd
mogucn1 *gndztak najav1t1

da pugudak *OZNACT S’

bblln”lmll “hroi®
R [ u] - B

o

T P P

a g

,,,,,,,,,,,,,, *ap’
GO SUkR 8OO0
LET f&="% "'Vellc1na ‘dobitka®izracuna®
verovatnost®#+itpogotka”

GO SUEB BOOO »

LET f$—"*“*“a“STDP*~*nD»a“igra":

INFUT "BEroj®igraca+ >"sni: IF ni:3
DIM i€(10,10)

FOR n=1 TO, ni

INFUT "Ime*igraca+"
NEXT n

GO SUE 999

60 SUER print

GO SUR input

B0 SUE zreb
DIM dtnij:

GO TO 7110

Fznaci® parnl.

Eg-1=4

GO SUB BOOO

s(n) ;s is(n,1 TO )

G0 SUR dobitak

SREM*FLASH

FOR n=1 T0 LEN %
IF CODE £%$(n)<>32 THEN BEEF .01,-Z0:
FRINT ; FAFER 8; INK 9;f$(n);

IF CODE 4%(n)=32 THEN FAUSE 72

NEXT n
FRINT :
SAVE

FRINT :
"ITHEAZING"

RETURN
LINE 7000
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AND d{i)<»0) THEN EEEF

SWELCOME-WILKOMMEN-BENAVENUT I#=";

Iqrac "mozew

(s{1)/vi{i)Xx10Q):

.05,

FAFER 83 INE

FRINT

~rhy+JamaicarRum®

E TR

-+51l edecu® 1gru mozevigratiseess dom 1graca. el

TS
Lau

1 7 tu tato. Feper
A5 ZFANDFa b S

-

an®“#neparni~hroi"

*stpgbzirom®na®

OR nid1l THEN RUN 7000




CETIKI U R=REDUW

2473

Veoma Je prijatno s kolegom u zadnjoj klupi u razredu igrati
Cetiri u redu. Ako to radite kod kude, ustededete nesto papira,
Jer tablu za igru nacrta racunar.

Korisnost takvog programa prilidéno je ogranicena. U svakom
slucaju dobra idje polazna tadka =za razmislijanie o tome kako
postici da racunar nastupi kao protivnik protiv drugog igraca.

Frogram Jje snabdeven sa skromnom grafikom i asnovnim
kontrolama. Sam otkrije kad Jedan od igrada postavi cetiri u
horizontalan, vertikalan 1l1li kosi red. Dakle, u vezi s

pobol 1saniem nede biti problema.

10 LET w=1: LET I$="XXX": INk 0O: FAFER 7: CLS : DIM A(1Z,13)
20 LET 5%=CHR$ 144+CHR$ 145+CHR$ 146

S0 LET T#=CHR$ 147+CHR$ 3+CHR$ 148

40 LET U="easeaidoteressoan

o0 DATA 0,127, 1”7 127,127, 127,127,127

50 DATA 0.255.:55.:53.:qq.:55.luq.h¢q

70 DATA O,204,254,254,254,254,254, 254

80 DATA 0,128, 1“8 128,128, 128,128,128,255

0 DATA 1, 1_1_1‘1.1_1,$JJ
100 FOR J=144 70 148: FOR K=0 70 7

110 READ A: FOKE USR CHR$ J+E,A

120 NEXT Ei NEXT J

120 FOR J=2 TO 17 STEFR Z

140 FOR EKE=2 TO 2& STEP 4

150 FPRINT INK 63 FAFER O3;AT J,E; 5%

160 FRINT FAFER 63AT J+1,k;7T%

170 NEXT E: NEXT J 4

180 FPRINT INE Z:AT O AR EEE LS LRV DRI LR L
190 FRINT INE 7; FAFER X.ﬁT 20,113 "IGRAC"5 X
200 INFUT "EOJIHETUPACHL#14DO*7<]4" 1A
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210
220

2E0
2440
230
2560
270
28O
290
00

J10

A0
240
250
260
70

380

410

A0
470
440
450
4560
47¢a
480
490
S500
910

IF A<FINT A OR A7 OR A<=0 THEN GO TO 200

LET C=1{A~ 1)¥4+“

IF ATTR (2,036 THEN PRINT FLASH 1:AT Z1,7;"STUFAC=" ;A"
JE*PUN": GO TO 200

FRINT AT Z1,7:;U%

FOR J=0 70 18

LET Z=ATTR (J,0C)

FRINT AT J,0C; FAPER X3 INK 731I%

IF J=2 THEN PRINT INE Z:AT J-Z,C:CHR% 3Z;Ai;CHR$ 32

IF Jx2 AND Z=6 THEN FRINT FAFER &;AT J-2,C:;7%

IF J>2 AND ZI=48 THEN FRINT AT J-2,Cj;" e

IF J:2 AND Z=36 THEN PRINT INK &3 FAFER O;AT J-2,C;5%

IF 3=18 OR ATTR (J+42Z,C)=27 DR ATTR (J+2,C)=15 THEN BEEF 0.
1,-203 GO TO 250

IF I=43 THEN FOR F=1 TO 4: EBEEF 0.05, (Z0-2%J)+F: NEXT F
NEXT J

LET L=J/3+3: LET C=a+3

LET A(L,C)=X

D FOR J=-Z 70 O

IF A{L+J,C)=X AND A(L+J+1,C)=X AND A{L+J+2,C)=X AND A{L+J+
Z,0)=X THEN GO TO 460

IF A{L,C+J)=X &ND A(L,C+J+1)=X AND A(L,C+J+2)=X AND A(L,C+
J+Zy=X THEN GO TO 460 .

IF A(L+J,C+J)=X AND A(L+J+1,C+J+1)=X AND A(L+J+T,C+J+2)=X
AND A(L+J+3,C+J+3)=X THEN GO TO 460

IF A(L-J,C+J)=X AND A((L-J)-1,C+J+1)=X AND A((L-J)-2,C+J+2)
=X AND A((L-J)-3,C+J+3)=X THEN GO TO 460

NEXT J

LET I$="000": IF X=2 THEN LET I$="XXX"

LET ¥=X+1: IF X=3 THEN LET X=1

GO TO 190

FRINT OVER 13 FLASH 1;AT 20,11;Us( TO 8)

FRINT AT 20,63 FLASH 13 INK X;"POBEDIO®JE®IGRACT"; (X)

INFUT "J05e JEDNU IGRUSPS" A% TF AS (1)<>"d" THEN STOF
FRINT AT 20,63 "eesss SRR GO TO 130

FRINT AT 21,0;U$;AT 21,163U8
DIM a{12,13): GO TO 130
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MEMO EBERE A

7699

Igra bi mogla da se zove i zvuéni memo, posto racdunar zahteva
od igraca da ponovi melodiju ili kombinaciju tonova koiju on
odsvira. Ako bas nemate dobar sluh, moZete to da pratite i
vizuelno.

Visina odsviranog tona Jje brojka obojenog polia pomnofena sa
10. Svetloplavo pollie ima brojku 1, crveno 2, tamnoplave 3 i
zeleno 4. Kad radunar odsvira "“kompoziciju" do kraja ne oéekuje
pohvalu, nego reprizu. Pritiskajte tastere od 1 do 4 istim
redosledom kao sto Jje radunar to uéinio pre vas. Cudete tonove i
videtl boie. Ako pri ponavlijaniu pogredite, spectrum ¢e vas na
to odmah upozoriti i predlo2iti novu milozvuénu kombinaci iju.

U gorniem desnom uglu oznaden Jje stepen teiine (A= lakdi, B=
teZi), a ispod toga broj kombinaciija.

Frogram je, sem 24 bajta, napisan u bejsiku. U redovima od
210. do 250. radunar procita madinski kod i smesti ga na adrese
od 63500 dalje. Ako program 2elite da ukucate u spectrum 16 k&,
potrebno Jje da program u masinskom Jeriku pomerite nanize i
zaboravite na ispis uputstava.

ERERAF,
M HAMC

HNR=F=3-

10 BORDER 1: CLS : FRINT AT 10,10; BRIGHT 1: FLASH ;"=
MEMOBREAK="3 FLASH 0

20 FOR N=1 TO Z: RESTORE 100

20 FOR M=0 7O 47: READ A: BEEF .1,A

40 NEXT M: NEXT N

o0 POKE 2736%58,8

&0 INFUT “*UPUTSTVﬁﬂQ*ILI*ﬂ*?*“;FE

70 IF CODE F$:68 AND CODE F$<78 THEN GO TO &0

g0 IF CODE F#<468 DR CODE F$:78 THEN RO TGO &0

70 IF CODE F4=68 THEN GO SUR 1440

100 DATA 12,15,19,15,0,15,19,15,7,10,14,10,-5,10,14,10,5,8,12,
8,-7,8,12,8,3,12,14,12,14,15,15,14

110 DATA 12,12,16,12,16,19,19,16,12,11,12,7,4,2,4,0
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120
1350
140

1=

160%

170
180
170
200
210
220

230

240

=50

260

2707

280
290
00
310
Sl (')
2E0
240
350
260
270
280
390
400
410
420

430
440
430
460

470

430
490
S00
510
520

530

o440

onoLh
g O

LET L=1

LET ST=4
LET AD=1
LET ED=1

REM*GLAVNI~PODACI

LET k=0

LET E1=1

LET T=0

RESTORE 250

FOR N=&S500 TO 45524
READ A

FOEE NeA

NEXT N

DATA 35,64,54,17,31,0,14,8,829,126,285,22,6,32,203,22,43, 16,
251,225,36,13,32,240,201
FAUSE 20

REM=+SEOCI-NACRTAJ+

GO Sup 980

DIM A{(ST)

LET k=k+1

DIM R(5T)

FOR N=1 TO &7

LET M=INT {(RND¥4)+1

IF M=3 THEN LET M=INT (RNDX3Z)+1

D G0 SUR 740

LET A(N)=M

NEXT N

FAUSE ZO

FOR N=1 70 5T

FAUSE ©

LET As=INKEY®

IF CODE A%:5% OR CODE A$:4% THEN FRINT AT Z1,Z; "FPOGRESAN®
TASTERw~=FONOY I+ SVE“”": BEEF 1.*1“' FHUEE 100: LET T=T-N:
FRINT AT = (D U EEEEEESRESSSGEE SR ie e eraety GO TO 390
LET M=VAL A%

LET B(N)=VAL A%

GO SUE 740

FRINT AT 6,24; FAFER Z3 INE 73 BRIGHT 13;5T; FAFER 4;
BRIGHT 1; INK OQ;AT 9,24;57

IF AINI<:B(N) THEN FRINT AT 21,23 "BRESEAR! “IMASTSLARO~
FﬁMLENJt 1% BREEP 1, -1“41HF' FARUSE 100: PRINT AT 21,2 "esds

G S S e e e Yy LET BD=RD~1: LET El=ki-1: GO
T 290
LET BD=ED+1: LET Ki=kl+1l: LET T=T+1
NEXT N

IF AD>10 AND EBD>325 THEN LET ST=S5T+1: LET EBD=0: LET SF=.3%5
LET AD=AD+1

IF E=%Z AND K1:7 THEN LET SF=5F-.013: LET k=1: LET Kl=1

IF §7=10 THEN GO TO 550

FAUSE 35: GO TO Z90

1 REMYKRAJ S [GRE
O CLS
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=70

wd

Sg0
520
50 [_!
s10

2 LET A$="4kX¥ USFEQ*SI5—+CESTITAM*=&X&": LET E=470: GO GUE

20

LET A$="*REZULTAT:*"+5TRs T+"<FOENA“!'": LET E=0: GO SUE
20

FOR N=7 TO 24: PRINT AT Z,N;"@":AT 7,N;"@"; NEXT N

FOR N=3% TO 7: PRINT AT N,7:;"@";AT N,24;"@": NEXT N

FRINT AT 5,103 FLASH 1; EBRIGHT 1; FPAFER 7;"+CESTITAM=!+";
FLASH O

20 PRINT AT 10,1;"+08TAD*SAMHBEZ*RECI+ALI*KAZEM TI DA IFAk:

YAZ TDREVNAFOSLOVICA, #+KOJASKAZE 1 #"; INK 23"
COVEKSVEL IKAGLAVAN w5 "

30 FRINT AT 15,23 "NADAM#SE+DA“CES® IGRICUSODIGRATI*J0S*JEDNOM, ¢

ZATOTE*MOLIM=DA*FRITISNES=RBILO*KOJUSGUMICU= ! "

0 FRINT AT 1%, 1; "MNOGO+SRECE“V*+BUDUC IM~BORBAMA. "

DEREMHMELODIJA

FOR M=0 TO 15: RESTORE 1420
FOR WN=0 TO 9

0 READ L,F:*REM*NIJE*LONG*FLAY

70 BEEF L,F

IF INKEY$<3"" THEN GO TO 720: *REM=AKO*NESFRITISNES*TASTER,
UDARICETE“KAF!

D NEXT MN: MEXT M
3> GO TO 110

o+ REM+FOTFROGRAM= ZA=SKAKANIES

IF M=1 THEN GO SUE 790
IF M=2 THEN GD SUE 8Z0
IF M=3 THEN GO0 SUR B=O
IF M=4 THEN GO SUZ 8BO

) RETURN

y FRINT AT 4,6; INK S;"W";AT S5,4;"®': BEEF SF,MX10:
0 PRINT AT 4,63 "¢";AT 5,63 "¢

) RETURN
20 PRINT AT 4
0 FRINT AT &,
) RETURN

(173 INE 2;"@°3AT d_iv "W": BEEF SF,M¥10
1 : il.;:;.ll;AT ‘J! 17, .

50 FRINT AT 12,6; INK 1;"M";AT 13,4;"W': BEEF SF,M¥10

) PRINT AT 12,653"%"3AT 13,63"="

70 RETURN

D) FRINT AT 12,173 INK 4;"M";AT 13,17;"®W": BEEF 5F,MX10

870 FRINT AT 12,17;"<";AT 1-.1” =

700 RETURN

F1OYREM=SAMO*MAL I+VIC

G20 FOR N=1 TD LEN A%: PRINT AT Z,21;A%(N)

230 FOR M=0 TO 7: PAUSE 1: RANDOMIZIE USR 45500

240 NEXT M: NEXT N

50 FOR N=0 TO B: FAUSE 1: RANDOMIZE USR &45500: NEXT N

D FOR N=0 TO 25%: PRINT AT 2,03"+#": RANDOMIZE USR 655003

NEXT M: RETURN

TREM*BRAF IKAYEKRANA

2 BORDER O: CLS

D) FOR N=0 TO 31: FRINT AT O,N;"R';AT 19,N;"®': NEXT N
3 FOR N=O TO 21: FRINT AT N,O;“l",ﬁT N,Tl_"t": NEXT N
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1010 FOR N=23232 TO Z3295: FOKE N,0: NEXT N

1020 FOR N=1 TO 7: PRINT AT N,23; FAFER 2; BRIGHT 1jnewssssssn
NEXT N

1030 FOR N=B TO 9: FRINT AT N,23; FAFER 4; ERIGHT 1;"sosscsssn
NEXT N

1040 FRINT AT 10,23; " M.

1050 FOR N=11 TO 18: FRINT AT N,23; FAPER 13 BRIGHT 1;"svsssssen
NEXT N

1060 FOR N=2 TO 7: FRINT AT N,Z; FAFER Si"oeaeesessn AT N, 13;
FAFER 2;"wosdassssty NEXT N

1070 FOR N=10 TO 15: FRINT AT N,Z; FAFER 1j"¢¢oessees AT N, 13;
FAPER 43 "sssecsovits NEXT N

1080 FRINT AT 2,24; FAFER 2; ERIGHT 1j INK 7;"STEFEN";AT 8,24;

FAPER 43 BRIGHT 13 INK O3 "FUENI"

1090 FRINT AT 12,235 INE 7; FAFER 1; BRIGHT 1;"MEMO";AT 13,26;
FAFER 13 BRIGHT 1;"BREAK";AT 15,24;"M.HANC";AT 17,24:"@
193"

1100+REM>UDG* (A, B, C,D)

1110 RESTORE 1180

1120 FOR i=1 TO 4

1130 READ p%

1140 FOR g=0 TO 7

1150 READ a

1160 FOKE USR p$+g,a

1170 NEXT g. NEXT i

1180 DATA "a",255,254,252,248,240,224,192,128

1190 DATA "b",128,192,224, 240, 48,:52,254.235

1200 DATA "c",l,zg?.iq,_l_&z,iL?.:SS

1230 Daln “d*,.2558, 127,63, 31,18, 7,35,1

1220 FRINT AT 2,Z; FAFER 7; INK 5; P "CUFAT 2,103 "R";AT 7,23 "0";AT

?, 1Ug IIRII

T -

230 FRINT AT 10,Z; FAFER 7; INK 1;"C"3;AT 10,103 "E";AT 15,2;"D"
sAT 15,10;"4"

1240 FRINT AT 2,13; FAFER 7; INK Z2;"CV;AT 2,213 "B";AT 7,13;"B"
1AT 7,21;"4"

1250 FRINT AT 10,133 FAFER 73 INK 4;"C";AT 10,21;"B";AT 15,13;"

O"iAT 15,21;"A"

260 FRINT AT 8,11;
11; pa"

1270 FRINT AT 6,3

14

1 FAFER 73 INE Z; INK 8; BRIGHT B;"CB":;AT 9,

»
3

FAFER 7; BRIGHT 13 INK 03“1"3AT 6,14;"2":AT

TalTH

W31UI3AT 14,1454

1280 FOR N=3 TO &: FRINT AT N,S3"#2";AT N,1&6; 555" NEXT N
1290 FOR N=11 TO 14: PRINT AT N,S;"s%2";AT N, 163 "#22%; NEXT N
1300 INFUT "=TEZINA®AFILI#Re+74": X$
1310 IF X$="NISTA" THEN CLS : PRINT AT 10,33 FLASH 1;"PASNISTA,®

AROYNECES® ! "3 FLASH O: STOF
1320 IF CODE X$=65 THEN LET SF=.50: PRINT AT 4,24; INK 0;"@"
1330 IF CODE X$=6& THEN LET SP=.35: PRINT AT 4,28; INK O3 "B"
1340 IF CODE X$>66 UR CODE X$+65 THEN GO TO 1300
1350 FOR M=1 TO 3: RESTORE 1470

1360 FOR N=0 TO 9
1370 READ L,F
1380 EBEEF L,F:*REM*NIJE*LONG*FLAY

1390 NEXT N: NEXT M
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[ i

L1

| 420

| 430%

LG40
L 450
| 450
1470
1450

1500

L1530
154“

=SS0
1560
1570
1580
1590
14600
161G
1620
186350

1 &40

1 &30

20 LET L$ L$+"

FAUSE Z00: RETURN
REM=MELUDIJA®
DF:ITi;l -:;‘5';]5 l::! 145-2514!=:4q '2!5!'2175125115-25115-23143-8!

REM=x+UFUTSTVA™ X

CLS : BORDER ©

LET OW=1: LET CW=0
LET Lg="="

L E T L $ —-— L $ + H e e e ™ A
LET L$ L$+“

LET L#$=L$+"U~0V0J*I6RI*RACUNARSZAHTEVA*++0D* IGRACA“DATZA™
NJ IM= PGNDVI *NELUDIJU TLI+FOMBINACIJUS }DJU *JECPRE“TOGAS

ODSVIRAD, ©odess X
LET L$=L+"FRISTOME UPOTREELJAVAI GUMICESOD® 19D0%4, ¢ 4055050

LET L$=L$+"FRITISNI®TASTER*ZASTART*1GRE® 1o

LET LE=LE+" 0o aotadoddtdtatasy e S A

FOR N=1 TO LEN L%

FRINT AT OW,CWiL$ (N) ;AT OW,CW+1;" "

LET CW=CW+1

IF CW:30 THEN FRINT AT OW,313"%": LET OW=OWt1: LET CW=0
IF L$(N)<»"o" THEN BEEF .02,30

NEXT N

FAUSE 0: RETURN

REM*“MOZES“EFREMITI:
SAVE “"MEMOBREAK" LINE 10
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U uvold taktidkoi igri rukovodite fabrikom pida i trudite se
da u prvoi polovini godine ona ima $to povolijniii finansijski
rezultat. Vas konkurent bje spectrum koii ¢e, razume se, probati
da raradi vise od vas.

U prvom redu treba da odludite koliko pida vasa fabrika treba
da proizvede 1 po kojoi ¢e ga ceni prodavati. Uzimaju se u obzir
svi troskovi 1 sem toga treba Jjos 1 zaraditi koii dinar. VaZno
Jje i da ne budete mnogo skuplii od konkurenta da se na flagama u
skladistu ne bi sakupliala prasina.

U programu su jos cetiri uslova od koiih umnogome zvisi
potraznia osvezavaliudeg pidca: toplotni talas, talas hladnode,
prognoziran pad prodaije i normalni uslovi prodaie. Ako budete
pazliivi, 5 lakocom dcete uspeti da nadmudrite radunar. Kao po
pravilu vasa ce blagaina na polugodistu biti punija od niegove.
MoZda Je za to kriv i spectrumov otac sir kKlaiv Sinkler (Clivd
Sinclair), kolili se nije proslavio mudrim poslovnim potezima.
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10 EORDER 1: PaAFER &: LET c=i

20 LET n=0: LET 1=0

0 CLS ¢ FRINT AT 10,8:"ZEDJ*Z45NOVCEM"

40 FAUSE 1350

20 DIM m12

&0 B0 SUB 1290

70 INE Or PRINT AT 14,03 "sUsUPRAVISSI=TYORNICE“FICA, ©
VASAF IRMA“+JE+KONKURENC I JA=+TVORNIC I " SFECTRUM® . = TYOJ
CLADATAE, “AED*GAFRIHVATIS, ¢+ JE ¢4+ [SPOSLOVAT T wi
FOLUGUDISNI I=FROFITSVECI *NEGO*»#EDNKURENT . ©

80 G0 SUR 13BO

70 60 SUER 1290

100 INK O: FRINT AT 14,0;"¢ZA¢TOWREME=RICES+FOSTAVLIEN “+ERED
FAZLICITEODLUKE., = TVOJA: ;
ORLUCTVANIUS =0l ThDs P I ChaseessPROI ZVODI TI+ T <FOSK0JI0DI &
CENI#&arsEasFRODAVATI. "

110 GO SUR 1330
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1200 PAUSE 200: CLS

P20 INFUT "UFISISIMESTVORNICE (MAX*10+8L0VA) »4+"yz ¢
140 BEEP .05,10: BEEF .08,8

TS0 PRINT AT 7,10; "EONEURENTI®

160 FRINT AT 10,1032%:AT 12,105 "SFECTRUM"

O BEEF .1,8

3 FRUSE 2350

0. LB

00 IF ckx=7 THEWN STOF

10 PRINT AT 10, 123 "MESEC*"3¢

Zar BEEF” 05,30

230 PAUSE 150

40 LET w=INT (RND¥4}+1

250 BEEF .U0S,6% BEEF 05,12

260 IF x=1 THEN FRINT AT 14,4;"FROGNOZA: *TOFLI=VAL"
270 IF =2 THEN PRINT AT 14,5;"FROBGNOZA: *HLADNI*VAL™

O
T

[ R
L

270 IF x=4 THEN FRINT AT 14,8; "NORMALNI=USLOVI"
00 G0 SUER 1440

I10 CLS

20 GO SUE 1520

IO INK O

40 PRINT AT 3,12z

IS0 INFUT ;"BROJUSANDUKA*FICA® (max=10)%";d
&0 PRINT AT 5,234

270 LET v=0

280 LET v=d&1000

90 PRINT AT 7,23%;v

400 LET t=v+4000

410 FRINT AT 11,233t

420 INFUT "UFISI“CENU“SANDUEA® (MAX10000) %" e
430 BEEF .1,8

440 FRINT AT 13,23;e

450 IF u=1 THEN GO SUB &70

450 IF x=2 THEN GO SUB 750

470 IF »=3 THEN GO SUB 750

480 IF x=4 THEN GO SUE 830

,_!’.“,[_’} F‘HUSE 1 C)D: F'F‘:I N]’ F’}'T 1 b " D; W S et G e e e o e e e S e e

S00 IF dis THEN LET s=d
510 PRINT AT 15,23;s

220 LET w==ie

230 FRINT AT 17,235w

40 FRINT AT 19,223w-t

30 FAUSE &00

S60 CLS

570 LET n=Entlw-t)

580 BEEF .0%5,3: BEEP .05,6&
590 PRINT AT Ja1332%,AT 1@,3;“HUHULQTIVNI*PRDFIT*";H
500 PAUSE Z00: CLS

H10 GO SUR 1040

&£20 60 SUE 240

&30 LET c=c+l

40 IF c=7 THEN GO TQ 910
&50 FARUSE 100: GO TO {150
&6C 5T0F

70 GO BUR 11%0
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L

0
=G0

!'1‘

FO0
7160
Fet)

TERO

LET g=INT (RNDXx&)+1

FRINT aT O, 1; "SFECTRUMOVA“FROD. “CENA*" sm(g) s FRINT AT 1,137
TVOJASsseeeeeFROD. CENAS e

IF e<m(g) THEN LET s=10: LET p=é&

If e:m(g) THEN LET p=10: LET ==6

IF e=mi{g} THEN LET ==B: LET p=8&

750 FAUSE 200

740
7o
Fan
770

780
790
B00
g1o0
g0
g0
240
ga0

860
870
g80
870
200
F1i0
G20
QIO
240

a0

90
1000
1010
1020
1030
1040
1050
1060
1070
1080
1050
1100
1110
1120
1130
1140
1150
1160

1170
1180
1150
1200

RETURN
&0 SUE 1170

0 LET g=INT (RND%¥&)+6

FRINT AT 0,13 "SFECTRUMOVA=FROD.=CENA<"ym{g): FRINT AT 1,1:"
TVG1ﬁ-13151?FEGD. ‘CENA="s e

IF e<m(g) THEN LET s=4: LET p=0

IF e:m{g) THEN LET p=4: LET s=0

IF e=m(g) THEN LET s=Z: LET p=2

FRUSE 200

RETURN

50 Sub 1190

LET g=INT (RND¥12)+1{

FRINT AT O, 13 "SFECTRUMOVA“FROD. *CENA“";m(q): FRINT AT 1,1;"
TVOJAsweewPFROD. *CENAT" ; @

IF e<m(g) THEN LET s=8: LET p=4

IF e:m(g) THEN LET p=8: LET s=4

IF e=m{g) THEN LET s=4: LET p=é

FAUSE 200

RETURN

e

BEEFP 05,4 BEEF 05,10% BEEF .0538: BEEF 05,12
FRINT AT 5,8;"ERAJ*IGRE"

KEEF . 1,40: BEEF .1,:52: BEEF .0,36: BEEP .0y30% BEEF . 1,40
EEEF .1,32

CLS @ FRINT AT B,1Z2; FLASH 13"4BTANJE=": FLAGSH O
FRINT AT 10,532%,AT 12,53 "SFECTRUM"

FRINT AT 10,20%n

FRINT AT 12,2031

IF =7 THEN GO TO 1260

RETURN

GO SUE 1520

INE O

IF %=1 THEN LET g=8

IF x=2 OR ==3 THEN LET g=0

IF x=4 THEN LET g=6

LET a=INT (RND%xg)+4

LET b=aXx1000

LET +=b+4000

IF a<p THEN LET p=a

LET d=pxm(g)

LET r=d-f

LET l=l+r

FRINT AT Z,12:"SPECTRUM" ;AT S5,235a:AT 7,233b3AT 11,Z3545AT
3,2%imq) 3 AT 15,23;psAT 17.2?.d AT lg.if,r
FAUSE 80O

RETURN

DATA 3000, 4000, 5000, 5000, 8000, 10000

DATA 1830, 2250,2730,3730,4500,3500
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1210
1220
1230
1240

250
1280
12760

1280
1290
13500
1310
1320
1330
1240
1380
1360
1370
1380
1350
1400
1410
1420
14320
1440
1450
14460
1470
1480
1490
1500
1510
1520
1330
1540
15950
1360
1570
1580
1590
14600
1610

1620
1630

FOR g=1 TO 1Z

READ miq)

MEXT g

RESTORE

RETURN

IF n*1 THEN FRINT FLASH 1;AT 14,12;"FOBEDIO=SI'"
IF 1»n THEN PRINT FLASH 1;AT 14,5:;"0OFPET+JE*FOBEDIO®
SFECTRUM! "

FRUSE &00: GO TO 10

CLS

FOR i=1 TO 7

INE Or FRINT AT i,11;" ¥ ,AT 1,20;"01"

NEXT 1

FRINT AT 8, 113" e m—n

FOR r=2 710 7

INK S: FRINT AT r,12; " S

NEXT r

RETURN

FOR r=2 70 7

FRINT AT r " 12; M it S e s e )

FAUSE 100

BEEF .05,14

NEXT r

RETURN

FOR g=1 TO 10

FOR =0 TO 7

BORDER +

BEEF .02,f

NEXT ¢

NEXT g

RETURN

STOF

CLS : FRINT AT 3,0;"MESEC®++";¢
PRINT AT 5,0; "NAFRAVLJENO“SANDUKA"
FRINT AT 7,03 "VARIJABILNA“CENA"
FRINT AT 9,0; "FIKSNATCENASG S d st eraa24000"
FRINT AT 11,0; "UKUFNA“CENA"

PRINT AT 13,0;"CENA®SANDUKA"

FRINT AT 15,0; "BROJ*FROD. *SANDUEA"
FRINT AT 17,0; "DOHODAK*+0D*FRODAJE"
FRINT AT 19,0; "FROFIT=ILI=GURITAL"
FOR a=0 TO 2: INK S: FRINT AT a,O; " S
L

NEXT a

RETURN
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2452

Ovo de Jjedna od boliih logickih igara u nasoi kniizici. Toplo
preporucuiema da je ukucate. Frogram je kratak, ali zato efektan
i dobro napisan.

Verovatno vam Jje svima poznata tabla =za igru s petnaest
broiki koie su izmeSane i1li ih sami izmesate, a zatim treba da
ih slofite po redu. Radunar nacrta sliénu tablu za i1gru na
ekran, a vi umesto brojeki pomerate prazan prostor. Cim program
ukucate i1 startuiete bide vam sve Jjasno. Fored pomerania brojki
motete od programa da zatratite i mesanie brojki. To nije tako
jednostavno, kao 4to u prvom trenutku izgleda. Los program mozZe
broike na tabli takoc da pomesa, da ie vise nedete modi da e
dovedete u red.

kKad igru zavrsite, racdunar pregleda da 1i je tabla pravilno
sastavl jena. Fosto ste pametni, to dete ustanoviti 1 sami.

U 10. i1 20. redu napisana su uputstva. 0Glavnli deo programa
nalazi se izmedu 100. i 260. reda, gde se pomera prazan prostor
ili tra?e dodatne mogudénosti kolde pruza program. U redovima od
270-340. se pomocu definicije u instrukeiii DATA proverava da li
Jje tabla wredena. Definiciiu mo2ete i da promenitte. Sasvim na
kraiu smesten Jje potprogram -a mesanie brojeva. Ima samo
nekoliko redova i zato mesanie dule traie.

Zadatak: u &0. redu promenite raspored, npr. u 2, 1, 31 4, a
zatim probaite da tablu pravilno sastavite. MoZda cete 1pak

-

uspeti, ako budete popravili 1 instrukciiu DATA u 330. redu.

10 FRINT "Uputstva: "'’ "*Frogram®simulira®tablicu®g®sssd
bru1ev1ma.’FDmucu strelicavsrerpomerass Lnal “doksne
sastavis™ +ab11cu. Brn1ev1 rmorajutbiti= 5lozeni¢puﬁ
raaporedu,*lam =tm Tsutbilie na pucetiu* ”""Naredbe:*ﬁﬁﬁﬁﬁ
ECE -] SRR LR mesan ]E‘ el e e .'.--..--‘.-~:j:—-:‘_:-.:_':-{:v-:j:u:}p_.

pravilno/obrnuto : kursori"
20 FRINT i"Frogram*se*snimi“sazr """ "+60*TO*9999"
30 PAUSE O -
40 CLE : RANDOMIZE
2 LET ggg=0: LET E“G. LET y=0: LET pox=10: LET poy=7
60 PRINT ’“*1 AR E
70 PRINT *"s5« b“** =g
80O FRINT *"‘9--1u-11412“
R0UFRINT F 8l Ze 141 50", FLQSH 1,“'““: FLASH 0O
100 FRINT INVERSE 1;AT 0,0 "&eddddssditddt e AT B, 0y " oadddaadodid

e
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110 FOR s=1 TO 7: PRINT INVERSE 1;AT s,0;"%";AT s,123"%" 5
NEXT =

120 LET a$=5CREEN$ (poy-Z.pos): LET b$=SCREEN#% (poy-Z,pox+l):
LET u%=a%+b$

130 LET a$=SCREEN% (poy+Z,pox): LET b$=SCREEN% (poy+Z,pox+l):
LET d¥=as+b%$

140 LET a$=5CREEN% (poy,poii—-2Z): LET b#%$=SCREEN% (poy,pox-3):
LET l4$=b%+a%:

150 LET a$=SCREEN% (poy,poi+4): LET b$=SCREEN% (poy,pox+3):
LET r$=b%+as$

160 IF y=1 THEN BO TO Z70

170 FAUSE O: LET as$=INEEY$: BEEF .01,qqq

180 IF a%$="5" AND pox<>1 THEN FRINT AT poy,pox;l%: LET pox=pox-
J: LET gqq=VAL 1%

190 IF INKEY$<>"" AND y=1 THEN LET y=0: FRINT AT 10,0,,,,: GD
TO 170

200 IF a$="8" AND pox+>10 THEN LET qggq=VAL r$: FRINT AT poy,
poxsr$d: LET pox=spou+3

Z10 IF a%="7" AND poy<:1 THEN FRINT AT poy,poxiu$: LET ggg=VAL
u$: LET poy=poy-2

220 IF as="p" THEN GO TO =70

230 IF as="m" THEN LET y=!

240 1F a%="&" AND poy<:7 THEN FRINT AT poy,pox;d$: LET ggq=VAL
d$: LET poy=poy+i

290 FRINT FLASH 1:AT poy,pox;"#4":1 FLASH O

260 60 TO 120

Z70YREM=2¢<¢¢PRAVILNO/FPOGREEND®

280 LET r=0: RESTORE : FOR g=1 TO 13: REARD a,b,c%®

250 IF SCREEN%# (a,b)=c% THEN LET r=r+li

300 NEXT g

210 IF r=15 THEN FRINT BRIGHT 1;AT 10,0;"+*FRAVILNO=++
SASTAVLJENO=+!!'": BRIGHT ©: FOR g=1 TO &0: BEEF .01,g:
BEEF .01,40-g/2: BEEF ,0O1,RND¥10: NEXT g: GO TO 240

ZZ0 IF r<»15 THEN PRINT INVERSE 1;AT 10,03 "=>0BRNUTO=!! !
INVERSE O: EREEF 1,-10: GO T0O 340

30 DATA 1,1,"1",1,4,"2%,1,7,"3",1,10,"4",3,1,"5",3,4,"6",3,7,"
T ey PO B s 00 1 "9 080y "0y DB M e Bl b 2" P "B T By
4" 7,8,%3" 7, 10, "e"

240 INFUT “"nova®igra={d/n)*"; LINE a%$: IF a$="d" THEN RUN

350 PRINT AT 10,03,

60 GO TO 120

F70REM=<¢oS¢MESANJE #$ <
280 LET e=INT (RND¥&)+5
298¢ BEEF poy/BO,pox
300 LET a%$=5TR% e
410 FRINT AT 10,03 "ZA“FREKID"MESANJA“FRITISNI*NA*++RILO*H0JU
GumICu”
20 60O TO 180
430 SAVE %¥"m"31;"SASTAVI=!" LINE O

logicke igre 77



DO X NE

18100

Ud svih drustvenih igara verovatno je najpopularnija 1i1gra s
drvenim plocdicama — domine. Deca se upoznaiu s njenim boljama, a
neki uz niu naude i da broje.

I nas racunar odludio je da nauéi tu igru. U poédetku e
naivise problema imac s hvatandiem drvenih plodica. Padale su mu
iz ruku, pa su tako protivnici videli koje plodice ima. Jedne
dosadne veceri "duga" se naliutila i napisala program koiji JoJj
omogucule ravnopravnu i1gru sa covekom. Flodice nisu vige
potrebne: sve se dogada na TV ekranu. Vidi se zaliha plodica,
broi protivnikovih plodica i, razume se, plodice igraca koji
nastoil da "dugu" pobedi.

Frvi igracdi bili su wveoma zadovolini graftidékom opremom
programa, a bili su i besni Sto radunar nije bilo lako pobediti.
Bili je 1 onih koji su d¢eprkali po programu, ne bi 1i ovde -
onde obezbedili neku pobedu.

Ako se 1 vi budete odludili za igranie domina sa spectrumom,
verovatno vam slededl podaci nede biti naodmet.

0Od 30. do 180. reda racunar zahteva ulazne podatke i priprema
ekran za polie za igru. 0Od 730. do 1999. reda nalaze se
programske rutine za igru coveka i racunara. 0d 2000. do 2290.
reda smestena je kontrola igre. U nastavku programa nalaze se
potprogrami za skrivanje 1 prikazivanie plodica, zatim ispis i
tekst uputstava. 0Od od 6000. do 6150. reda prenosimo ploéice
igraca 1 racdunara u polie. U redovima od 6200 - 6370.
kontrolisemo da 11 je izbor plodica pravilan. 0Od 7600. do 77640.
reda prenosimo plodice iz zaliha na gomilu racunara ili igrada.
Od BOOO. do BO&O. reda crtamo polie za igru, u redovima od 8100.
do B8350. reda crtamo zalihe 1 radunamo vrednost plodica. 0Od
8400. do 8435. reda postavlijamo pocetne uslove 1 od 8440. do
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8490, nasumce rasporedimo plocice. S5et grafidékih znakova
postavlja se izmedu B600 — 8700. reda. Na kraju, izmedu 8800. i
8940. upisuijemo izabranu ploéicu.

Frogram Jje nesto dufi, zato je pogodan samo za spectrum 48k.

30 CLE ¢ PRINT FLASH 1;"ZAUSTAVI<MAGNETOFON"
40 LET rezi=0: LET rezm=0
70 IF FEEE &52469=127 THEN GO TO 100
BO GO SUB B&OO
100 CLS : FRINT AT O,12; "DOMINO"
110 FRINT AT 1,13;"@4": FRINT AT 2,5;"kKranj, januar<+1985";
PRINT : FRINT
120 FRINT "#Tvoie¥imes?¥ {do*P¥znakova~i **++ENTER) "
130 POKE 23458,8: INFUT LINE a%: FOKE 234E58,0
140 LET I%$=a%$: IF LEN a$:9 THEN LET I%{(1 TO 9)=a%
150 PRINT FPRINT "Hvala®";I%
160 FRINT : FRINT "Da®li%trebal*gbialnienie*pravila®?%(d/n)"
170 IF INEEY$="n" THEN GO TO 300
180 IF INKEY#<:>"d" THEN GO 70 170
190 G0 SUB 3000
200 CLS : GO SUB Z600
300 DIM Z4(84): DIM D% (Z0)
210 FRINT : PRINT "Trenutak,®molim®(15%s)"
220 G0 SUB B8400:*REM*-inicijaliracija
240 GO SUE BOOO:+REM*-ispis®pol ja
330 PRINT AT 20,03 I$;TAR F3rezi;AT 21,0; "spectrum®®"srezm
260 LET g=1: GO SUR SIUH-'ﬁtﬂ-—pr1La:>*a11he
370 LET dd=0: LET dl=0: LET b$s"ooddddodddddddddddrs
B0 FRINT AT 16,2Z; BRIGHT 1:1%
400 PRINT AT 20,123 "KOLIKO=DOMINA";AT 21,123 s
410 GO SUB BBOO: LET iz=iz-{: FRINT AT "1_12;12;“
420 IF i1z<1 OR iz>3 THEN GO SUB 7300: GO TO 400
430 LET w=iz: FOR s=1 TO w
460 PRINT AT 20,123"IZVOLI#"jop",»o2 s AT 21, 12 "ooodsen
470 G0 SUB BB800: IF iz=0 THEN RUN
475 IF CODE Z%(iz)=199 THEN GO SUE 7500: GO TO 460
480 GO SUBR 7600
485 FRINT AT 20,123b%
SO0 LET g=3: BO SUE 8100: FRINT AT 16,23; BRIGHT 1;1%
a1l NEXT s
D20 FRINT AT 16,233 1%;AT 21,12;b%;AT 8,235 BRIGHT 1;"spectrum"
530 FOR s=1 TO w: FRINT AT 20,12:"uzimam®"jg;", <o
=40 LET iz=INT (1+27.5%RND): IF CODE Z%(iz)=19%9 THEN GO TO 5S40
220 B0 SUB 7700
270 LET g=2: GO0 SUE B1OO: PRINT AT B,2Z; BRIGHT i{:"spectrum"
o8B0 NEXT s
290 FRINT AT 8,23; "spectrum";AT Z0,1Z2;b%
400 PRINT AT 16,23; BRIGHT 1;I$: PRINT AT 20,12;"pofetna®
domina"
610 GO SUEB B8O
G20 IF iz=0 THEN BD TG 600
20 IF CODE 2¢(i:z+56)=199 THEN GO SUR 750Q0: GO TO 600
&35 LET miz=iz
&40 FRINT AT B,23; BRIGHT 1;"spectrum": FRINT AT 16,23;1%
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&30
EHEH0

&70
&80

720

LET g=2: &0 SUR 7800

LET Z${(p(1)+28)=CHR$ (CODE Z$(p(1)+28)-100): LET g=2: GO
SUE 8100

LET Z#(p{1)+ZE)=CHR$ (CODE Z#$(p{1)+Z8)+100)

FRINT AT Z0,12:b%;AT 21,12:b%; BRIGHT 1:;AT 20,12;"SUDIJA"

20 LET i=5&: LET iz=miz: GO SUE 8500

20

IF z1=z2 THEN LET t=13+z1

2% IF z14%z2 THEN LET t=zi+:z2

il
740

765

770
780
790
800

SO0

05
10
20
GZ0
240
GEO

iuud
1010
1015
1014
1020

1030
1035

1040
1050
10460
1065
1070
1090

1100%

1110
1115
1120
1130
1140
1130
1160
1170
ji1go

IF tx=t(p(1)) THEN GO TO 90O

JEREM¥—*spectrum®na¥potezu
v FRINT AT 21,12:b%;AT7 20,12;"SUDIJA";AT 8,233 BRIGHT 1;"

spectrum”

LET i=28: LET iz=p(1): GO SUE 8500: LET zzl=z1: LET zz2=z2:
LET dd=z2: LET dl=z2

LET iz=p(1): GO SUR &000

LET g=2: GO SUE 8100

LET =zl=zz1: LET z2=z222: GO SUE 7000

=0 TO 1000

REM#*-igras+na~potezu

FRINT AT 16,23; BRIGHT 1;1I%

LET iz=miz: LET i=5&: GO0 SUBR 8500

LET zzl=z1; LET zzZ=z2: GO SUB 6100: LET dd=z2: LET
LET g=3: GO SUR BlOO

LET zl=zzl: LET zZ=zz2: GO SUR 7000

GO TO 1500

o
—
L]
r
rJ

IF Lalo—v AND mavr=0 THEN LET pas=4: GO TO 2000

FRINT AT 20,1Z2;b%;AT 21,12;b%

IF zalo=0 THEN LET p$="I,F"

IF zalo=0 AND igra=0 THEN LET pas=4: GO0 TOQ 2000

FRINT AT 16,233 BRIGHT 13I%: FPRINT AT Z20,12;"tvoi*potez® ("
sp%; ") "sAT 21,125 FLASH 13"

LET a%$=INKEY$%

IF as<>"" AND CODE a%$:64 THEN LET s$=CHR$ (CODE a%$-32):
FRINT AT 21,12;s%

IF a%="1i" THEN GO TO 1200

IF a$="k" THEN GD TO 1100

IF a%$="p" THEN GO TO 1400

IF as="m" THEN GO SUR 2400: GO SUBR 2500

FRINT AT 21,12 FLASH 1;"7?"; FLASH O "&odddddddadal

GO TO 1030

REM®—1igraSsuzima

IF zalo=0 THEN GO SUR 7500: 60 TO 1010

LET pas=0

FRINT AT 20,12:b%;AT 21,12;b%3AT 20,123 "izvoli"
GO SUB 8800

IF iz=0 THEN GO TO 1010

IF CODE Z%${(iz)=199 THEN GO SUB 7500: GO TO 1120
b0 SUR 7600: LET g=3: GO SuUB 8100

IF zale=0 AND mavr=0 THEN GO TOQ 2000

GO TO 1010
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1200REMY—igrad“prenosiu¥pol je

1210 IF igra=0 THEN GO SUEB 7500: GO TO 1010

1220 PRINT AT 20,12;b%:AT 21,12;b%$:AT 20,123 "izvoli”

1230 60 SUB 8800O: IF iz=0 THEN GO TD 1010

1240 IF CODE Z$(iz+356)=199 THEN GO SUE 7500: GO 70 1010

1245 FRINT AT 20,1Z2:b%

1250 LET i=56: GO SUE BS00: LET zzi=zl: LET zzl2=z2

235 LET g=3: GO SUE 6200: IF error=1 THEN GO SUE 7500: GO TO
1010

1260 GO SUE 6100: LET pas=0

1270 LET g=3: GO SUR 810¢

1280 LET zi=zzl: LET z2=z2:z2: GO SUE 7000

1290 GO 70 1500

1200 GO TO 1010

1400“REM*~igraiiprepulta

1410 IF zalo<>0 THEN GO SUE 7500: GO TO 1010
1420 LET pas=pas+?Z

1430 IF pas<3 THEN GO TO 1500

1440 GO TO Z000

1300*REM*~igra“spectrum

1305 IF zalo=0 AND igra=0 THEN LET pas=4: GO TO 2000

1310 PRINT AT 16,23;1%; BRIGHT 1;AT 8,23;"spectrum"

15320 PRINT AT 20,12;b%;AT 20,123 "analizuiem®s=" s AT 21,12;b%

1525 IF mavr=0Q THEN GO TO 1590

1320 LET g=2: GO SUER 7800

1540 FOR s=1 TO mawvr

1550 LET i=2B: LET iz=p(s)

1560 G0 SUB 8500: GO SUR &Z00

1570 IF error=0 THEN GO TO 1700

1580 NEXT s

1390 FRINT AT 20,12;b%;AT 20,123 "kupuiem”

1600 IF zalo=0 THEN GO TO 1650

1603 LET iz=INT (1+RNDXZ27.5)

1610 IF CODE Z%(iz)=199 THEN GO TO 1&00

1620 6O SUR 7700: LET g=2: GO SUE 8100

1623 FRINT AT 8,233 BRIGHT 1;"spectrum"”

1626 FRINT AT 20,12;b%;AT 20,123 "analizuiem"

1627 IF zalo=0 AND igra=0 THEN LET pas=4: G0 TQ 2000

16%0 LET i=28: LET iz=mavr: GO SUE 8500: GO SUE &700: IF
error=0 THEN G0 TO 1700

1640 GO TO 1590

1630 LET pas=pas+l

1660 BC TO 2000

1700 LET pas=0: FRINT AT 20,12:;b$;AT Z0,12;"imam": GO SUE &000

1720 LET g=2: GO SUR 8100

1730 G0 SUB 7000

1730 IF mavr >0 THEN GO TO 1000

1800 IF zalo=0 THEN LET M=0: LET I=10: GO TO 2130

1810 HBO TO 1000

1999 STOF

2000¢REM*-sudija
2010 IF pas<{Z THEN GO TO 1000
<020 PRINT AT 8,23;"spectrum";AT 21,12;b%$;AT 20,12;b%; BRIGHT
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1;AT 21,12;"5UDIJA"

2025 60 SUB 2400

2020 LET M=0: LET Mm=0

2035 IF mavr=0 THEN GO TO 2070

2040 FOR i=1 TO mavr

2050 LET iz=28: GO SUBR BSQO

20680 LET M=M+z1+z22

2062 IF z1:*Mm THEN LET M

2063 IF zZ2>*Mm THEN LET Mm=z

20685 NEXT i

2070 LET I=0: LET Im=0

2075 IF igra=0 THEN GO TO 2130

2080 FOR i=1 TO igra

2100 LET iz=56: 60 SUR 8500

2110 LET I=I+z1+422

2112 IF z1>Im THEN LET Im=z1

2113 IF z2>Im THEN LET Im=z2

2120 NEXT i

2120 CLS : FPRINT AT 0,12;"DOMINE":AT 1,13;"04a"

2140 IF M<I THEN GO TO 2200

2150 IF M=1 AND mavr<igra THEN GO TO 2200

2160 IF M=I AND Mm<Im THEN GO TO 2200

2170 PRINT AT 10,03 "BRAVO+"3;I$: FRINT : FPRINT "Trenutni®
rezultat”

2180 LET rezi=rezi+l

2190 GO TO 2250

T200 FRINT AT 10,0;"Ovai“put“pobeda®ie®moja": FRINT : FRINT *
Trenutni“rezultat"”

2220 LET rezm=rezm+l

2250 FPRINT "spectrum:%";I%: FRINT TAB 4;rezm;TAB 1Zjrezi

2260 FRINT : PRINT "nova<igra+(d/n)?"

2270 IF INEEY$="d" THEN FRINT : GO 7O 300

2280 IF INKEY$="n" THEN PRINT "HVALA“NA+*IGRI": STOF

2290 GO TO 2270

2400+REM*—-prikaz *domina®spectruma

2410 FOR i=1 TO mavr

2420 LET Z$(i+28)=CHR$ (CODE Z%(i+28)-100)
2430 NEXT i

2440 LET q=2: GO SUB 8100

2450 FAUSE 1: FAUSE 100

2460 RETURN

2500*REM*—skrivanje*spectrumovih¥“domina
2510 FOR 1i=29 TO 28+mavr

2520 LET Z%(i)=CHR$ (CODE Z#%(i)+100)
2530 NEXT i

2540 LET g=2: G0 SUE B10O

2550 RETURN

2600+*REM*—gl ava

2610 CLS

2620 FRINT AT 0, 123" DOMINE++0@4"
2650 RETURN

2700*REM*-kontrol avispisa‘tuputstva
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2710 PRINT AT 21,03 "Napred**Prethodna®strana®<]gra"”
2720 IF INEKEY$="n" THEN LET s=0: GO TO 2780

<730 IF INKEY$="p" THEN LET s=1: GO TO 2780

2740 IF INRKEY$="i" THEN LET s=2: G0 TO 2780

2760 GO TO 2720

2780 RETURN

Z000+REM*-uputstva

2010 60 SUB 2600

3020 FRINT : FRINT : FRINT "Domine“su%¥staravdrultvenavigra®za®
dvavili<viTevigrafa.Uvigri®®%je+28%razlisitihvdomina, “*koje®
susastavl jene¥od¥dva¥pol javsa*0vdobd tasaka. "

2030 FPRINT : FOR i=6 TO O STEP -1: FOR =0 TO i: PRINT CHR$ ¢
146+1)3CHRE (153+3)3: NEXT J: NEXT i: FRINT

3040 FRINT : FRINT “"Frogram¥jevizradjenvza®igru®+++¢izmedjus
Jednog¥igrafavi¥ralunara (spectrum).*Tako*nastupajustri %
potprograma: "

3050 GO SUER 2700

3060 GO TO Z061+s

3061 6O TO 070

2062 6O TO 3010

2063 RETURN

3070 GO SUE 2600

2080 PRINT : FRINT "Deo*¥ (A) *namenjien®je¥za¥pomoct+igrasus
pravilnostpoteza.*Za*vreme*izvadjenja*je*ﬁime*igraﬁa*
ispisano*na*svetloji*+podlozi."

3090 FRINT @ FRINT "Deo*(B)*pretstavlja*protivnika**(spectrum),*
tevievzatovzavvremetizvodjeniavnatpis®vspectrumssna®
svetloi*podlozii."

2100 PRINT : FRINT "Deo®* (C)+*pretstavl ja*sudi juv+++kpji+igru®
najavl jen¥je%+ispisom*u®desnom*+donjem*prozoru. "

3110 G0 SUB 2700

2120 GO TO Z121+s

3121 60 TO 3130

2122 G0 TO 3010

3123 RETURN

2130 60 SUB 2600

3140 FRINT : FRINT "RaZunar<¢na®pofetku®izmeTlavdominei“okrenute®
razmesti~urgornii®*+*sprozor*(zaliha).”

2150 FRINT "Nakon*toga“upita®igraSa®koliko**domina*na®posetkuslt
eli(1*d0*5).*IgraS*nakon*toga*domine*uzima***upisom*
koordinata®*u®pol ju¥t+sesizalihe, *Frogram®ih®name Ttatuseees
etvrti“prozor=(ime)*i*okrene¥**tako,*da*ih®igradsvidi."

3160 FRINT "Isti®brojvdomina%zatim*uzme?i*++rajunar.*Nakonvtoga®
zahteva, *da¥igrad¢predlot/i **domi nuvkoju<leliprvuvda“ukl jus
iFuvigrui teessdpretstavi *svoju. *Sudi javzatim®naosnovu®
tel/ine*odluZi*koja®dominaprva®ulazivu®igru®i“prenese?je
utreci*prozor."

3170 G0 SUB 2700

3180 60 TO 31Bl+s

2181 GO TO 3190

2182 6O TO 2070

3183 RETURN

2190 GO0 SUE 2600
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2Z00 PRINT @ PRINT "*Frvi<potez¥ima“zatim*drugi+ Tigras. 0d=
svojih*domina¥izabereviednu~ea~jednakim*brojem*taliakavkao”
na*dcmini*u“trecem“prﬂﬂcru “(levi+ilivdesni~dec). Igra;”taﬁ
Fiavie potekmm I{mam) *a*radunar®porukom*imam*desno*+daole. "

2210 PRINT "#Igraf“zatim¥paljavi®dominu®koiu*leli“+da“prenesesus
pol Je.= QL0~1e*mGguL ‘prenos’ na*tednu 1lisdrugusstranu, “ral
unar+zahteva+i- “hpravac.

D220 PRINT ”:had-lgrau-nema ‘odgovarajuce®“#rdomine, “*zahteva®
prenos*iz¥zal ihenaredbon@k (upim) “1*zadasvoesds *koordinateﬁ
u¥prozoruvzalihe. *¥+*Rafunar*to¥radi *automatski *i+%+vgyg je?
aktivnosti“javl jatu*desnomdonjem“prozoru, "

3230 60 SuUB 2700

3240 6O TO 3Z41+s

2241 6O TO =250

3242 60 TD 2120

Z247% RETURN

2250 B0 SUBR 2800

3260 FRINT : PRINT "lIgra®se¥nastavliavdok¥netnestanedominau®
zalihi.*0bavigrafavsadanaredbom=F {repultam) *mogu==set2s
prepustiti®®poteziprotivniku.***kada*to¥*napravetobojica, #+¥
ﬁiiiikontrolu preu¢me gudi jasiweseseepgdredi “pobednika.
Osnovavwzawwess “tovievbroi¥tafakatnatpreostal im*dominama.”

F270 PRINT “Igra “koldi,*nakon¥Ttovjes ¢allha ‘isprazniena, *ostane®
bez*domina, *automatski*ievpobednik.

3280 GO0 SUR 2700

290 BO TO 3291+s

2291 GO 1O 3300

292 B0 TO 3190

3293 RETURN

2300 60 SUB 25600

2310 PRINT @ FRINT "Uputstva'": FRINT : FRINT "Frilikom“*unoT
enjavkoordinata®®+¥prvovievslovo.“Unalenje*broia“*naprvom
mestuznasi®slovo*A. "

Z3I20 PRINT : FRINT "Kod*nepravilnog®unoTenia®poiavi*setnatpis®
NE+IDE. “Ea“unar“fekaﬁ*na*pravilanﬁpudatak."

ZIZ0 PRINT : PRINT "Fogrelno“zapofeti®unositmolietet*opozvati@s®
naredbom~d. "

3340 60 SUB 2700

3350 B0 TO Z351+s

Z331 RETURN

3352 60 1O 3250

233 RETURN

3999 GTOP

6010 LET i=23: l:n[] SUR 8,,1(_!(_1
L0200 LET Z$(i+iz)=I%(mavr+zB)
020 LET Z$s{mavr+Z8)=CHR% (19%)
&040 LET mavr=mavr-1

6050 RETURN

&100%REM*—prenos¥igraspol je
6110 LET i=56: 60 SUR 8300
SH1Z0 LET Z%(1z+i)=2%(igra+5s)
6130 LET I%{igrat+ob)=CHR% (197)
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65140 LET 1gra=igra-1
&130 RETURN

&200+REM*—proveravaniefpravilrosti®¥izhora
&210 LET error=1: LET s$="D"
&220 IF z1<xdd AND z2¢>dd AND z1<>dl AND zZ<>»dl THEN RETURN
6230 IF dd<>dl THEN GO TO &300
235 IF g=2 THEN GO TO &zZBUO
&240 FRINT AT 20,1Z23b$;AT 20,123 "kuda™(d/1)";AT 21,12:b%;AT
12y FLASH 1;"?"
&250 IF INKEY$="d" THEN GD TO 4ZB0
&260 IF INEEY$="1" THEN LET s%="L": GO T0 6280
6270 6O TO 6250
6280 LET error=0: FRINT AT 21,12;:5%:"++":; RETURN
&290 RETURN
6200 IF zi=dd AND zZ=dl THEN GO TO &Z3I5
6210 IF zZ2=dd AND z1=dl THEN GO TO 4235
&390 LET error=0: RETURN

J010 LET iz=0
7020 IF NOT {z1<»>dd AND =z1<3xdl) THEN GO TO 7080
TJO30 IF =zZ2=dd THEN G0 TO 7060

7040 IF z2<>dl THEN RETURN
7050 6O TO 77280

7060 IF zZ<xdl THEN GO TOD 7240
7070 60 TO 7200

7080 IF NOT {(z1<:dd AND zi=dl) THEN GO TO 7130

7090 IF z2<:dd THEN GO TO 7260

7100 IF z2=dl THEN GO TO 7200

7110 IF s%="L" THEN GO 7O 7260

7120 GO TO 7240

7130 IF NOT {(zl1=dd AND z1=dl) THEN GO TO 71&0

7140 IF s$="L" THEN G0 TO 7260

7150 60O TO 7220

7160 IF z24xdl THEN GO TQ 7220

7170 IF zZ=dd THEN GO TO 7200

7180 IF s$="L" THEN GO TO 7ZB0

7190 GO TG 7220

7200 IF s$="L" THEN GO TO 7280

7210 BO TO 7240 ;

7220 LET D$(pd)=CHR% {(10%z1+zZ): LET dd==zZ

7230 LET pd=pd+i: IF pd:Z% THEN GO TO 7340
233 B0 TO 7380

7240 LET D$(pd)=CHR% (10¥zZ+z1): LET dd=z1

7250 LET pd=pd+l: IF pd:29 THEN GO TO 7340
285 GO TO 73B0O

7260 LET D$#{(pl)=CHR% (10Xz2+z1): LET di=z2

7270 LET pl=pl-1: IF pl<l THEN GO TO 7300

7275 6O TO 7380

7280 LET De(pl)=CHR$ (10%z1+:22): LET dl=z

7290 LET pl=pl-1: IF pl<il THEN GO TO 7300

7295 60O TO 7380

7300 FOR i=30 TQ 2 STEF -1

7310 LET D#(i)=Dg(i-1)
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7320 NEXT i: LET D$(1)=CHR$ (199)
7330 LET pl=pl+l: LET pd=pd+1: GO TD 7400
7340 FOR i=1 TQ 29
7350 LET D$(i)=D% (i+1)
7360 NEXT i: LET D$(30)=CHR$ (199)

370 LET pl=pl-1: LET pd=pd-1
7380 LET iz=1

7400%REM*-crtanie

7410 FOR i=1 70 Z0

7420 IF CODE D$(i)=199 THEN GO TO 7440

7430 LET y=12: IF i/2=INT (i/2) THEN LET y=173

7435 IF CODE D$(i)=199 THEN FRINT AT y,i;"2¢": GO TO 7440
7440 LET z1=INT (CODE D$(i)/10): LET z2=CODE D$(i)-10%z1
7450 FRINT INK bd;AT vy,i;CHR$ (146+z1) ;CHR$ (153+:22)
7460 NEXT 1

7470 LET iz=1

7490 RETURN

7300*REMY-1ispis*NE*IDE

7520 FOR i=12 TO 31: FRINT INK Z:AT 19,13"R": NEXT i

7330 PRINT AT 19,17; FLASH 1;"¢NE<IDE<":; FAUSE 1: PAUSE 150
7540 FOR i=0 TO 3Z1: FRINT INK bmjAT 19,13"R": NEXT i

75350 RETURN

/600*REM*-prenos+zaliharigras

F610 LET igra=igra+l: LET Z$(igra+56)=CHR$ (CODE Z%(iz)-100)
7620 LET I$(iz)=CHR% (199): LET zalo=zalo-1

7630 FRINT AT INT ((iz-1)/10)+3, (iz—-10XINT ((iz-1)/10)) 423 "een
74640 RETURN

7700¢REM*-prenos¥zalihasspectrum

7710 LET mavr=mavr+l: LET Z${mavr+28)=I%(iz)

7720 LET zalo=zalo-1: LET Z$(iz)=CHR% (199)

7730 PRINT AT INT ({(iz-D)/10+3, (iz-10%INT ((iz-1)/10)) %25 "awen
7740 RETURN

7800+REM*-biranjevnel/l jene~domine

7810 LET ii1=mavr: LET iz=28: LET kkk=100: IF g=3 THEN LET
iz=56: LET iii=igra: LET kkk=0

7820 DIM p(iiid: DIM t{iii)

78320 FOR i=1 TO iiti

7840 B0 SUER 8500

7850 IF z1=z2 THEN LET t(i)=13+z1

7860 IF =1<{>z2 THEN LET t(i)=z1+:z2

7870 NEXT 1

7880 FOR i=1 TO iii: LET max=0

7890 FOR i=1 TO iii

7900 IF t{(j)rmax THEN LET max=t{j): LET mmax=]

7710 NEXT 3

7920 LET p(i)=mmax: LET t{mmax)=-t (mmax)

TFII0 NEXT i

7940 FOR i=1 TO iii

7930 LET t(i)=-t (i)

7960 NEXT i

7965 PRINT AT @,23;"+"
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/990 RETURN

gO00*REM*—pol je¥zavigru

8010 LET bp=6: LET bm=4: LET bn=0: LET br=3

8020 PAFER bp: CLS : FRINT AT 0,12 "DDHINE"-ﬁT 1,1%;"eq"

BOZ0 FOR i=0 TO 31: FPRINT INK bm; AT 2 13" "R"IAT 6 i3"R"3AT 10,
13"RYsAT 15,13"R";AT 19,1;"R": NEXT i: FRINT INE bm;ﬁT 20,
113 "R"3AT 21,11:"R"

8040 FOR i=0 TO 9: LET «=3+i%2: FRINT INK bn;AT &6,x313AT 10,
#3lsAT 15,':1. NEXT 1

8050 FOR i=1 TO Z: FRINT INE bn;AT 2+1,03;CHR$ (64+i) ;AT 6+i,
0;CHR$ (64+1) ;AT 15+1,0;CHRE (64+i): NEXT i

8060 RETURN

8100+REMY-prikaz“zaliha

S110*REM*~i1“grupa®(1¥zaliha,2%spectrum=3®igras)
8115 LET ii=q:*REM*-domine

B120+REM¥-vrednosti : #00-b6%0t krivene*domine; 100-166%pokrivene®
domine; 1979¥nema“domina
8125 LET bd=0
B130 IF ii=1 THEN LET yz=3: LET iz=0: LET i1i=28: GO TO BZ00
8140 IF ii=2 THEN LET yz=7: LET 1z=28: LET iii=mavr+l: GO TO
200
8150 IF ii=3 THEN LET yz=16: LET iz=56: LET iii=igra+l: GO TO
8200
B1&60 STOF
B200 FOR i=1 TO iii
220 LET y=INT ((i-1)/10)
B230 LET x=(i-10%y) %2
8235 IF CODE Z$(i+iz)=199 THEN FRINT AT y+yz,x;"+¢": GO TO BZ90
B240 IF CODE Z$(i+iz)»66 THEN PRINT INK bd;AT y+yz,x;"AR": GO
T0 B290
8250 GO SUB 8300
8270 PRINT FAFER bp:; INKE bd;AT y+yz,x;CHR$ (146+z1);CHR$ (153+
z2) '
290 NEXT i
8300 IF-ii=1 THEN FRINT AT 5,23;"zaliha"
B310 IF 1i=2 THEN PRINT AT 8,23;"spectrum”
83220 IF i1=3 THEN FRINT AT 16,23;1%
8350 RETURN

B4OO+REM¥-inici jalizacija

8405 FOR i=1 TO 30: LET D$(i)=CHR% (199): NEXT i

8406 LET pas=0: LET s%="D": LET p#$="I,K": LET pl=13: LET pd=14:
LET igra=0: LET mavr=0: LET zalo=28

8410 FOR i=1 TO 84

8420 LET Z¢(i)=CHR$ (199)

8430 NEXT i

8433 DIM p(28)

8440+REM¥—-nasumi Sno*postavl janjievdomina
8445 LET 1ii=0
B450 FOR i=6 TO © STEF -1: FOR 3=0 TO i: LET iii=iii+l: LET p(
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111)=10X1+3+100: NEXT J: NEXT i

8460 FOR i=1 TO 28: LET J=INT (RND¥.99%iii+1)

68470 LET Z$(1)=CHR$ (p(i)): LET p(i)=p{iiids: LET iii=iii~1
8480 NEAT i

8490 RETURN

8500CREM¥~odrediivanievz 141wz 2

85035 IF CODE Z$(i+iz)=199 THEN STOF

8910 LET =z=CODE ZI$(i+iz): IF z:46 AND z<167 THEN LET z=2-100
8513 LET z1=INT (z/10): LET 22=z-10%z1

B3Z20 IF z1<0 OR z1»6 OR z2<0 OR z2>6 THEN STOF

8330 RETURN

B6OO+REM*-postavl janjevseta“UDG1

8610 RESTORE B&70: LET ii=21

8520 FOR i=1 TO ii: READ a%$: FOR j=0 TO 7: READ x: 4i0F FOKE USR
af+j.ui NEXT J: NEXT i

8540 RETURN

8660 DATA "a",0,4,4,RBIN 01010111,RIN 01010101, BIN 01110101,128,
128

8661 DATA

8670 DATA

8671 DATA

"b" 0y 126,66,BIN 01111010,10,751,0,0
"a',0,127,65,93,93,93, 65,127

"b,0,255,193,221, 221,221, 193, 255

8672 DATA
8673 DATA

e, 0, 127, 197,497 427 407, 197, 137
"g",0,127,127,127,119,127,127, 127

8674 DATA "e",0,127,95,127,127,127,125, 127
B&75 DATA "",0,127,95,127,119,127, 125,127
8676 DATA "g",0,127,93,127,127,127,93, 127
§677 DATA "h",0,127,93,127,119,127,93, 127
8678 DATA “i",0,137,93,127,93,127,93, 127
8679 DATA "j",0,255,255,255, 255, 255, 255, 255

8680 DATA
B&B1 DATA
84682 DATA
8683 DATA

i n B R ot~y T = i § 3 TES MMEE ST
k", 0,235,235, 255, 247,255, 255, 2585
11} 1 w Rl = = =eET Lt = — L T =t =4 R =0 = T e Ra] =X~
1%,0,255,253,255, 255, 285,223, 255

o mET S =1 L b ] =
S0le 230,247,255, 223,255

AEE M ASE me -~
P EO0, SO0, 205,221,258

"m", 0,255,

H 1 B L]~ — D |
N5y Ly J00, 22

8684 DATA "o",0,255,221,3255,247,255, 221, 255

8685 DATA "p",0,255,221, 255,201,259, 221, 255

8686 DATA "q",0,4,4,BIN 01010111, BIN 01010101, EIN 01110101, 128,
128

B687 DATA "r",0,126,6&,BIN 01111010,10,251,0,0

8688 DATA "s",20,8,78,34,32,34,28,0

8689 DATA "t",Z0,8,28,34,24,48,56,0

8670 DATA
8700 STOF

"W 40, 16,60,4,8,16,60,0

E800*REM*~upis¥izabranevdomine

BB10 FRINT INK O;AT 21,123 FLASH 1;"7";
8820 LET iz=0

8840 LET a=CODE INKEY$

FLASH O : Wi 18

8845 IF a=113 THEN RETURN
B850 IF a:96 AND &<100 THEN LET iz=10%x{(a-97): GO TO BS80
8860 IF a>47 AND a<38 THEN LET iz=a-48: FRINT AT 21,12;"A": GO

TO B710
8870 GO TO 8840
8880 FRINT AT Z21,12;CHR$ (a-32); FLASH f3"7"
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8950 LET a=CODBE INKEY$

g700 IF ax47 AND a<38 THEN LET iz=iz+a-48: GO TO B%10
8905 GO 170 8890

B910 FRINT AT Z21,13;a-48: LET iz=iz+1

87L0 IF 1z 28 THEN B0 SUR 7500: GO TO 8810

8940 RETURN
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CEFARZOVYHI FROGRRHI



MNOZZENSE € DEL JERNJE

8465

Frogram bi mogao da se nazove 1 Ciciban mnoZi odnosno Ciciban
deli. Veoma Jje kratak i dobiije se skoro diabe. Niegovom pomodl
znanie mogu da obnove samo stariji. Nasoj deci to vise ne treba,
posto u zemlii ima toliko mnogo uvezenih racunara i kalkulatora,
da odgovorni navodno ved razmisljaju o tome kako bi od niih
proizvodili vestadka dubriva.

Frogram za mno*enje i deljenje bira brojeve tako vesto da se
del jenije uvek zavrsi bez ostatka. U 270. redu napravlijena Je
pomocu matematicke formule zastita da deca ne upisu rezultat.
Videdcete da ¢ete s malo snalafljivosti savliadati 1 tu  prepreku
do lepse bududnosti.

1OUREMMNOZENJE+T+DELJENJE
20 RANDOMIZE
S0 LET sm=0
40 LET sc=0
50 FOR n=0 TO 232
50 READ d
70 FOKEE USR "&"+n,d
30 NEXT n
20 DARTA 0,24,0,255,255,0,24,0
100 DATA 0,1,3,6,140,216,112,32
110 DATA 195,102,40,24,60,102,195,129
120 INFUT "MNOZENJE*ILISDELJENJE?=(M=ili+D)",c%
130 IF c¥()="m" OR c$(1)="M" THEN LET s$="x": GO TO 1&0
140 IF c$(1)="d" OR c%$="D" THEN LET s$="8": GO TO 1&0
1206 GO TO 120
150 IF s$="A" THEN GO TO 230
170 LET rl1=INT (RND&F0O0)+100
180 LET r2=INT (RNDA1Q)+1
190 FOKE 23692, 255
200 LET ca=rixr2
210 FRINT AT Z21,03r1;"s ;e "¢ yr2; "o=o"y
220 GO TO 270
230 LET ri=INT (RNDX10OO)+1
240 LET rZ=INT (RNDX100O)+1
=50 LET ca=ri

260 FRINT AT Z1,05r1xrZy "o ysdy " s gry "emshy
270 INFUT LINE m#: LET ans=VAL m%$: IF m$<>5TR$ VAL m$ THEN GO
T8 21

280 LET sm=sm+l

290 IF ans=ca THEN GO TO 340

Z00 BEEF 0.9,-12

210 PRINT  INK Z3CHR$ 1443 " esaehy
320 PRINT ca

330 6O TO Z70

40 BEEF 0.3,12

250 FRINT  INE Z3CHR$ 143

260 LET sc=sc+1

S70 FRINT ¢ FRINT
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80 IF sm=20 THEN GO TO 430

2590 FRINT FAFER &3 INE 9387 0,1:"FITANJA:%";sm

400 FRINT FAFER &; INK 93AT 0,14;"TACNI=0ODGOVORI: *";scC

410 FPRINT AT 1,0;"&sdaadeddddpdoadddeddadad it

420 GO0 T4 1560

430 FRUSE 280

440 CLS

450 PRINT PFAFER 43 INK 93AT 8,1;"IMAO“SI+";sc; "vFRAVILNIH®
ODGOVORA"

450 FRINT FAFER 4; INK 93 40FAT 10,3;"NEMATVISE=FITANJA. "

470 STOR

SAEBEIRANJE

1587

Ako ne znate da sabirate, a znate da udarate po racdunaru,
savetujemo vam da ukucate ovai program. Moida neki é&lan porodice
ipak ume da sabira? I njemu ¢e znanje ovakve vrste dobro dodi,
posto se govorka da de se memorijski éEipovi s ugradenim
sabiranijem Jjo$ neko vreme da ugraduju u glave nasih osmoskolaca.

Frogram je napisan lepo i ima neke didaktiéke vrednosti.

EOTTORR R LY . BRI T T W S Wl e i L £ 1

e bt
=t S

10*REM*SABIRANJE I +0DUZ IMANJE
20 RANDOMIZE

Z0 LET sc=0

40 LET sm=0

S0 FAFER O: INE 7: BORDER O

&0 CLS
70 FOR n=0 TO 15
8O READ d

70 FOEE USR "4"+n,d

100 NEXT n

110 DATA 60,126,219,255,189, 195,126,460
120 DATA 60,126,219,255,195,189,126,60
120 LET a=INT (RND¥400Q00) +10000
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130 LET b=INT (RNDX40000)+10000

160 LET sn=1

170 IF RND>0,48 THEN LET sn=-1

180 IF sn<0O AND (a-b)<10000 THEN GO TO 130
190 FRINT AT 9,13;3a

200 PRINT AT 10,13;3;b

210 FLOT 105,84: DRAW 40,0

220 PLOT 105,60: DRAW 40,0

230 IF sn<0 THEN FRINT AT 9,19;"-"

240 IF sn>0 THEN FRINT AT 9,19;"+"

250 LET ca=a+b¥sn

260 LET sm=sm+l

270 LET ag=""

280 FRINT FAFER 63 INK 93AT 1,1;"FITANJA:“";sm
290 FRINT FPAFER 63 INKE 9:;AT 1,13;"TACNIH*0ODGOVORA:+"35¢C
200 LET k$=INEEY$

310 IF k$="" THEN GO TO 300

320 IF k$:"%" OR k$<"0" THEN GO TO 300

330 BEEF 0.1,9

240 FOR d=1 TO ZO: NEXT d

350 LET as$=k$+a$

260 FRINT AT 12,1B-LEN a%;a$

370 IF LEN a%<>3 THEN GO TO 300

390 IF VAL a%$=ca THEN GO TD 490

400 BEEF 1,-12

410 FRINT FAFER 23 INE 9;AT 17,8;"FROBAJ“FONOVNO'"
420 FOR 3=10 TO 22

430 PRINT INK 2;AT 1Z,3i:CHR$ 145

440 BEEF 0.2,-12

430 FPRINT AT 12,j;%="

460 NEXT i

470 FRINT AT 17,8;"¢&¢¢¢¢¢¢¢¢¢¢¢&¢¢"

480 GO TO 260

490 BEEF 0.4,12

900 FRINT FARER 63 INK F3AT 17,12;"TACNO!'"
910 LET sc=sc+i

o920 FOR =9 TO 1=

330 FOR k=10 TO 22

240 FRINT INK &6:AT J,k;CHR$ 144

-o( BEEF 0,07,6

S60 FPRINT AT j,kptev

570 NEXT k

80O NEXT i

SS90 FRINT AT 17 y 125 Wodoodaddaan

&00 GO TO 130
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RAVNOTEZA

2191

Da 1i vam se vecd dagodilo da ste u petak ili u subotu uvecde
prilikom povratka kudi izgubili ravnote2u? Ovim programom mo2da
cete je opet da pronadete. Program je obrazovni 1 zato vam
savetujemo kucanje s ciljem da neke osnove iz matematike i
ravnoteze naudi i vas mladi brat, koji ide negde do tredeg
razreda osnovne Skole.

Radunar d¢e na ekran nacrtati vagu s teretom na jednoj strani.
Vas zadatak Jje da pomodu tegova koji vam stoje na raspolaganju
izaberete upravo takvu te2inu. Ako znate bar malo matematike
prilikom resavanja zadatka necete imati problema.

FProgram d¢e sastaviti zadatak u 20. i 50. odnosno 500. redu. U
nastavku nacrta vagu, nagnutu na jednu ili drugu stranu, a na
kraju i uravnoteZzenu. Sta dodati programu? Ako wvas braco ili
seka ne znaju pravilno da rede zadatak, gnjavide vas 1 traziti
vasu pomoc. Utesite ih s nekoliko dodatnih redova, koijii ¢de u
sluéaju pogresnog odgovora redéi koje tegove treba izabrati.

FOFLEESEALE @ TR RESERTH: &
TEZIFHMA EA UIRSVUHOTEZEMNJE  L458a .

e Ll g R 1EEg EZ29Ea QR S g
e
LAZ THAE LT &sag TEGT Lo =mad 3 2 s )

10*REM*RAVNOTEZA

20 RANDOMIZE

30 LET sc=0

40 LET tr=0

S0 CLS

&0 LET k=235

70 FRINT FAFER 63 INE F3AT 0,1;"FOKUSAJA:";3tr
80 FRINT PAPER 63 INK 9;AT 0,14;"TACNO*RESENIH: ";sc
Y0 FOR j=1 TO 30 STEF S

100 FRINT PAFER 2; INK 9;AT 13,4:k:"g"

110 LET k=kx2

120 NEXT 3

130 60 SUB SZ0

140 LET ic=INT (RNDXS)+2
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150 LET tt=0

160 LET r=(INT (RND¥&I}+1)%25

170 FRINT FAFER 43 INE 93AT 2,0;"*TEZINA®ZATURAVNOTEZENMJE ="
irytg.”

180 LET tr=tr+l

120 PRINT AT 8,103 "edadan

200 LET d=0: GO SUB 4560

210 FRINT INE. ic; AT 10, 10;

220 LET k=Z%

230 FOR 1=1 T0 &

240 FRINT PAFER 4; INK F3AT 20,05 "UZIMAS*LI="3k:"g*TEGT* (d=da/
n=ne)"

250 LET a$=INKEY$

260 IF a%="" THEN GO TO 250

270 IF a$="D" OR a$="d" THEN LET tt=tt+k: FRINT FAFER 3; INK
Q3AT 17, (3-1) ¥5+25 "1

28O IF a$.>"D" AND a%<:"d" THEN FRINT FAFER &3 INK 93AT 17, (i~
1) %S+ 0"

290 FOR d=1 TO S0: NEXT d

200 LET k=ki2

310 BEEF 0.1,9

20 NEXT J

JI0 FRINT  INE Z3AT 8, 18; "l

240 FOR d=1 TO S0: NEXT d

S50 IF ttar THEN GO TO 470

260 LET d=1: [0 SUR 640

370 FRINT AT 10,103 " edds

380 FRINT AT 8, 18 M e gy

=50 IF ttir THEN GO TO 460

400 LET d=0: GO SUR 380

410 FRINT INK ic3AT 9, 10; "

120 FPRINT  INK Z23AT 2,18; " hnat

430 EBEEF 0.4,4: BEEF 0.7,8

440 LET sc==sc+!

450 GO TO 800 |

460 LET d=0: GO SUR 740

3170 FRINT INE ici;AT 8,10;" ..

480 FRINT INE 24T 10,18; " nam"

450 BEEF 1,-12

D0 FCR d=1 TO 100: NEXT d: FAUSE S00

310 G0 70 50

520 PLOT 99,80

530 DRAW &0,0

S40 PLOT 123,80

320 DRAW 0,350

S&0 CIRCLE 125,130,4

570 RETURN

oE0 FLOT  OVER di90, 130

590 DREW  OVER d3;70,0

&00 DRAW OVER diQ,-30

510 PLOT OVER d;150,100

&20 DRAW  OVER d320,0

630 FLOT OVER d;90,130

&40 DRAW OVER dio0,-30

530 RETURN
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Sa0
H70
&80
&30
FO0
710
FE0
IO
740
Ta0
760
770
780
750
H30
810

FLOT OVER
DRAW  OVER
DrAW  OVER
FLOT OVER
DRAW  OVER
FLOT OVER
DRAW  OVER
RETURN

FLOT  OVER
DRAW  OVER
DRAW OVER
FLOT OVER
DRAW  OVER
FLOT OVER
DRAW OVER
RETURN

d; 90, 120
T8, 20
dg Dy =50
d; 130,110
dyzZ0,0

d; 20,50
d30, 30

d; 90,140
d; 70,-20
dsQ,—30
d; 150,320
d; 20,0

d; 90,110
d; 0,30
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FOVHRS I NE

2189

Strudnim lJezikom ovali program mogao bi da se nazove "nastavna
jedinica =za dake e osnovnih sSkola". Radunar nacrta lik
sastavl jen od pravougaonika i trougla. Treba izracunati ukupnu
povr&inu sastavlienog lika. Ako u prvom pokusaju odgovor ne bude
tacan, racunar postavi potpitanje i traZi povrsinu trougla i
pravougaonika posebno. Za delimié¢no tadan odgovor igrac dobija
polovinu mogudnih poena.

U programu ¢e odugevljeni programeri popraviti priliéno sporo
popuniavanie trougla bojom. Mogu da dodaiju i radunanje povrsine
drukéiiibh ili na drugi nadin sastavlienih &etvorougaonika.

1GHREMSFOVREINE

20 LET cp=40

20 LET 1p=%0

40 DIM s(Z)

i DIM p%d(2,7})

&0 RANDOMIZE

70 CLS @ PRINT AT 10,103 "CAB+1/ZB¥(A-C)"; FLASH 1;AT 12,63"

UFAMTI=0VUSFORMULU= " FLAEH O :

B0 PAUSE 100

20 INFUT "1+ILI#2%IGRACATY "1

100 IF pal OR nr2 THEN GO TO %0

110 CLS : PHRINT AT 10,4&:"IME (na)*IGRACAD"

159 FOR i=1 TO n

130 PRINT AT 12,103 "IGRAC*"; 3

140 INPUT p#i32

150 NEXT 3

160 CLS

170 FOR 1=1 TO n

180 LET a=INT (RNDX7)+4

17¢ LET b=INT (RNDx8)+3
Z00 LET c=INT (RNDX3)+3
210 IF cr=a THEN GO TO 180
ZE0 LET sa=akd
230 LET sb=bx8

240 LET sc=ci&
250 FOR J=cp TO cp-l+:sc

S50 FLOT 1p,J

270 DRAW  INK 43;sb,0

ZED NEXT 3
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)
)
V10
o]

W50
L0
50
N
IO
“F0
400
410

420
430
440
=0

450
470
480
450

=00
10
520

240
o250

oGl

o en o
[EI

i

SO0
&10
L0
&30
&40
&50
&&0
&L70

&80
&550
700
710
TE0
TEQ
740
750
760

1 GO TO ¢

FLOT lp.cptsc

DRAW  INE Zisb,sa-sc

DRAW  INE 2:0,-(sa-s)

FOR d=cp+sc TO cp-l+sa

FOR k=lp-i+sb TO 1lp STEF -1

IF FOINT (k,2)=1 THEN LET k=50
FLOT INKE Z3k, 3

NEXT k

MEXT 3

FRINT AT 1&4&-INT a/2,1Z+hia;"=A"
FRINT AT 18, INT 11+b/2;b:"=R"
FHINT QT IRT to=g/2¢BiEs=0"

INFUT ans

IF ans=c¥b+b/Z%{a-c) THEN GO TO
BEEF 0.8,-8 :
FhINT AT :u (W H pi(lJ-“_*HDLIHA*JE*PUURSIN%”’“PRAVDUEQDMIHA?*

R A o 11

INFUT rc
IF rc=cxb THEN GO TC 520
BEEF ©.8,-8

FRINT AT 20,46;",%F

Pl

OVRE

FAUSE
0 TO
FhINT
INFUT tg

IF tg=b/2%{a-cC)
EEEP 0. B B

200
6‘? :"]

THEN GO TO 5%0

FaUsE

FhINT 20 u,pi(l)

INFUT ans
IF ans=ckb+b/Z¥({a-c)
BEEF 0.8,-3

GO TO &70

BEEF ©.3%,8

LET s(l}=s{l)+1

GO TO 730

FFINT ﬁT

FAUSE
CLS
GO TO 740

BEEF 0.3,8

LET si{l)=5{1)+2

CLs

FRINT AT 1,43p®(1) "=
NEXT 1

GO TO 170

200

3 (1)t

obrazovni

GO 7O

" FKOLTKA®JESUKUPNA"

INATFRAVOUGAONIKA®JE=" ;cXb; "=

» *KOL TKA=JE*UKUFNA"

2A0

710

.......................

QT 20,107 p$(1;.“}ULILﬁ JESFOVRSINA" T " TROUGLA™ =

THEN GO TO &40

U}JFNQ PDVRBINQ JE="yeXxb+b/ZX (a-C)

e p$ (2D 3

My es{)
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NI 2081 ERO.JEVA

1203

Ovoj igri bi moXda vise odgovaraoc naslov Testiranje memoriije
1li kako da upamtiti zadani bro3j. Brojd svog telefona znam
napamet, a druge imam zapisane u notesu. Za ostale moram da
pogledam u telefonski imenik. Fomodu programa Nizovi svoiu
sposobnost pamdcenia povedao sam toliko, da sada znam napamet i
broj za obavestenia o tacnom vremenu - 935.

Frogram ispisuje red brojeva na ekran. Kad vam se udéini da ih
znate napamet, pritisnite taster. Ako budete oklevali, radcunar
¢e ga pritisnuti sam. Fosle toga d¢eka vas tefi deo zadatka:
ukucati prikazani broj!

U programu mozete malo 1 da varati. Da vam odamo tainu: kad
vas u 300. redu radunar upita za broi, izbridite navodnike i
ukucaite m$. Videdete da se nikada nedete zabuniti.

Zadatak: Ispravite tai nedostatak, tako da varanje vige ne
bude mogudéno. U reseniu upotrebite funkciiu VALS$.

1OFREM*NIZOV]
20 RANDOMIZE

0 LET t=t
40 LET sc=0Q
SO LET tr=0

60 FRINT FAFER 4; INKE 9:AT &,4:;"1.*BROJKE"

70 FRINT FAFER 4; INKE 93;AT 8,.4;"2.*RBOJE"

B0 FRINT FPAFER 4; INK ;AT 12,2:"PRITISNI<{<+ILI=2"
Q0 LET a%=INKEYS%

100 IF a%="" THEN GO TO 90

110 BEER 0,2,:8

120 IF a$<>x"1" AND a$<>"2" THEN GO TO 90

130 LET m$="" ~

140 CLS

150 FRINT FAFER &3 INKE 93AT 0,4;"RED:";tr

160 FRINT FAFER &6; INE 93AT 0,203 "REZULTAT:";sc
170 FRIMT AT &,6;

180 LET c=INT {(RNDX&)+1

190 FOR 4J=1 TO t

200 IF as="2" THEN GO TO 240

210 LET r=INT (RNDX1O)

220 PRINT FPAPER c; INE 93r;

2320 60 TG Ze0

240 LET r=INT (RNDX7)

230 PRINT INK r;"m";
260 LET m$=m$+5TF$ r

270 NEXT 3

280 FAUSE 500

Z90 PRINT AT &,63™ ol g G il e b G e G A 1
300 FRINT FAPER 4, INh FiAT 16, 10-"TVDJ*UDGOUOR”"
10 INFUT n%

320 LET tr=tr+1

220 IF n¥=m$% THEN GO TO 460
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40
290
260
370
B0
IR0
400
410
420

20
440
450
4460
470
430
4530
500
=10

BEEP 1,-12

CLS
FRINT

FAFER I

FRINT AT 10,6:
IF a$="2" THEN GO TO 410
FRINT PAFER cj
GO0 TO 440

FOR i=1 TO t
INE. VAL (m$(j)) ;"W

FRINT
NEXT

J

FAUSE 400

o0 7O 130

BEEF 0.3,12
FRINT FAFER 4;
LET sc=sc+t

LET t=t+1

FAUSE 150

GO TO

1320

INK 93AT &,4;"NIZ#JE:"

INK F3m$

INK 2;AT 18,13; "TACND® !
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MODDEL. VAasSiIonNnE

1204

Fredstavicemo kretanje dva tela u gravitacionom poliju 1 u
zavisnosti od masa oba tela. Matematicéki problem i nije tako
komplikovan: koristimo Newtonov zakon sile i kretania.
Izradunati rezultati prikazuiu se na ekranu u obliku nacrtane
putanje. Za crtanie takvih demonstracionih slika u vreme pre
racunara trosilo se mnogo vremena. Mali spectrum zavrsi taj
posao za oko pet minuta.

Na pocetku program proéita podatke. Uglove navodimo u
stepenima, a program ih prevede u radijane i preda na dalinju
upotrebu. Vrednosti uglova mogu biti i negativne. FPodetne
polozaje oba tela dajemo koordinatama x i y, koje ved poznajiemo
iz uwobicajenog crtanja po ekranu. Koordinata x ne treba da bude
veca od 170, Jer d<emo inace pokvariti tablicu s ulaznim podacima
ispisanu na desnoj ivici ekrana.

Nacrtali smo simulaciju kretanja Zemlia—-Mesec: telo s vedom
masom krede se oko Sunca (na ekranu je samo delid te putanijie), a
telo s manijom masom tako da se njeqgova orbita sabira s putaniom
veceqg tela. Slika je nacrtana na osnovu realnih podataka i
predstavlja pribliZan snimak dogadanija u vasioni.

Radi svojibh istrafivania vasionskih zakonitosti Jjednostavno
prekucaite program i unesite podatke koje moZete da proverite.

I ovail program ce raditi mnogo br2e akoc ga prevedete s
kompilatorom. ‘

1 CL5 : FRINT "MODEL*VASIONA®": FRINT

5 INPUT "Prvo*telo:®masa?#"iml;"sbrzina?+";vi; "%ugao?s"sal;"=
koord.x7s" il "skoord. y™ "-ylr" ‘Drugo~telo:r*masa? " jmZ; "+
brzina® ";v2;"fugao?®";a2; "*koord. x P "1 x2; "thoord. y?e s y2; ¢
grav1tac1nna ‘konstanta®#"3;g: CLS

10 FRINT TAB 23;"Mi="3jml: FRINT TAE 23;"vi="jvl: FRINT TAR
233"Al="1al: FRINT TAEB 23;"x1=";x1: PRINT TAER 23;"y1=";yl:
FRINT TAR 23;"M2=";m2: PRINT TAB 23;"v2=";v2: FRINT TAR
Z31"A2="3a2: PRINT TAB 233"« 2="yxZ: FRINT TAE 233 MyE="yyds
FRINT TAE Z24;"G=":g
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15

Z0

S
Lot

LET di=0.1: LET al=al&FI1/180: LET aZ=aliF1/160: LET

10: LET x2=ul+l

O

CIRCLE 31,y1,2: CIRCLE %2,y2,2

LET wix=v1xCO8

Z9*REMTRacunanie

al:

LET wZu=vZ¥CO5 al

0 LET viy=v1¥SIN al: LET vZy=vI¥5IN ad

iy LET §g=g*m1*mii((ﬂﬁ—xl)*(x2—31)+(yﬁ-yl)t(yE—yl))

IF %2=x1 THEWN LET phi=FI/2: 60 TO 33

LET phi=ATN AES ((y2-yl)/(x2-x1))

LET fix=fg*C05 phiX¥S6N (x2-u1): LET f2u=—f1x
LET f1ly=fgXSIN phi¥SGN (yZ-yl): LET fly=—-fly
LET alZn=f2u/m2

LET alx=Fflu/mi:

LET siu=viusdt+alxakdtxdt/2: LET siu=vIvkot+alukdtidt /2

LET wviw=vix+alxkdt:
LET aly=fly/ml: LET azy=f2y/m

LET sly=viykdt+alykdtkdt/2Z: LET sPy=v2y¥dt+alykdt¥dt/2

LET v2u=vIx+alz¥dt

LET viy=viy+alykdt: LET vZy=vZy+taly¥dt

“REM=Crtanie

L]

FLOT x1l,yl: DRAW sli,sly: FLOT x2,yZ: DRAW six,siy

LET nl=ul+sin:

GO 70 25

LET

R Py - -~
AR =

0 LET yl=yl+sly: LET y2=syZ+sly
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MNMEFRAVIL NI ENGL ESK X GL_AGOL_ X

o609

Ovaji obrazovni program ojacade samopouzdanje svih osmogkolaca
1 srednjoskolaca koje stroge nastavnice engleskog jezika
neumorno ispituju sadasnije i proslo vreme i particip prosli.

Savetujemo da program ukucate sami, Jer cete tako uzgred
nauciti gomilu nepravilnih glagola. Grada programa je vedé
dovolino objasnjena u REM izrazima. Radi pobol jSanja savetuiemo
da upisete Jjos nekoliko engleskih nepravilnih glagola. Ako ste
za to previse lenji, nemojte da se u &koli wvadite pomodu nas.
Radi poboljsanja moradete da popravite i instrukciiju DATA u 16.
redu.

Fr b b L B B

i I = T 1
I Fo S NN B I 4
Frems. odrank
FEeas et o I WU o N 4

o

CLS : BEEF .2,28: G0 SUE 900: BORDER 3: GO SUE 250: FRINT
AT 7,63 INK 1; PAPER 43 BRIGHT 1; FLASH 13"ZAUSTAVI®
MAGNETOFON"

G*REM~postavimo’konstante+i *podetnervrednosti

10 RANDOMIZE PEEK 23672: LET st=2Z: DIM e$(7,30): DIM m(st)
11 LET stepen=ie LET c$= ' aadadd s d g b o o ot fh o e b o s 1
12 LET o%="": FOR i=0 TO 255: LET o%$=o0%+CHR$ i: NEXT i

13 RESTORE 1é: FOR i=1 TO st: READ m(i): NEXT i

146 DATA ?,18,28:*REM*BFDJQQIagola*na*pojedinom*stepenu

20 60 SUB 730: GO TO =0

25 BORDER 3: INK 1: BO SUE 250

Z2F*REM¥-——%glavni®meni®-—

=0 FRINT AT 7,6; INK Sy MEESIELAVNISMENT #¢% s INK 1;AT 12,103"
Stepen:<"; PAFPER 4; BRIGHT ijstepen

40 FRINT AT 15,10; FAFER 4; ERIGHT 13"T";: FRINT “estiranje";

43 FRINT AT 17,103 PAFER 43 ERIGHT 1:"F"“3;: FRINT "onavl janje"

S0 BEEF .3,11: BEEF .3,7: BEEF .3,9: EEEF « 742t FAUSE 15:
BEEF .3,2: BEEF .3,9: BEEF .3,11: BEEF .5,7

60 LET a%$=INKEY$: IF a$="" THEN GO TD 60

70 LET i=CODE a$-48: IF j:0 AND j<=st THEN LET stepen=i:
FRINT AT 12,193 PAFER 4; BRIGHT 1;i: GO TO &0

75 IF 3=32 OR i=64 THEN BORDER 4: GO SUR 400: GO TO 25

B0 IF i=36 OR i=68 THEN BORDER S: GO SUE 700: B0 TO 25

90 BEEF .2,13: GO TG &0
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100
110
120
130
140
150
1560
200
210

220

250

REM#izaberi

LET i=INT (RNDXLEN r%$)+1

LET J=CODE r#(i)

LET r$=r${ TO i-1)+r$(i+l T0 )
RESTORE 1000+iX10

READ =%,1%,t$,p%,a%,b%

RETURN
REM#sastavimovkontrolnisniz
LET r$=o0%( TO m(stepen))
RETURN '

REM=zaglavlie

260 PAFER 73 CLS : PRINT AT 2,7; INK S3" "IAT
373" W5 INK 13 PAFER T3 "Engleski®glagoli®; INK 53 PAFER
7;!!.0;&‘[‘ 4!7;“ ki O L S SR 1| 11(:]#'

270 RETURN

SO0+REM* Ispi Semo*glagol

10 INE 1 -

2320 PRINT AT 1,13"S=/+H:%"; BRIGHT 1; FAFER &3 INE Zis%;::
FRINT c%

230 PRINT AT 1+2,13"Infes%%"; BRIGHT 13 FAFER 45 INE 0;i%$::
FRINT c%

240 FRINT AT i+4,1;"Ftens:®"; BRIGHT 1; FAFER 43 INK O3t$g

245 IF a$="" THEN FRINT c%

250 IF a$<:x"" THEN PRINT ",%"3: FAFER 53 INE Oja%;: FRINT c%$

360 FRINT AT i+é,1:;"FPpart:®"; BRIGHT 1; FAFER 4; INK Q:p%:

265 IF b%="" THEN FRINT c%

270 IF b#$<>"" THEN FRINT ",%"3; PAFER 23 INK O;b%;: FRINT c%$

I80 RETURN

A00+REM¥*panav] janje

410 GO SUE Z00: BGU SUB Z50: INK 3: FPRINT AT 7,10; "FPONAVLJANJE: "

470 GO SUB 100: LET i=12: GO SUB Z00: PAUSE 350

430 IF r$="" OR INEEY$="%" THEN RETURN

440 G0 TO 420

SOOREM*unofenje¥gl agola

510 INFUT AT S5,03AT 1,0; BRIGHT 13 INK 13(s$)°" INK O3 LINE u%$°
LINE y$° LINE z%

520 RETURN

&00*REM*postavl jamotpitania

603 GO 5UB 850

&05 FOR v=1 TO LEN r$%

610 GO SUR 100¢: GO SUB S00

615 IF u$+y$+z$="" THEN LET w$="": RETURN

620 LET n=(us{:1$)+2X (y$Ixt$ AND (y$:>a%s OR y$=""))+4% (2% p%
AND (z%<:b% DR zg$=""))

&0 IF n THEN GO TO 650

&35 FRINT AT 12,13 INK I3 PAFER &3 FLASH 1;"FRAVILND";

636 BEEF .2,13: PAUSE 3: BEEF .15,8: BEEF .15,20: BEEF .3,15:
FAUSE 10

&37 PRINT AT 16,73 "sdoddadalty

&40 LET prav=prav+l: GO TO &80
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549 HETLRN

&50 FRINT AT 12,13 INk 23 FAFER 73 FLASH 1;"Fogrefno!”;
655 FOR i=-10 TO -20 STEF -1: BEEF .03,i: NEXT i: PAUSE 20
&40 FRINT AT 12,1;8%(n);

670 LET w=w$+(HR$ ]

£75 FRINT AT 14,1;"Tahnovjes”: LET i=14: GO SUE 330

&77 FAUsE

250

&80 IF redx"" THEN GO SUE B
685 LET j=1Z2: LET 1=20: GO SUR BOO: FOKE 23689,:24

&G0 NEXT

vi RETURN

FOOREM*testY¥znania

710 GG SUB Z00: GO SUBR ZE50: FRINT AT 6,113 INE Z3"TESTIRANJE":
LET kolo=1

720 LET prav=0: LET w®="": GO SUE &00

730 IF we="" THEN RETURN

735 LET i=%: LET j=9%: GO SUE 800

740 LET r$=w$: LET kolo=kolo+l: BEEF ,15,32: BEEF .1,27: GO

720

730%REMYporukevorgrefkama
755 FOR n=1 TO 7: READ e%$(n): NEXT n: RETURN

760 DAT:
761 DATA
762 DATA
763 DATA
764 DATA
&3 DATA
765 DATA

"Pogrezan“ievinfinitive."
"Fogrelan¥isvpastitense.”
"Fogresnavsu¥prvatdvatoblika."
"Fogrefan¥ietpastéparticiple.”
"Tagan¥ievsamoépastvtense. "
"Fogreinavsusobatproilatvremena,
"Fogredna¥suisvattriftoblika!™

B8O0O*REM*pAistimo¥deo*ekrana
1O FOR k=3 TO i
820 FRINT AT k,0;c%

B0 NEXT

b

840 RETURN

gBS0+REM*1sp1femo¥rezultat
855 LET i=9: LET 3=%: GO SUEB 800

860 FRINT AT 9,1; INE 3: FAFER &; BRIGHT 1;"Kolo®";kolo;"/"

tLEN

i H

B70 FRINT AT 9,12; INK 23 FAFER &; BRIGHT 1;"TaAno*"jprav;
880 FRINT AT 9,21; INK 3; PAFER 6; BRIGHT 1;"FogreSno®";LEN
E50 KRETURN

QUOCREM¥pripremimo~A830
@0 RESTORE 950: FOR i=1 TO 3

20 READ
Y30 READ
40 NEXT
&S0 DATA
Q&0 DATA
@70 DaATA
1000 DATA
1010 DATA
1020 DATA

a%: FOR =0 TO 7

1: FOKE USR a%+3,1

d: NEXT 1: RETURN

AT 20, B8, 32,32,32, 28,0

"8, 40,16,56,564,56,4,120,0
"D",40,16,124,8,146,32,124,0
“probuditivse”, "awake", "awoke", "awoke","", "awaked"
"biti","be","was", "been","",""
"roditi","bear", "bore”, "norn","", "borne”
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1930
10240
1050
1080
1070
1080
1070
1100
1110
1120
1130
1140
1150
1160
1170

1180
1150
1200
1210
18280
1230
1240
1250

1260

1270

DATA
DATA
DaTA
DATA
LATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

"duvati”,"blow","blew","blown", """, ""
“doneti”,"bring", "brought"”, "brought®, ", ""
"seR1","cut”, "cut”, "cut", ",

"B Yy ErL AR Y , Tdrahkt  Ydrumik N, B9

"osetiti", "feel","felt","felt", ", "
"zaboraviti","forget","forgot","forgotten"," """
"imati", "have","had", "hag","",""
"lefati","lay","laid","laid", """, ""

'sresti", "meet","met", "met","", """
"platiti","pay","paid","paid","",""
"polofiti,*postaviti”,"put", "put”, "put", """, ""
"trgati”, "run", "ran", "run" """, """
"videti","see", "saw", "seen","",""
"mirisati","smell","smelt","smelt","smelled"”, "smel
"pokvariti”,"spoil”,"spoilt","spoilt", "spoiled”,"

spoiled"

DATA
DATA
DRTA
DATA
DATA
DATA
DATA
DATA
DATA

"baciti","throw", "threw", "thrown™,"",""
“pizati”,"write","wrote","written","",""
"biti,*mlatiti","beat", "beat", "beaten","",""
“postati”, "become", "became"”, "become”,"",""
"pokleti”,"begin”, "began", "begun","",""
“trvariti","bleed","bled","bled", """, ""

"slomiti”, "break", "broke”, "broken”,"",""
“graditi”, "build™, "beilt?, "Bud 14, Y, 0N
"goreti,¥paliti”, "burn", "burnt", "burnt", "burned", "

burned"

DATA

H I"L‘plti n . “bLiy“ ' “bDnght”, lIbDnght!l, " II’ i
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SEMAFOR

4004

Frogram c¢e ukucati svi oni koji smucarska i sliéna takmicéenia
ne gledaju drugi dan na reprizama, nego befe iz d&kole ili s
posla da bi s izgrizenim noktima pratili uspehe i neuspehe nasih
sportista. Uz ovald program je veoma praktiéno imati televizor s
daliinskim upravljaniem, u kom sludaju se na Jjednom kanalu gleda
sportski prenos, a na drugom tabela koju ispisuje racunar.

Program zahteva da za svakog takmicara koji startuje ukucate

ime, zemliju i1 vreme kolje postigne. Radunar <¢e sam razvrstati
takmicare po pravilnom redosledu. Ako neki takmidar padne,

pritisnite zvezdicu.
Zbog velikog broja izraza REM, program izgleda du2i nego sSto

u stvari Jjeste, ali zato nisu potrebni nikakwvi dodatni
komentari. Skredemo vam samo painu na red 1120. Ako minuti,
sekundi i stoti delidi nisu uplisani u pravilnom formatu

navedenom u uputstvima, u tom bi redu mogli da iskrsnu problemi.
FProgram moZzete da pobolisate tako da u obzir uzme sva
meduvremena, krainja vremena i zbirove.

10 CLLS : LET pon=0

20 FRINT ”REM**4b1PPPDCITQT“UPUTQT'ﬁ*hﬁ*""”HEH“““*......
prekine® 11:tan1e“"“”FEM *hit'b”**v”tﬁfirprlmwr1fﬁt Muapl Eat
VITEMEM &L Tvreme SRARE TR A=Y -T Lt Bis -4 o ol B R

dLllQl"“”::::fuplﬁmmO '_50W17”
S0 PRINT AT 11,03 "REMSHispilstvremenatievraostatakssdong;

prvaplaﬁiranim“”““HEM““%PQ devtekml Car A, il el fa
prifupl suvyreamenatupl sy T T kel de s g (rvezdloud

40 GO SUR 1400
an LET 1i=0

HO DIM b1, 150
70 DIM g7l 5
80 DIM h{71)

20 FOR $=1 TO 71
100 LET h{$)=999%959

110 BEEF L0O1,60- .”“*+

130 MNEXT +

L RO REMS

140sREM>Lontrol avhr.takmicara

I SOvREMS

10 D SUR 830

1 FOsREMS

180FREM> hiFupi s*imenavtakmicaraip?F 4hoF
FiEREMY

200 D sUx 250
210OEREM

S REM R LR AR 1EF AFOF 1k gpl seedra ave ok
2E0EREM
240 60 SUR 1350
250 REM®

ZEOFREMS AR upil sYvramena Aok
2F0EREN

sREM*takm.
“REMuzeml je
SREMS v emena

sz ®e a3a
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280 GO SUR 1020
VOIF b=t THERN GOTO 130
SO0 LET cam=t
PR
AL OF AR OF 0P Ap T SREMS AR A Oor Anor dp iR pl asman ApUF AhOoF
TR
Eﬁ*i%prazmimm*i.meatm

FHR f=1 TO 1 STEF ~1
LET g#(++1)=q% ()
LET bhe(f+1lri=h% {3
LET hiftlYs=hif)

MEXT f
o
?HPM ﬁﬂ“'

L. IﬂF oy, e e e sl el e e e F" wlao 1l U Frr sy P
: TR Sanogs shakmloarsa

JEOrRE M

440 LET qil)=vH

4%=50 LET hili=cas

2450 LET bBBil)=1%

470 FOR =1 T0O 1

480 IF mify shoF+1r THEN GO SUR 4D
490 MNEXT f

HOOEREME
SO R

Ak ispistliste hor

540 LET f=h{Ll)
550 GO sUE 1140
BERIGHT 1
EREMe
FREMS L spl s prvog
R RS N N R
FRINT "1440F "3 TAR Zib#% (1)1 TAB 19:q% (1)1 TAR Z45ed;’
BRIGHT o
FREM
DeREMTspl svod 2. vdovposl ednieg
REM
FOR £=2 TO 1
LET t=h{+f)-h{1)
G0 SUR 1140
FRINT F:"."3TAR Zibhs ()3 TAR 19:q% (£) 1 TAR Z245e%;7
IF INEEY$="z" OR INKEY$®="I" THEN LET +=i
MEXT F
=0 OTO LA
O R E M
noEREMS b 1 potprogrami AhoF
R
sREM*subroutine
DEREMtpremsstan jetpodataka

7O RE M
Fan LET w$=qg%{+)

Fad LET g (fr=q++1)
800 LLET g$if+1)=u%

810 LET hopla=h(f)
B20 LET hi{f)=h{f+1)

korisniéki programi 111



S0 LET hid+1lry=hopla
B O LET wd=bhs{f)
S50 LET b3 (fr=bh%(f+1)
Heo LET be(F+-1)=u%$
870 RETLRRN
HEOTRERS
SR0YREMYsubroutine
FOOTREMYkontrol avhrojasee s s s d b d s SN ahmi cara
GLOTREM
P20 OLET i=i+l
L0 IF 1i=70 THEN FRINMT AT &,5; "tovie"; " i TAR i
AR lE AP LR ApOF 7OAFOF (Takmicart s T T3 TAR S: "{zadnjii"®
240 RETURN
PoOOEREM
FLHOYREMYsubroutine
F7OTREM*upisi“zavtakmicara
EOTREM®
F0OINFUT "Hb 1k TAEMICAR AROE =% [ IMNE i%
100 IF LEN i$x13 THEN LET i%=1% 1l To 1)
1010 RETURN
10Z20vREM
10A0FREMYsubroutine
1240%REMYupil 1 *viremena
1O50FREM>
1060 INFUT " HAb ik VREME 4hor ", LLINE t%
1070 IF té="x" THEN LET i=i-1:2 FETURM
1080 IF LEN t%$4-7 THEN LG 70D 1060
10905 REM>
1100*REM*pretvaranie®vremenasssdssiiri ot r Yo agovnog o
dekadny s sriahl ik
11 105REM
1120 LET t=(ValL {(t$(1))%k&000+ (VAL At$(2 TO 4 %100+
VAL (LE(s TO 7332
11720 RETURM
11400REM
1150 hEM pret Faranie® vrﬁmcnaiil}**ﬁﬁﬁﬁﬁﬂf' Tdekadnog¥obl i kavus
11&60FREM=
1170 LET e$=5TR% t: LET cl=LEN ( 5TR% t)
1180 IF LEN es=1 THEN LET c=VAL ef: GO TO 1200
1120 LET c=VAL ((es{(ci-1) TO 1))
1200 LET bl=t
1210 IF bilx=56000 THEN LLET bl=bil ~ &0
1220 IF bir=&000 THEN GO TO 1210
1220 LET b=INT (bi/100)
1240 LET a=INT (t/6000)
1250 IF baio THEN LET d&="0"+ BTR$ b GO TO 1270
1260 LET de=5TR% b
1270 IF c410 AND o> THEN LET % =U"O"+5TRS oy BO TO 13500
1280 IF c=0 THEN LET +%="00": G0 TO 1300
1290 LET +#%=5TR% c
1200 IF a=0 THEN LET e®="%+%+"+d$ +Matefdr GO TO 1320
1710 LET e%=5TR$ a+"4"+ds+"+"+4%
1220 FETURN
REQRE M

L_
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ADTREMYsubrout i me

1420
1450
1440
1450
14 &0
1470
1480
1490
1500
1310
1820
1520
1540
185D
a0
1570
1580
1590
14500
1&10
14320
L &R0

TEREMYupI s ren] s
e

INFUT % e ZEMLIA IOF ="y LLINE %
IF LEW v >3 THEN GO TO 135G
FETURN

S RET
OvREMTgubrout i nes

REM*“left-scrol l sredas
FREM>usuputetvima

R M

LET ag="%!i+imgrmal ovdodstartas s
FOR 1i=21 T 22-LEN ag STEF 0 - 1
LET dZ=R0—

FRINT AT 21,i5a% (1 TO d)

FALSE 5

IF CODE INEEY$:»13 THEM FRETURN
MEXT |

FOR 1=351-LEN a% TO O STEFR -1

FRINT AT Z1,i;a%

FALISE &

IF CODE INEEY$:12 THEN FETURMN
HEXT 1

FOR i=(LEN a$)-1 TO O STEF -1

LET di=LEN at+1i-i

FRINT AT Z1.05a%(dl TO LEN a$)

FALISE &

IF CODE INEEY$:13 THEN RETURN
NEXT 1

GO TO 1400
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O ERNE

1427

Frogram ¢e dobro dod¢i uliteliima ili onim dacima kolie zanima
statistika ocena u razredu.

U racunar se unosi ime predmeta i broj udenika koiji imaju ovu
ili onu ocenu. Radunar d¢e zatim i1izracdunati prosecnu ocenu i
graticki prikazati raspored ocena.

Frogram je veoma kratak, zato ne nedostaju mogudédnosti za
prosirenje. Pisan je tako pregledno da dodatni komentari nisu
potrebni.

L R T L 5
i o8 5 S
[y 2 Ny =
=
52 I e o T B

10¢REM=o04 06K 0L SKE0CENE =955

TOFREM=+ U ISIVANJE “FODATAKA

40 REM

S0 INFUT AT 0,03 "UFISIVANJE“FODATAEA";AT 3,0; "UFISI*FREDMET:"
AT 3, 163F%:AT 5,03 "UPISI¥BRUOJ*OCENJENIH*UCENIKA (dolQ) "
sAT 7,53 "0ODLICND";AT 7,203A43AT 8,5; "VRLO“DOERO"3AT B,
203B3;AT 7,5;"DOBRO";AT 9,20;C;AT 10,3 "DOVOLING" AT 10,
203D3AT 11,5; "NEDOVOLJINO"; AT 11,20:E;

60 DIiM ALS): LET A{1)=A: LET A(2)=B: LET A(3)=C: LET A(4)=D:
LET A(S)=E

70%REM=
BOYREM*++CRTANJE*KDORDINATA
QO+REM

100 FPRINT TAB 10:3;F$

110 FPLOT 24,0: DRAW 0,160
120 FOR N=0O TO 160 ETEF 16
120 FLOT Z4,N: DRAW 5,0
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140 IF N/BO=INT (N/BO) THEN DRAW 5,0
150 NEXT N
160 FRINT AT Z1,1:03AT 11,1;5:A4T 1,0;10

170+REM®
180°REM#++CRTANJE*STUFCA

170+REM=

Z00 FDR N=0O TO 4

210 LET U=16%A{N+1): LET V=48+40%N

220 PLOT V,0: DRAW O,U: DRAW 10,46: DRAW 24,0: DRAW 0O,-U: FLOT
V.U: DRAW 24,0: DRAW O,-U: DRAW -Z24,0

230 FOR I=0 TO U STEF 4

240 PLOT V+24,1: DRAW 10,6

250 NEXT I

260 PRINT AT 20,7+3%N3;3-N

270 NEXT N

2BO*REM=
ZF0SREM®+++FROSECNASOCENA

ZO0FREM®

=10 LET S5=0: LET k=0

220 FOR N=1 TO S .
230 LET S=5+A(N) X (&-N)

240 LET E=k+ANN)

200 NEXT N

260 FRINT AT 0,28;.01XINT (5/KX100+.5)

370 FPAUSE O

280 CLS

290 60 TO 50
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SESNAES T FPFIRSTIJuU

278

Ova rutina pomaze svima cbiénim Zemljanima da bar delimidcéno
razumeju zargon nekih programera u masinskom Jjeziku, koji
upotrebl javaiu heksadecimalni brojcani sistem.

U 10. redu ukucate heksadecimalni braoj koii 2elite,
sastavlien od brojki 0 do 2 i velikih slova A do F. U 70. redu
taj broj ispise se u decimalnom obliku. PaZnja: program ne
kontrolise da 11 ste zaista ukucali samo znakove koje ste morali
da ukucate.

SH*REM*1&%prsti ju
10 INFUT "g"; LINE a%
15 IF A$="=5TOP+" THEN STOF
20 LET len=LEN a%
30 LET dec=0
40 FOR n=LEN TO 1 STEF -1
S0 LET dec=dec+(CODE a%(n)—-48-7%(CODE a%(n) >37) %2~ (4% (LEN-N))
60 NEXT n
70 FRINT "&":;TAEB (S-LEN);A%,dec K
80 GO TO 10
70 SAVE "lévprstiju" LINE S
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L}

MEMOMAEA L

709

Ovo je jos jedna od onih stvari koje nazivamo alatima u
programiraiu (engl. utility). Jedina praktiéna vrednost programa
Jje to sto saznamo gde i1 kako Jje organizovana memorija u
racunaru. Prvo preko sistemskih promenliivih pogleda koliko
memorilje ima u RAM—-u, odakle dokle Jje prostor za mikrodrajiv
(microdrivel), gde se skriva program u beisiku, gde su
promenliive 1 koliko ima slobodne memorije. Nacrta nam i
eventualne graficke znakove (UDG). U 30. redu prikazano je kako
motete na jednostavan nadin da radunaru napraviti céasovnik.

S5 programom cete nauditi da upotrebljavate i nekoliko
sistemskih promenliivih, koje de vam u programiranju i te kako
dobro dofdi.

0 N o SR N = T S = == s W o8 o
Mmoo r i da  FREr o B T
i Bl o B N Ml - £ 0= 2 S == S =)
e T T e SeCH W ot s B~ 1 B ke “f J i :' f
B I'E wl{t! rl‘ b [N R T L |

e momria mEmea i 03 T e e Y 8- S T W s BT

LA B E L BEoE b .

LI 0E S U e B P R Vb L P el P
o g P e A e e R E

10 DEF FN p{n)=FEEEK n+Z5&6XFEEK (n+1)
20 CLS : DRAW 255,0: DRAW 0,175: DRAW -235,0: DRAW O, —1,4.
FLOT 40,158: DRAW 167,0: FRINT AT 1,6;"KAKDHJESUS RﬁCUNﬁRU?”
“ 3AT 4,1:;"Memorija®RAMs esdeset o i 1k (410FFN p (23732)-16383)/
10243 "+K"1AT 6,13 "Microdrivedmap: #¥¥% " 1FN p(23631)-23734;"
+hajtova"3AT 8,13 "Basictprogram: ##=%4"sFN p(23627)-FN p(
23630) ;" ba1tova“'AT 9,1 "Fromenl jives $&&dddedet o FN po(
23641)-FN p(236“7)—1;“*bajtova“fﬁT 11,1;"Prazna“*memorija: ="
iFN p(23730)-FN p(23641);"+baitova";AT 15, 1;"UDG:#&w
ABCDEFGHIJELMNOFORSTU"
I0 PRINT AT 20,8 "ABLDEFGHIFKLMNOPRRITU"
40 FRINT AT 14, 1.“vREME-***-*>*}>iFI“ INT ((FN p(23672)+63536%
 PEEK 23474)/% 50) 3 "vesek.": GO TO 30
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478

Oval program pokazuje podelu memorije u racunaru i upotrebu
dve naredbe koje mozda nisu tako poznate podetnicima. U 42. redu
definise se funkcija p, kojom se ¢&ita sadr?2aj dve uzastopne
lokacije u memoriji. U 69. redu sakuplijene su sve vaine adrese u
memoriiji. 5ta one znacde, otkridete u prirudniku za ZX spektrum.

FPetlja izmedu &9. i 73. reda ispise trenutno stanje u
memoriji. Ako ste program prekucali bas onako kako je nastampan,
beisik s promenljivima zauzede nula bajtova. Ako se to ne
dogodi, popravite konstante a u 70. redu za duZinu programa u
bejsiku, odnosno u 71. redu za broj promenliivih.

Frogram moZete naredbom MERGE da poveZete s nekim vedim
programom i na taj nadcin detaljno pogledate koliko Jje dug.
Program pokazuje i kako se podrudie za mikrodraijv i veze menja s
prikljuceniem interfejsa 1 i otvaranjem novih kanala.

62 DF FN p(p)=FEEK p+2S&XFEEE (p+1)

6% DATA 23431, 2T6T5, 25627, 25641, 23649, 23651 , 23653, 23730, 23675,
&4 DATA "skranvipd"."microdrive”, "kanali”, "RBASIC", "promen. ", "
edit*%ile“,”wmrk&input”,”kalkulatmr“,“ﬁEQBDDNO“,”magfn.

dezikt, TUEDeEe R R AT i

&3 DIM as 12,122

&6 RESTORE 00&4: FOR n=1 TO 12: READ a%{n.1 TO ): MEXT n:
REZTORE Q043

67 FRINT "#pocetak*®*podruciesmem. *baytova"” * TAE = "14384"
:TAB 133a%(1,1 TO 10);TAR 243 "=7350"
58 LET pr=I3472Z4 =
&% FOR n=1 TO 10
70 LET a=0: READ p: IF p=23&27 THEN LET a=8472
71 IF p=234641 THEN LET a=191
72 FRINT TAB ZipriTAR 1Z3a%(n+1):TAR Z7:FN pip)-pr—-a: LET

pr=FN pip)
TEOMNEXT n
4 FRINT ""TAER ZipriTAB 12:a%012)
73 FAUSE O: CLEAR 1@ STOF
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SK~ROL OVARNJE

835

Rutina u masinskom Jjeziku od ukupno 78 bajtova pomera gornje
dve trec¢ine slike prema vrhu ekrana. Ukucaite glavni program i
startuite ga naredbom RUN. Kad vam se pokaze poznati natpis
Sinclair Research Ltd., prepisite ili s kasete ucitajte
demonstracioni program.

I*REM'pokreni"prngramﬁE*RUN“ihucitai*program*“DemD"
10 CLEAR 32499: FOR a=32500 TO 32377
20 READ x: FOKE a,w: NEXT a: NEW
30 DATA 33,32,64,17,0,91,1,224,0,237,176
40 DATA I3,0,85,17, U 64,1,0,7,237,176
S0 DATA aJ,U 91,17 71,1,0, 1.237 176
&0 DATA 33,0 ?¢*17.¢44 71 1,32.H Sl Th
70 DATA T?,u¢,7¢,1,,0 91,1,244,0,237,176
80 DATA = U,:u 17,0,72 1 00,7,257,176
g0 DATA 33,0,91, 17,0,79 1_“,1, 27 1764201

'.f-l 1

demo scroll
1+REM“Demo
10 PRINT ERIGHT 14§0F;"MOJ*MIKRD"
20 FLOT 0,47: DRAW 255,0
20 FOR n=0 TD 10%FI STEF .1
40 PLOT 127,48: FPLOT 127+60%SIN n,48
50 RANDOMIZE USR 32800: NEXT n
&0 FOR n=0 TO 127: RANDOMIZE USK I2500: PAUSE 2: NEXT n: GO
T0 30
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LISTANJE FROMERNL.JIWVIH

10354

Frogram od 96 baitova napisan u madinskom Jjeziku na ekran
ispise sve promenliive koje upofrebimn u svom programda o
beisiku. Treba wupisati samo pocetnu adresus tamo ¢e biti
postavlien masinski kod skriven u 9080. redu programa u bejsiku.

Frogram startujemo na poéetnoi adresi. Kad ga upisete i
pokrenete prvi deo, molete sve zajedno da izbridete naredbom
NEW. Frilikom sleded¢e upotrebe ukucate naredbu RANDOMIZE USR
(broji prve adrese).

FOOO*REM*listanievpromenl jivih

F01C¢ INPUT "pocetna®adresa®";a

G020 FOR x=a TO a+93

9030 READ b

2040 FPOKE u,b

G050 NEXT

Q0460 RANDOMIZE USR a

070 STOF

7080 DATA 253,203,002,124,042,075,092,062,013,215,062,032, 215,
126,254,128,200,203%,127,040,062,203, 119,040, 031,203, 111,
040,009,214,128,017,01%9,000, 215,025,024, 225,214,096, 215,
062,036,215,062,040,215,062,041,035,094,035,086, 035,074,
£34,203,111,040,019,214,064,215,035, 126,203, 127,032, 003,
215,024,247,214,128,017,006,000,024,211,214,032, 024,216,
203,111,032,243,198,032,215,062,036,024, 211

SLOEODNA MEMORIJOA

248

Veoma je praktiénoc ako za vreme programiranja moXete u svakom
trenutku pogledati koliko jos 1ima slobodne memorije. To wvam
kazuije program napisan u bejsiku, inade dug samo 14 bajtova.
Beisik je potreban samo radi lakseg unosenia podataka i
demonstraci je.

Frogram pocinjete 9000. redom, zato da biste ga naredbom
MERGE mogli bez problema dodati drugim programima. kKad
potprogram pokrenete od reda 9000., mo?ete da irzbridete redove
000-2080. i upotrebl javate samo naredbu FRINT USR i broi koji
unesete kao startnu lokaciju.

ZO00CREM¥s] obodna“memori ja
2010 INPUT "pocetnavadresa®";a
FOZ20 FOR u=a TO a+l3

050 READ b

2040 FOKE x,b

GOS0 NEXT =

060 FRINT USR a

9070 STOF
- %080 DARTA 0IZ,000,000,057,237,091,101,092,167,237,082,068,077,
201
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FRENUMERISASANJE

4050

koristan program za prenumerisanie redova programa napisan Jje
u masinskom Jjeziku, a radi lakseg unofenja objavliujemo ga kao
program u bejsiku. Ima 282 bajta.

Racunar prvo zahteva podetnu adresu, odnosno adresu na kojoj
ce u memoriii biti program. Kad smesti postavi podatke na pravo
mesto, treba da mu ka*ete i broj reda od kojeg program mora da
prenumerise i korak izmedu redova.

FKod svih korisniékih programa iz ove serije ulazni podatki
upisuiu se na adrese gde podinie privremena memoriija za stampad
(printer buffer). Ako 2elite da program za renumeraciju
upotrebite vise puta, svi naredni startovi treba da budu u 9060.
redu. '

Red DATA je upravo mukotrpan, jer treba prepisati celu zmiiju
brojeva. Fresecite ga na vise redova, pa d¢ete lakse ispraviti
eventualne greske.

FOOOYREM*FPrenumerisanje

7010 INFUT “pocetna*adresa®"ja

FOZ0 FOR x=a TO a+381

030 READ b

7040 FOKE x,b

Q030 NEXT x

7060 INFUT "broli¥prvogreda®"jc

070 INFUT "Lkorak¥*izmedjutredova®"sd

F080 LET hi=INT (c/256)

9090 LET 11=c-25&%h1

F100 LET h2Z=INT (d/25&)

Z110 LET 12=d-Z56%h2

7120 POKE 232946,11: FOKE 23297,ht: FOKE 23298,12: FOEKE 23299, h2

7130 RANDOMIZE USR &

7140 STOF

7150 DATA 042,000,091,124,181,200,042,002,091, 124, 181,200, 042,
083, 092,237,091, 000,091, 205, 138,247,048, 022,070, 114, 035,
078,115,035,113,035, 112,035, 229,042, 002, 091, 025, 235, 225,
205,127,247,024,229,042, 083,092, 035, 035, 035, 035, 205, 041,
247,210,246,244,084, 093,006, 000,004,035, 126,254, 046,032,
003,235,024,236,254,014,032,242,035, 035,035,035, 035, 035,
126,234,058,040,004,254,013,032,234, 120, 254,004, 040,015,
048,447,213,098,107,245, 062,048, 205, 136,015,241, 060, 209,
024,236,066,075,2 3,033,000,000,017,232,003,205,032,247,
017, 100,000,205, 032,247,030,010,205, 032,247,010, 214, 048,
095,025, 068,077,042, 082,092, 035,035, 205, 138, 247, 056, 003,
23,024,153, 126, 1835, 048,007,035,035, 205, 127, 247,024,235,
023,126,184,056,%45,043, 043,078,043, 102,105, 193, 197, 229,
017,232,003,205,018,247,017, 100,000, 205,018,247, 030,010,
205,018,247,030,061,205,018,247,003,151,002,0&3,002,0@3,
£13,125,002,003,124,002,003,151,002,225,195,077,246,042,
083,092,035,025, 205, 128, 247, 208, 084, 093, 025, 035, 205, 127,
247,229,055,2357,082,043,235,115,035, 114,225,024, 231, 062,
048, 167,237,082, 056,003,060, 024, 248, 025, 002, 007, 201,010,
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003,214,047,061,200,025,024,281,126,205, 138, 247,208,254,
2E4,032,013,035,126,254, ul.,u_h‘ZSU,uTE,n? 055, 035, 035,
0&4.h?4 254,034,032,009,035,126,254,034, u”E.:Sn,LTE 024,
h;l._44,u1,,n4u.222,20q,18 0Z4, H4U.L :*,d4.;h? 040,027,
254,236,040,023,254, “47.D4u.ul?, 240,040,015,254, 2797,
040,011,254,225,040,007,254, 202, 040 003,035 ,0:4,181,UJ
126,254,048,0596, 1?q.h54,ud8 048,171,201, 1”6,205.182,024,
040,251,254,013,035, 032, 245, 229, 1?‘2’7 0F1,075,092,1467,
$37,082,209,225,201

REMOERISANJE

1433

FProgramom od 132 bajta i1zbridete sve redove s instrukcijom
REM u programima napisanim u beisiku.

Program ne objavlijujemo da bi nasi <¢citaoci krali programe,
menjali REM redove i zatim se potpisivali kao autori novih dela, |
nego zato 4to se ponekad program previse "razwvude". Dragpcen':
prostor u memoriji moZete ponovo da povratite ako unistite sve
tomentare u REM izrazima. To doduse nije pametno, Jjer sem vas
waktiéno niko nece znati &ta program radi. Savetujemo vam da
rajinju verziiju programa komentarisete 1 tako izbegnete 1

epriiatnosti koje mogu da nastanu prilikom sledeceqg
ypravlianja, kad budete moZda nesto i zaboravili.

DOFREM=*brisanje*REM¥naredbi
10 INFUT “pocetnavadresa~'j;a
20 FOR x=a TD a+131
‘0 READ b
0O FOKE x.b
050 NEXT x
2060 RANDOMIZE USR a
070 STOFR
080 DﬁTé 042,083,092,024,0351,229,035,035,078,035, 070,035,126,
254,033,056,250,254, 234,032,026, UUE,UUQ,UD,.OGT,EQﬁ.l??,
”04,024 016,193,011,126,177,032,246,237,091,075,092, 147,
3?,082,2u8,0“5,u;4 214,035,126,254,013,032,008,255, 009,
035,035,035,035,024,251,254,014,032,007,035,035, 035,033,
035,024,231,254,033,056,227,254,034,032,008,035, 126, 254,
034,032,250,024,215,254,038,032,211,084, 093,035, 126, 254,
013,040,209,254,033,056,246,254,234, UEb.ggb U?E 107,197,
205,024,016,193,011,126,254,013,032,245,225,035,¢ udqll
035, 112,043,043,04%,024,160
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ERISANJE

748

Skoro isto onoliko desto kao prenumerisanje, pomaze nam 1
potprogram za brisanie redova u programu napisanom u belisiku. To
Jje i te kako korisno, kad iz nekoga starog programa felimo da
upotrebimo samo mali deo. Stari program skratimo, a zatim ga
prema potrebi prenumerisemo i dodamo novom programu. Rutina i1ima
samo 42 bajta i brzo brise dufe blokove.

Frogram se startulie u redu 9000. Ako 2zelite da ga upotrebite
vide puta, svi slededi startovi su u 9060. redu. Suvise dugi
programi, gde poslednii red ima broj vedi od 2000,
prenumerisiti, ili prenumerisite potprogram za brisanje redova.
Samo tako cdete sve zajedno smestiti u radunar.

FOO0+REMYbrisanie“redova

F010 INPUT "pocetnavadresa®";a

020 FOR x=a TO a+4i

9030 READ b

F040 FOKE x,b

030 NEXT u

G060 INFUT "od%reda®broi®”;c

9070 INFUT "do*reda®broj<";d

Q0B0 LET hl=INT (c/256)

Q090 LET 11=c-256%h1

100 LET h“*INT (d/256)

G110 LET 12=d-256%h2

F120 FOEKE 23296,11. FORE 2I297,hl1: FOKE 23298,12: FOKE 2ZIZ299,h2

2130 RANDOMIZE USE a

7140 STOF

7150 DATA 042,000,091,237,091,002,091,124,181,200,122,179, 200,
213,205,110,025,227,035, 205, 110,025,209 167.237 OBL.hﬂﬂ
216,2359,1 Lh,l?Q 200,213,229,205,024,016,225,209,027, 024,
4:..4.51
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HKOFIRARNJIE MEMORKRIJOE

744

Delove memoriie molete da prepisdete na druge adrese. Kako Je
to kod nasih korisnickih rutina ved uobidajeno, prvc unesete
pocetnu adresu za unosenie masinskog koda, a zatim upidete staru
adresu, novu adresu i broj bajtova kolje Zelite da prenesete.

Frogram ima 33 bajta. Kao i svi iz te serije, mo2e da se
upise u bilo koji deo RAM-a. Fosle prvog starta program u
bejsiku vise nije potreban, posto se svi podaci unose neposredno
naredbom POKE. Na adresu 23298 postavite ni?i, a na adresu 23297
visi bait pocdetne adrese. Na isti nadin unesete i novu adresu na
23298 1 2329%. Broj bajitova koje 2elite da prenesete upisete na
23300 i 23301,

Z000*REM*kopiranie“memori ie
7010 INFUT "pocetnavadresa®"ja
Z020 FOR x=a TO a+32

2030 READ b
040 FOKE x,b
Q050 NEXT x

GO&LO INFUT "stara adresas";c

070 INFUT "nova¥adresa®":d

Z0E0 INFUT "broi¥baitova®";e

Q090 LET hI=INT (c/256)

100 LET 11=c-256%hl

110 LET hZ=INT (d/256)

Q120 LET 1Z=d-2556%h2

2130 LET h3I=INT (e/234)

2140 LET 13i=e-2S96Xh3

9150 FOKE 23296,11: FOKE 23297,hl: POKE 23298,12: POKE 23299,hZ:
FOKE 23300,13: POKE Z3301,h3 '

7140 RANDOMIZE USR a

92170 STOF
2180 DATA 042,000,091,237,091,002,091,277, U7q‘un4 091,120,177,
200, 187,237,082, 200, uhq,uué_uui,:?? 6201, 235,009,235,

009,043,027,237, 184.Lui
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Ovo je veoma kratka verzija programa koji ¢e wvam olaksati
crtanie slika na ekranu. List milimetarskog papira, na d<&ijoj
biste mreii pre toga skicirali sliku, ne bi bio na odmet.

Program je sastavljen od dva samostalna programa. Frvi, od
10. do 40. reda, u grafi¢kom modu oblikuje slova ¢, & i 2. Znaci
se nalaze ispod tastera C, S i T. Ovo programée mozete da
spremite 1 da ga upotrebite u svojim bududim projektima.

Pravi program je tek od S50. reda dalje. Kad ga startujete,
Prvo procitaijte kratko uputstvo. Radunar vas wupita za boju
papira i tinte. Te boJje ne mo’ete posle da meniate, sem ako
sliku ne izbrigete. Unosenjem tih podataka program je Sspreman za
crtanje. Na dnu ekrana vidite redove u kojiima su napisane
koordinate tacdaka x 1 y i tasteri za specijalne funkcije.
Fokretanjiem pograma u ishodidtu koordinatnog sistema (Q,0)
pokaze se tacka od koije crtate ili se pomerate.

Tacku pomerate tasterima: R - levo gore, F — levo, C - levo
dole, T - gore, V — dole, Y — dsno gore, H — desno i B - desno
dole. Ako tacku vodite velikim slovima, ona se samo pomerasz ako
pritisnete mala slova (bez SHIFT), tacka ostavlja trag.

Pri crtanju mnogo pomaZ*e 1 taster G koji ima trostruko
znacenje: mali g "upali® tacéku na mestu gde se tog trenutka
nalazi, veliki G je "ugasi” ili poka?e polo2ai nevidljive tacke,
ako Jje po ekranu samo pomeramo.

Na dnu ekrana navedene su funkcije CLEAR, preskok, linija,
polukrug, krug i SAVE, koje =zamenjuju mukotrpan rad prilikom
pomeranja tacke. Naredba CLEAR brige sliku na ekranu i poéne na
pocetku, dakle s unofenjem boja. Naredba za preskok prenese
tacku do koordinata koje navedete, a pri tom ne izbrise staru
tacku. Ako ije to potrebno, morate to da napravite sami.
Fritisnite wveliki ©6: naredba za 1liniju premesti tacku do
koordinata koije ste uneli i do tamo povudée liniju. Naredbom =za
polukrug nacrtate polukrug od ishodidta do taédke koju unesete.
Naredbom za krug Jjednostavno nacrtate krug sa centrom u trenutno
definisanoj tadki 1 sa zadatim polupreénikom. Naredba SAVE
spremi sliku s ekrana i1 zaustavi program.

Ako tog trenutka da nemate vremena da nacrtate sliku,
spremite je na traku da biste je zavrsili Jjednom kasnije.
Fostupak Jje slededi: prvo uditajte program Crtaé, a zatim sa
LOAD "" SCREEN% i nedovr$enu sliku. Program startuite od 130.
reda.

10+REM*Crtac

20 FOR d=0 TO 7: READ e: READ f: READ g

30 FOKE USR "c"+d,e: POKE USR “"s"+d,f: FOKE USR "t"+d,g: NEXT

d

40 DATA 26,36,36,2 1 24,24,60,60,126,68,64,6,64,60,24,64,2,96,
. 60,60,126,0,0,0

o0 FAFER 7: INK 0Q:. CLS

60 FRINT *TAB Z; INVERSE {;"+UFUTSTVA®ZA*FROGRAM=~Crtal~:s"
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70 PRINT 7" "#s¢fpletni  poloTaji**talke¥ietutkoordinatnom®
ishodiStu® (0,0)*us*levom*doniem*uglu. *Crni*ispis*nadnu*
skranavpokazuie“vkaordinatettalke. "

50 PRINT *"#Crtamcvpomocu®tastera® (taster“+CAFS*SHIFT =¥ samo*
pomeranjiel:"”

G0 FRINT "ofs-¢ P trdesnot i :
—sdol @it -] pvotgoret ety t—-3desno¥goretct -+l evordole”
gt -tdesnovdole”

100 FRINT ""##¢Taster<*b*rnam*rza**trenutak*pokale*mesto*na®
kojem¥setnalazi®nevidl jiva®talka. “Druge“funkci jenavedene®
su*u¥podnapisu.

120 PRINT #1;"+=ZA*POCETAK*CRTANJAFRITISN] i aa BT OFKOIU
GUMICU'": BEEP .1,20: PAUSE O

120 BEEF .05,20: INFUT "#lzaberi“boju®podlioge¥(0-7):23";A

140 BEEF .05,20: INFUT “<Ilzaberi“bojutolovke® (0-7)1%=";

150 IF A7 OR B>7 THEN GO TO 130

160 PAFER A: INK B: CLS

170 LET x=0: LET y=0

180 GO SUB &20

190 FRINT #03;AT 0, 14;"1=CLEAR*+Z=FRESKOK"

200 PRINT #1;"3=LINIJA*4=polukRUG*5=KRUG*&=5AVE"

210 IF INKEY$="" THEN GO TO Z10

220 IF INEEY$="t" THEN LET y=y+1: GO SUR 620

ZE0 IF INKEY$="v" THEN LET y=y-1: GO SUB &Z0

240 IF INKEY$="f" THEN LET x=x-1: GO SUBR &20

250 IF INEEY$="h" THEN LET x=x+1: GO SUB &z0

260 IF INEEY$="r" THEN LET x=x-1: LET y=y+l: GO SUB &20

Z70 IF INEEY$="y" THEMN LET x=x+l: LET y=y+1: GO SUEB 5Z0

280 IF INEEY$="c" THEN LET x=x-1: LET y=y-1: GO SUB &20

F90 IF INEEY$="b" THEN LET w=x+1: LET y=y-1: GO SUE 620

300 IF INEEY$="T" THEN LET y=y+1: GO SUB &40

310 IF INKEY$="V" THEN LET y=y-1: GO SUE 640

320 IF INEEY$="F" THEN LET x=u-1: 6O SUB 530

IEIO OIF INKEY$="H" THEN LET x=x+1: G0 SUE &40

Z40 IF INEEY®="R" THEN LET x=x-1: LET y=y+l: GO SUB 640

IS0 IF INEEY®="Y" THEN LET u=w+l: LET y=y+i: GU GUE 640

T60 IF INKEY$="C" THEN LET x=x-1: LET y=y-1: (G0 SUE &40

70 IF INEEY$="E" THEN LET x=u+i: LET y=y—-1: GO SUE &40

380 IF INEEY$="G" THEN FLOT x,y: FARUSE S50: PLOT OVER lix,vy

Z90 IF INEEY$="g" THEN FLOT =,y

400 IF INEEY$="1" THEN CLS : GO TO 130

410 IF INEEY$="Z" THEN GO TO 470

420 IF INEEY$="3I" THEN GO TO 300

430 IF INKEY#$="4" THEN GO TO 340

440 IF INKEY$="3" THEN GO TO 570

450 IF IMNEEY$="5&" THEN GO TO &00

460 (0 7O 210

470 BEEF .09,Z0: INFUT "Dottalke®x=";5,"y=";D

480 IF 5255 UR D»173 THEN GO TO 470

450 FLOT 5,D: LET x=5: LET y=D: GO TO 180

500 BEEF .05,20: INFUT "Do¥taCkesu="3;0,"y=";F

510 IF 0295 OR FP:=175 THEN GO TO S00

SZ0 DRAW O-x,P-y

530 LET x=0: LET y=F: GO TO 18O

540 BEEFR .0D5,20: INFUT "Do*talke®x="j;W,"y=";E
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250
S&0
=70
g0
70
HOO
&H10
520
&0
544
530

&&60
a7d
&80
690
F0O0

1704

DRAW W-x,E-y,FI

LET x=W: LET y=E: GO TO 180

BEEF 05,201 INFUT "Crtamotkrug®poluprefnikar "R
IF Rew OR Riy OR R>Z55-x OR R>175-y THEN 60 TO S70
CIRCLE x,y,R: GO TO 1B

BEEF ,035,20: INFUT "Imevsliket(dov10%slova) s " WE
SAVE WESCREEN$ : STOF

GO SUB &&0

FLOT x,y: BEEF ,01,Z0: FAUSE 10: RETURN

GO SUR &60

FLOT x,y: PAUSE 10: FLOT OVER 1y#,y: BEEFP .01,20: PAUSE
10: RETURN

IF x40 THEN LET u=u+l

IF »>285 THEN LET x=x-1

IF y<0 THEN LET y=y+1

IF y>173 THEN LET y=y-1

FvF\'INT #(:,; INl.viEF\-SE i : aT (:J! ,::’; I 33 Mo e 1 ; aT 03 7: nY: n : Y3 "

; OVER 03AT 0,12;""s RETURN

FRINT #03AT 0,8; "1=CLEAR*+2=FRESKOK "
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OCENERATOR Z2NAKKOVA

4883

Generator grafickih =znakova (UDG) Jje alat neophodan za
programiranje. Fomocu programa moiete u posebnom prozoru
povecano nacrtati graficki znak 1 postaviti ga ispod izabranog
slova u grafidckom nacinu.

. BS1oE

1. HMeani

e Broios

T 1 - R e

o el s ]

£ T Dl A

B, ' I 4

A [

; S. Tack
........ " o, FPoos ot

P RS T Ll E e e, SELRT
(= Rl el il e o T W o N o I o R S Y S R WL el W B

Fa koo aa Fabod ok Lmr e r s T e 30 ST

LET 1=2: GO TO 4

CLEAR 31743: LET 1=0:; GO TO 4

CLEAR Z174%: LET 1=1

LET cl1=5: LET cc=5: BORDER 7: FAFER 7: INK O: CLS : FRINT

INVERSE 1;TAR I1;"#" TAR 7;"GENERATOR=INAKOVA"; TAR Ipg"en?

TAR Z13"+": IF 1=2 THEN GO TO 7

IF 1=1 THEN FOKE 2368%,98: LOAD ""CODE : GO SUE 83: GO TO

-

6 FOR i=1 TO 767: FOKE Z1744+i,FEEE (15&6146+1): NEXT i

7 DIM a$(10,10): (GO SUB 43: GO SUR 1&6: GO SUE 18: GO SUB 20
G0 SUE 19: GO SUR 22

8 BEEF .01,24: GO SUB Z1: IF c$="S" OR c$="6" OR c$="7" OR c$
="g" THEN GO SuUB 23: GO TO 8

? IF c$="9" THEN GU SUE 29: GU TO B

10 IF c$="0" THEN GO SUB Z1: GO TO 3

11 IF c$="2" THEN GO SUB 43: GO SUR 18: GO SUEB 20: GO SUE 19:
GO TO 8

12 IF c$="3" THEN GU SUE 44: GU TO B

13 IF c$="4" THEN GO SuB 49: GO TO 3

14 IF c#%="1" THEN GU SUE 84

S 60 TO 8

16 FRINT AT 16,0;: FOR i=322 TO &3: FPRINT FAFER &;CHR$ ij:
NEXT i: PRINT AT 18,0;: FOR i=64 TO 95: FRINT FAFER 63;CHR$
133 NEXT i: PRINT AT 20,03: FOR i=96 TO 127: FRINT FAFER
63;CHRS$ i3: NEXT i

17 FOKE 23607,123: FPRINT AT 17,03: FOR i=32 TO &3: FRINT CHR$

13: NEXT i: PRINT AT 19,0;: FOR i=64 TO 95: PRINT CHR$ ij:

NEXT i: FRINT AT 21,03: NEXT i: FPRINT AT 21,03;: FOR i=96

TO 127: FRINT CHR$ ij: NEXT i: POKE 23607,60: RETURN

£ T Y I DN R

o
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19

=0

-
21

i
e
.
23

=4
75
2b
o7
28

29
0
=1
34
35
36
7
I8
39
40
41
42
47
44
45
44

5 FOR 1=3 70 {4: PRINT BRIGHT 1:;A7 i,5;a%(i-4);: NEXT i:

FETURN

FOR i=48 TO 11% STEF 8: FLOT i,43: DRAW 0,64: NEXT i: FOR
1=52 TO 127 STEP 8: PLOT 48B,i: DRAW 64,0: NEXT i: RETURN
FRINT AT cl,ccy FLASH 1; BRIGHT 1;"#";: RETURN

LET c$=INKEY%: IF c%="" THEN GO TO 21

RETURM

LET cln=cl: LET ci7F 4iQF 4iSF 4 Obcn=cc: IF 4iQFc$="5" THEN
LET ccn=ccn-1

IF c$="8" THEN LET ccn=ccn+!

IF c$="46" THEN LET cln=cln+l

IF c$="7" THEN LET cln=cln-1

IF ccn<S OR cen*14 OR cln<S OR cln>14 THEN RETURN

FRINT AT cl,cc; BRIGHT l;a%$(cl-4,cc-4);: LET cl=cln: LET
cec=con: 0O SUR 20: 60 SUB 19: RETURN

IF c1=5 OR cl=14 OR cc=5 OR cc=14 THEN RETURN

LET a$(cl-4,cc-4)="W": RETURN

LET a%${cl-4,cc-4)="2"; RETURN

FOR i=0 TO ?: FRINT AT i+5,163i:;".%";: GO SUB 33+i: NEXT i:
RETURN

FRINT "Bris.%tacke": RETURN

FRINT "Meni'": RETURN

FRINT "Bris.*polja"“: RETURN

FRINT "Nacrtai®*znak": RETURN

FRINT "Spemi*znak": RETURN

PRINT "Tackavleva": RETURN

FRINT "Tacka®dole": RETURN

PRINT "Tacka¥%gore": RETURN

FRINT "Tacka¥desno": RETURN

PRINT "Postavi®tacku": RETURN

FOR i=1 TD 10: LET a#(i)="+&edeessesssy NEXT it RETURN
INFUT "Upisi®znak:<"; LINE b%$: IF LEN b%<:1 THEN GO TO 44
IF b$<"=" OR b%:>"0" THEN GO TO 44

LET a=Z1488+B¥CODE b$: FOR i=0 TD 7: LET v=FEEK (a+i): FOR
i=0 TO 7: LET d=INT {(v/2): LET m=v-dx2: LET v=d: IF m=0
THEN LET a$(i+2,9-j)="+": GO TO 48

LET a$(i+2,9-i)="m"

NEXT i: NEXT i: GO SUEB 1B: GO SUER 20: GO SUR 19: RETURN
INFUT "Upisi®polozaj:®"; LINE b%: IF LEN b$<{>1 THEN GO TO
49

IF bs{"+" OR b%>"0" THEN GO TO 49

LET a=31488+8xCODE b%$: FOR i=0 TO 7: LET v=0: FOR j=0 TO 7:
IF a$(i+2,9-3)="W" THEN LET v=v+2"j

NEXT j: POKE a+i,v: NEXT i: GO SUB 17: RETURN

INFUT "Ime<datoteke:<"; LINE d$: IF LEN d${1 OR LEN d$>10
THEN GO TO 53

4 RETURN

FOR i=5 TO 15: PRINT AT i,0;"00¢06030000000000000040000000¢
¢oomy NEXT i: RETURN

LET te=0: LET t1=5: LET tc=0: LET tln=39: LET tcn=0: FRINT
OVER 1;AT 5,0;"s"}

BEEF .01,-6: GO SUB Z1: IF c$=CHR$ 7 THEN RETURN

IF te=0 THEN GO TO &8

IF c$="<AND%*" THEN LET c%$="["

IF c$="+0R*" THEN LET c%="1"
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77

78
79
80
81

3
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84
B3

86

87
88

87

0

91

92

IF c$=CHR$ 4 THEN LET cs$="@"

IF c$="=5TOF+" THEN LET cg=""*"

IF c%="NOT=" THEN LET c%="1"

IF c$="=8TEP*" THEN LET c%="\"

IF c$="<THEN" THEN LET c$="{"

IF c%="=THEN" THEN LET c%="}"

LET te=0

IF c$=CHR$% 14 THEN LET te=1: GO TO 57

IF c$>="+" AND c$<{="@" THEN LET 1i=0: LET ci=1:; GO SUB 77:
GO SUB BZ: FRINT AT tl,tcics;

IF c$=CHR$¢ 13 THEN LET li=1: LET ci=-tc: GO SUB 77: GO SUR
82

IF c$=CHR$ 12 THEN LET 1i=0: LET ci=-1: GO SUE 77: FRINT
AT tin,tcn;"+": GO SUB 82

2 IF c$=CHR$ B THEN LET 1i=0: LET ci=-1: GO SUE 77: GD SUE
82

 IF c#%=CHR$ 9 THEN LET 1i=0: LET ci=1: GO SUE 77: GD SUE 82
IF c$=CHR$ 10 THEN LET li=1i: LET ci=0: GO SUB 77: GO SUB

BZ

IF c$=CHR$ 11 THEN LET li=-1: LET ci=0: GO SUEK 77: GO SUE
82 :

LET tl=tin: LET tc=tcn: GO TO 57

LET tln=tl+li: LET ten=tc+ci: IF tcn<0 THEN LET tcn=31:
LET tin=tin-1

IF tcn»31 THEN LET tcn=0: LET tln=tln+l

IF tIn<S THEN LET tln=14: LET tcn=31

IF tin>14 THEN LET tln=S: LET tcn=0

RETURN

PRINT OVER 1;AT tl,tci"s": PRINT OVER 1;AT tln,tcn:"s":
RETURN

5 FRINT #0,AT 1,0; NEPOLPVELL L LELLLTO

pewee AT 1,05 RETURN

GO SUB =5

FRINT AT 6,0;"1.%*Spremi¥znakove"’"2.%Ucitaj®znakove"’"3.®
Spremi<program"’ "4, *Spremi®program®i®znakove"’"S.*Testno?
kucanje"’"b.¢Fovratak®u®gen.*znakova."’"0.%Kraj": BEEF .1,-
1: 60 SUB 21: IF c$="1" THEN GO SUB S53: SAVE d$CODE 31744,
748

IF c$="2" THEN FOKE 23689,98: LOAD “"CODE I1744,748: GO

SUB 17: GO SuUB 83

IF c$="32" THEN SAVE "GenZnakova" LINE 2

IF c$="4" THEN GO SUB 53: SAVE "GenZnakova" LINE 3: SAVE d$
CODE 31744,768

IF c#="5" THEN GO SUB S55: FRINT #0;AT 1,0; "CAPS¢SHIFT-1¢za®
konec";: FPOKE 23607,123: GO SUB Sé: ‘POKE 23607,60: GO SUB
B83: GO TO 84

IF c$="6" THEN GO SUB 55: GO SUR 18: GO SUEB 20: GO SUB 19:
G0 SUB 32: RETURN

IF c$="0" THEN STOF

GO TO 85
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FOVECANMA SLLova

1111

Kako je to opste poznato, slova delimo na VELIKA i mala.
Velika su narodito opasna, Jjer ¢&itaoca koji na to nije
pripremlien, mogu da ubodu u o¢i. Kod radunara je to toliko
opasnije, Jjer je televizor mnogo te*i od novina (ako vas ubode u
oci).
Za crtanje velikih slova stoii na raspolaganiju odliéna
Fsionova rutina, za koju treba znati nestao malo o masinskom
jeziku. Pomodu nasega potprograma moZ2ete da crtate slova
dimenzija 4%4 ili B8x4 znaka. .
Frogram zapise rec u Z21. red i pomodu funkcije PDINT utvrd{
oblik. Program moZete da izmenite, tako da pise u nekoj drugoj
velicini.
“REM*kontrolna®rutina

INFUT ""4%47-2%+"B¥4° =244 " :dim

INFUT "TEXT:"j;a%: IF dim<>2 AND dim<>3 THEN GO TO 2

FRINT AT 21,0;a%: INFUT "Ukodjem*redu®pocinjem®?";a

GO SUB (dim¥20)-10

STOF

FRINT AT 21,05 "daaoddaan
10_STOP

29*REM*gl ova®4%4

20 FOR n=7 TO O STEP -1

21 LET b=0

32 FOR m=0 TO &2

33 LET c=FDINT (m,n): FLOT OVER 1:m,n
34 IF m/2<*INT (m/2) THEN LET b=b-1

33 IF =0 THEN FRINT AT a,b; OVER 1;"¢": GO TO 42

36 IF n/2=INT (n/2) THEN GO TO 40

37 IF m/2=INT (m/2) THEN FRINT AT a,b; OVER 13%*"

38 IF m/2<¢>INT (m/2) THEN PRINT AT a,b; OVER 1§ = =
39 60 TO a4z

40 IF m/2<>INT (m/2) THEN PRINT AT a,by OVER 1;" "
41 IF m/2=INT (m/2) THEN PRINT AT a,b; OVER 1;""

42 LET b=b+1: NEXT m

43 IF n/2=INT (n/2) THEN LET a=a+1

44 NEXT n

45 RETURN

49+REM*gl ova*B¥4

30 FOR n=7 TO O STEP -1

51 LET b=0

92 FOR m=0 T0 63

=3 LET c=FOINT (m,n): FLOT OVER 1;m,n

34 IF m/2<>INT (m/2) THEN LET b=b-1

95 IF c=0 THEN PRINT AT a,b; OVER 1;"=+"; GO TO S8
96 IF m/2=INT (m/2) THEN PRINT AT a,b; OVER 1;"s"
57 IF m/2<>INT (m/2) THEN FRINT AT a,b; OVER 1;" @0
S8 LET b=b+1: NEXT m

39 LET a=a+l: NEXT n

60 RETURN

00 R e
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OV ECARRJ

2743

Da 11 se i vi mnogo bavite crtanjem i radunarskom grafikom?
Da vidimo kako delovi slike mogu da se povedaju 1 kasnilde
upotrebe kao nove slike.

Kad s programom Jje veoma Jjednostavan. Prvo se u radunar udita
slika, a zatim tasterima za kursor (5-B) okvir pomeri na zeljeni
poloZai. Fo pritisku na taster A uokvireni deo slike poveda se
preko celog ekrana. Na kraju se stara slika pozove nazad na
ekran ili deo nove slike opet poveda.

Frogram je napisan u bejsiku, sem tri rutine napisane u
masinskom jeziku, koje program proéita iz DATA instrukcija. Te
rutine su veoma kratke. Poéinju na adresi &5000, gde racunar
smesti sliku na drugo mesto u memoriji. Rutina koja pocinje na
adresi 65012 uéita sliku iz RAM—a bez atributa. Na adresi 630235
nalazi se rutina za povedanie.

U programu ima dosta prilika za pobolisanje. Frva mogucnost
je deo slike koji 2elimo da povedamo. Ponekad bi biloc dobro da
taji deo moZ*e da bude promenljive velidine. Drugo pobolisanje
koje predlaemo povezano Jje u prvom redu s poznavanjem
programirania u masinskom jeziku: reé Jje o briZem povedavanju
slike.

20 CLEAR 58000 1
25 FOR w=63000 TO 6308%: READ a: FOKE x,ar NEXT
S0 PRINT AT 10,73 FLASH 1;"Zoom¥load*® aCREEN$ P!
2 PRINT °TAB S:"Fritisnivgumice~od*3-B";TAB 53 "za“pomeranies

okvira." "TAR 5;”Pritisni*aﬁza*pavecanje."
5 LOAD ""SCREENS
2& PRINT #03AT U,U,“Frltlsnl gum1cu": FAUSE ©
37 PRINT #0O3AT Q,03™ e B
40 RANDOMIZE USR &d”““ CLS
45 LET a=0: LET b=173
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31
52
93
24
o0

60

63
70
100

105
110
115
120
125
130
135
140
150
155
160
165

170

175
180
1835
190
195
200
205
210
215
220

kel
280

230
250
235
260
00

IF INEEY$="5" THEN LET a=a-B: IF a«<=0 THEN LET a=0

IF INKEY$="&" THEN LET b=b-8: IF b<=87 THEN LET b=B7

IF INKEY$="7" THEN LET b=b+8: IF b>=173 THEN LET b=175

IF INKEY$="8" THEN LET a=a+8: IF a>=128 THEN LET a=128

IF INKEY#%="a" THEN GO TO 100

RANDOMIZE USR 65012: PLOT OVER 1:;a,b: DRAW OVER 1;127,0:
DRAW OVER 1;0,-87: DRAW OVER 1;-127,0: DRAW OVER 1;0,86
FAUSE ©

GO TO S0

LET bb=(ABS (b-175))/8%32: LET aa=INT a/B: LET p=146384:
LET a=a+i

FOR s=1 TO 11

LET x=(ABS (b-1735))/8

IF x>=0 AND %<8 THEN LET z=x¥32+57968+a/8

IF »>=8 AND x<16 THEN LET z=(x-8)%32+60016+a/8

IF x»=16 THEN LET z=(x-16) ¥32+562064+a/8

IF s=5 THEN LET p=18432

IF s=%9 THEN LET p=20480

LET z=z+432

FOR 1=0 TD 1792 STEF 256

LET r=z+l

FOR g=p TO p+31 STEF 2

LET w=r+(q—-p)/2: POKE &4920,w-206XINT (w/256): FOKE 64921,
INT (w/258)

RANDOMIZE USR 65025: FOKE q,FEEK 64922: FOKE g+1,FEEK
64923: FOKE q+256,FEEK 64922: FPOKE q+2%57,FEEK 64923

NEXT q

LET p=q+4B0: IF 1=768 THEN LET p=p-2014

NEXT 1

LET p=p-2016: LET b=b-8

NEXT s

FOR £=22528 TO 23231 STEF 464

FOR t=0 TO 31 STEP 2

LET i=FEEEK (44144+bb+aa): FDEE f+t,i: FOKE f+t+1,i: FOKE f+
32+t,1i: POKE f+33+t,1

LET aa=aa+l

NEXT t

LET aa=aatlb

NEXT f

INFUT "povecanie¥d/n";a%$: IF a$( TO 1)="d" THEN GD TO 40
INPUT “"gtara+ili*pova®slika®"3a%: IF as( TO 1)="s" THEN
CLS : GO TO 45

GO TO 30

DATA 1,191,26,17,144,226,33,0,64,237,176,201,1,0,24,17,0,
64,33,144,226,237,176,201,0,237,91,152,253,26,71,62,0,203,
120,40,2,198,192,203,112,40,2,198,48,202,104,40,2,198,12,
203,96,40,2,198,3,50,154,253,62,0,203,88,40,2,198,192, 203,
80,40,2,198,48,203%,72,40,2,198,12,203,64,40,2,198, 3,50, 155,
253,201
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MAac FRRINT

2118
Cak 1 povr&no poznavanje programiranja u masinskom
dovol ino jJe za sastavljanje brze i efikasne rutine.

programa mozete da pisete po ekranu u osam pravaca,

strane.
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S0
&0
g8
85
g6
G0

100
115
120
25
130
140
145
150
1860
170
180
190
200
210
1010
1020
1030

3 CLEAR 29999: FOR n=30000 TO 30023: READ a: FOKE n,a: NEXT

n

; DATA 33,0,44,17,80,195,1,192,26,237,176,201,33,B0,195,17,0,

64,1, 19‘,56.--7 176,201

GO SUE 7000

60 SuR gooo

FRINT #1;"Meni=m"

LET a$=INKEY$: IF as$="m" OR a$="M" THEN GO SUE 9000
IF as="" THEN GO TO 85

CLS : FRINT #0;"U%kojem¥smeru¥zelis+pisati=+?": FRINT #1;"+%

R L A =

LET a$=INKEY$: IF a%$:>"8" OR a%$<"1" THEN GO TO 100
LET a=VAL a%

INFUT "ISFIS*";m%$

IF LEN m$>20 THEN GD TO 120

INFUT "X*FOCETAK=",x

INFUT "Y<POCETAK®",y

RANDOMIZE USR 20012

FRINT AT 21,03 INK c; PAFER cim$

FOR n=0 TO LEN m%x8

FOR o=0 70O 7

IF FOINT (n,o)=1 THEN GO SUE 1000+10Xa
NEXT o: NEXT n

RANDOMIZE USR 0000

GO TO B8O

FLOT o-x,n+y: RETURN

FLOT n+x-o,n+y+o: RETURN

FLOT n+x,o+y: RETURN
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1040
1050
1060
1070
1080
FO00
7010

7040
Quoon
8010
BO20
8030

8040
BOS0
8060
8070
8080
8070
8100
8110
G000

G010
G020
G030
F040
050

SO&0

| G070

FLOT n+x+o,0+y-n: RETURN

FLOT o+x,n-y: RETURHN

FLOT n-x-o,n-y+o: RETURN

FLOT n-x,o0-y: RETURN

FLOT n-x+o,0-y-n: RETURN

FRINT AT 2,13;"SLOVA4FOF": PRINT AT 2,123 OVER 1;"__ ’
FRINT * 7 "Program®vam*omogucuie®pisanie*po®s* ekranusu~g
pravaca¥(1-8)"

FETURN

FRINT #0;"+PAFER*boia*?(0-g)"

LET a$=INKEY$

IF a$:"9" OR a$<"0" THEN GO TO 8010

FAFER VAL a%: CLS : FOR n=0 TD 100: NEXT n: LET c=VAL a%:
CLS : RANDOMIZE USR 30000

FRINT #03"<INK<boja?+ (0-9)"

LET a%=INEEY%#

IF a%>"9" OR a$<"0" THEN GO TO 8050

INE. VAL a%: CLS : FOR n=0 TO 100: NEXT n

FRINT #0;"BORDER*boja?*(1-72"

LET a$=INKEY$%

IF as:"7" OR a$<"0" THEN GO TO 8090

BORDER VAL a%$: FOR n=0 TO 100: NEXT n: RETURN

CLS : FRINT "MENI"®***"1.<“Promena®boie"’"Z.%Brisanje®
ekrana"® "3, YIXHSPRINTER" " "4, “Spremanje¥slikev¥natkasetu”* "5, %
Exit”

FRINT #03;"1,2,3%i1i%4"

LET as=INKEY$: IF a$:>"3" OR a$<"1" THEN GO TO 020

IF a$="1" THEN FOR n=0 TO 100: NEXT n: GO SUEB BOOO

IF a$="2" THEN CLS : RANDOMIZE USR 30000

IF a$="3" THEN RANDOMIZE USR Z001Z2: FRINT AT Z21,0;"&eddedss

el e S e S e D D e C DFF \Ir‘
L]

IF a%$="4" THEN INFUT "Napisi®*ime®"ja%: RANDOMIZE USR 30012Z2:
SAVE asSCREENS$
FOR n=0 TO 100: NEXT n: RETURN
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Racunar nacrta paletu nijansi boja. Ako koju od niih Zelite
da upotrebite drugom prilikom, ukucate nijienu brojku, zadatu
horizontalnom i vertikalnom ocznakom u paleti boja. Na ekranu se
ispi1se kako Je nijansa postignuta. Za mesanie osnovnih boja
upotrebljava se graficki uzorak u obliku fahovske table. Na taj
nacin dobiju se 32 nijanse (8%8/2), a sledede pomodu naredbe
BRIGHT.

10+*REM*rezervisemo“pol je*kontrolnih*nizova®zavboje®i *odredimo?
nizove*ispisa®za¥bojadisanjevekrana

20 DIM c$(99,4)s DIM c(7): LET g%$="M": LET s%="%": LET i$=CHR$
(16): LET p%$=CHR% (17): LET b%$=CHR$ (19)

20 FOR i=1 TO 10: LET g$=g%+g%: LET s$=c¢+s$: NEXT i

40 LET g%=g%( TO 704): LET s$==s%( TO 704)

SOYREM*postavimo®"mrezicu”"¥za¥mesanie¥osnovnih®boja
&0 FOR 1=0 TO 7 STEF 2: POKE USE "M"+1,85: FOKE USR "M"+i+1,
170z NEXT 1

7O*REMYprocitamo¥kontroinedsekvencefzatpojedine¥grupe¥ni jansi
80 FOR 1=1 7O 7: READ c(i): NEXT i

GO FOR i=1 TO &: RESTORE 6Z0

100 FOR 3=0 TO 9: LET k=i¥10+]

110 GO SUE 570

120 MNEXT Jd: NEXT i

130 FOR 3=0 TO 9: READ a,b

140 LET c%(70+1i)=1%+CHR$ (a)+p$+CHRE (b)+b$+CHRE (0O)
130 LET c#(BO+i)=i¢+CHR$ (a)+p$+CHR$ (b)+b$+CHRE (1)
160 LET c#$(90+i)=i1$+CHR% (b)+p%+CHR% (a)+bs+CHR$ (1)
170 NEXT d: NEXT i
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180 FOR k=1 TD &: RESTORE 750
1906 GO SUR 570: NEXT k
200 FOR k=7 TO 9: GO SUB 570: NEXT k

210%REM*igpisemo¥skalu¥boia

220 BORDER 0: PAFER 0: CLS

230 INK 7: PRINT AT 0,10;"SEALA+BOJA"

240 PRINT AT 2,8;"0%192eZ22445%6"

Z50 FOR i=1 TD 6: FRINT AT i¥2+1,2; FAFER c(i)g"#+";AT 1X2+2,
23 "es AT 1k2+2,5; FAFER O31i

260 FOR k=1 TO 2: FRINT AT i¥2+k,7;

270 FOR 1=0 TO 2: PRINT cH(i¥10+j);"MN";: NEXT 3

280 FRINT cH(ix10+3) 3"y PAFER O3 "=";

290 FOR Jj=4 TO 6: PRINT cH(ikx10+3);"NN";

200 NEXT Jd: NEXT k: NEXT i

310 PRINT AT 3,24;"7*8*9“

T20 FOR i=1 TO S: FOR k=2 TO 3: PRINT AT iX2+k,23;

330 FOR i=7 TO 9: PRINT c$(111U+J)-"HH" : NEXT J

340 NEXT ks NEXT i

350 FOR 1i=7 TO 9: LET as="MN"

Z80 IF i=9 THEN LET ag="&"

I70 PRINT AT i%2+2,2;c$(i);a$;AT 1¥2+43,2;a%;AT 1%2+3,5; FAFER
03 INK 73 BRIGHT Oj1i;

380 FOR k=2 TO 3: FRINT AT 1%2+k,73

290 FOR j=0 TO 3: PRINT cH(ik10+3);"M¥";: NEXT J

400 FRINT FAFER O3 "+";

410 FOR 3=4 TO 6: PRINT CcE(ix10+3);"MM"3s NEXT 3

420 FRINT FAFER O3"+";

430 FOR J=7 TO 9: PRINT c$(iXx10+3)3"NN"5: NEXT J

440 NEXT k: NEXT i

450 INFUT INKE 73 BRIGHT 1;"¢v+Izaberi®nijansu:®";i

460 IF i=0 THEN GO TO 220

470%REM¥izabranu®ni jansu®nacrtamopreko“cel ogvekrana

480 LET as$=g$: IF i=9 OR i<7 OR i<70 AND (i-INT (i/10)%10)=3
THEN LET a%$=s%

490 CLS : PRINT c$(i)za%$: FPAPER 7: INK O

SOO*REM*napisemo, *kako¥je*ni jansa®sastavl jena

310 FOR =11 TO 13: PRINT AT j,10;"900000000a06%: NEXT j
o20 LET ink=CODE c#$(i,Z): FRINT AT 12,12; 3 "CINKS ;AT 12,193ink

530 LET p=CODE c%(i,4): PRINT AT 1¢.11°"\PAPER>"-QT 19.19‘p

q40 FRINT AT 14, 11'” "BRIGHT#";CODE c#${i,&)
200 FAUSE 1: BORDER O: BDRDER ink: BURDER p: BORDER ©: IF

INEEY$="" THEN GO TO 550
260 G0 TO 450

S70*REM*uci tavanjevkontrolnih®sekvenci

280 READ a,b,c

w90 LET c$(k)=i$+CHR$ (a)+p$+CHRS (b)+b$+CHRS$ (c)
600 RETURN

610 DATA 2,6,4,5,1,3,0

&20 DATA c(1),0,0

&30 DATA O,c (i), 1

640 DATA c(i),c(i),0
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630 DATA c(i),c(i),1

660 DATA c (i), 7,0

&70 DATA 7,cti), 1

680 DATA c(i),7,1

690 DATA c(i+l),ci), !

700 DATA c(i+1),c(i),0

710 DATA cli),cli+1),1

720 DATA 5,3,2,5,2,1,2,3
30 DATA 46,5,6,1,4,1

740 DATA 2,4,6,3,4,3

750 DATA clk),c(k),0

760 DATA 0,7,0

770 DATA 7,7,0

780 DATA 0,7,1

790*REM*“spremi mo¥program+na“kasetu

80O LET a%="<"+CHR$ 17+CHR$ 2+"+"+CHR$ 17+CHR$ 4+"<"+CHR$ 17+
CHR$ 1+"=": GAVE a%$ LINE 10
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Fomocu racunara i nesto malo znanja matematike mogu da se
nacrtaju veoma privlaéni ornamenti, koje moZete da ubacite u
svoje programe.

Program Slika 1 elipsom prika*e nekakav trodimenzionalni
jastuk. Pri crtaniu elipse samo se smanjuje jedna od njenih osi.

Frogram Slika 2 nacrta dvanaestorougaonik, gde su sva temena
medusobno povezana.

U programu Slika 3 poigrali smo se matematicékim funkciiama.
Upotrebom funkcije ABS nastala bJe upravo neobiéna slika.

Madamo se da dete pomodu ovih Jjednostavnih programa 1i malo
eksperimentisanjia i vi uspeti da ostvarite nedto sliéno ili Jjos
bol je.

Sva tri programa crtaiu polako, =zato bi ih pre ozbiline
upotrebe dobro bilo kompilirati nekim komerciijalnim kaompajlerom
Za programe u beisiku. Freporuéuiemo MCODER 11.

1 CLEAR

2 INKE 2

5 LET x=0: LET y=80

10 FOR n=0 TO 2XFI STEF FI/180
15 FLOT 128+x%SIN n,87+y%C0S n
20 NEXT n

25 LET x=x+10: LET y=y-10
30 IF y=-10 THEN STOF
40 GO TO 10
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DEF FN R(N)=USR 0O: DEF FN S(N)=USR 0: DEF FN C(N)=USR 0O:
DEF FN I(N,A%$,B$)=USR O: DEF FN A(N,N)=USR 0O: DEF FN E$(N,
N)=USR O: DEF FN O(N,N)=USR O: DEF FN X (N,N)=USR 0O: DEF FN
CH(N)=USR O: DEF FN N{(C$)=USR 0O: DEF FN H#%(N)=USR 0: DEF
FN D(H$)=USR ©: DEF FN U%(S$,N)=USR ©: DEF FN 5% (N,S5%)=USR
0O: DEF FN F(N)=USRK O: DEF FN B$(N)=USR ©O: DEF FN T%()=USR
0O: DEF FN M$()=USR ©: DEF FN V(N(N)=USR O: DEF FN M()=0-
USR ©: DEF FN F()=USE O:“REM%:*RANDOMIZE~USR~0

10 CLEAR

20 DIM a(12): DIM b(12)

0 FOR n=1 TO 12

40 LET k=n/6%F1

SO LET a(n)=128+80%SIN k: LET b(n)=88+B0%C0OS k

60 FLOT atn),b{n)

70 NEXT n

80 FOR n=1 TO 12

90 FOR m=1 TO 1%

100 LET ox=a(m)-aln)

110 LET oy=b(m)-b{n) i

120 FLOT a(n),bi(n): DRAW ox,0v

130 NEXT m: NEXT n

10*REM#*slika®3

20 FOR k=0 TO 60 STEF 10

30 FOR x=0 TO 128

40 LET y=30-ABS (x-32)XSIN (:XFI/64)
o0 PLOT x,y+k: PLOT y+k,x

60 FLOT 255-u,y+k: FLOT 255-(y+k),
70 NEXT x

80 NEXT k
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MNOCOUGSAON T C X

&88

Spectrum ce nacrtati proizvoljan pravilni mnogougaonik na
ekran. [zmedu 20. i 40. reda navedu se podaci kao &%to su broj
strana, sredina slike s koordinatama x i vy i poluprecénik
deobenog kruga za pravilan é¢etvorougaonik. U 50. redu radunar
proba da li se sa zadatim podacima moZe da nacrta tetvorougaonik
unutar povrsine ekrana. Algoritam za crtanje éetvorougaonika je
Jasan (od 60-110. reda).

Upozoravamo na nacdin crtanja kojim se primenjuju sistemske
promenl jive 234677 i 23678. Obe promenliive moZete da nadete u
prirucniku dobijenom uz radunar, a predstavlijaju koordinate x i
Yy poslednie tacke nacrtane na ekranu.

Mnogougaonik s lukovima

CLrtanje pravilnih mnogougaonika nije ko =zna kakva zabava.
Zato cemo pokazati kako nastaju zabavnije slike, akoc umesto
ravne strane mnogougaocniku nacrtamo luk.

Frogram je veoma sliéan programu Mnogougaonici, samo &to su
uvedene jos tri promenljive. Promenlijive = i t pribrojene su
argumentima za kosinus odnosno sinus u 80. i 90. redu, a
promenljiva b Je tredi element naredbe DRAW, koja sada vidge ne
crta liniju nego luk.

Sve tri promenlijive tiksirane su u 20. redu. Za zabavu i
eksperimentisanje mozete malo da ih promenite. Tako é¢ete dobiti
zaniml jive slike.

10¥REM¥crtanje*mnogougaoni ka

20 INPUT "Broj¢strana”,n

30 INFUT "Centar®slike®(x,y)",x;"<¢";y

40 INPUT “poluprecnik",r

90 IF x+r>255 OR r>x OR r>y OR y+r>175 THEN INFUT "izvan®
ekrana”,d$: 60 TO 20

60 FOR i=0 TO n
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70 LET u=x+r¥C0OS (i ¥2%FI/n)

80
F0
100

LET v=y+rXxSIN (i%x2%FI/n)
IF i=0 THEN FLOT u,v: GO TO 110
DRAW u-FEEK ZZ&677,v-FPEEK 234678

110 NEXT 1

120

STOF

mOoogcowuwgacorni k 1 1lukowima

10*REM#slika¥s*lukovima

20
30
40
90
b0

70
80
S0
100
110
20
130

140

LET s=1: LET t=2: LET b=4

INFUT "Broj“strana®,n

INFUT "Centar®slike®(x,y)",x;"®"1y

INFUT "poluprecnik",r

IF x+r>255 OR r>x OR r>y OR y+r>175 THEN INFUT "izvan®
ekrana",d$%: 60 TO 10

FOR i=0 TO n

LET u=x+rxCOS (s+i¥2%FI/n)

LET v=y+r3SIN (t+iXxZ2%F1/n)

IF 1=0 THEN FLOT u,v: GO TO 120
DRAW u-FEEK 23677,v-FEEK 23678,-b
NEXT i

STOF

REM=
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HUOTACIONAOS TELLA

Frogram Jje dobio to ime zato, Jer pomodu niega molete da
nacrtate kakav hodete diagram odnosnoc zarotirate proizvoljan lik
oko Jedne osi 1 tako dobiijete kvazitrodimenzionalno telo.

U programu prvo treba zadati telo, kao &sto Jje prikazano na
slici. Izmedu 150, i 240. reda zadate wvisinu i recimo
koordinate pojedinih tacaka. Zatim odredite kolika strana vase
kvazitrodimenzionalno telo treba da ima. Zamidlieni prerez tela
ne sastavlijaiu krugovi, Jjer telo nije nastalo rotaciijom lika,
neko mnogougaonici. Strana moZe da bude najmanje 3 (trougaoni
lik) 1 najvige 14.

Program Je lep primer programiranja odozgo nadole. Fraktidéno,
nema skokova. Prvo se unose podaci (INFUT), a =zatim sledi
racunanje parametara. Mnogo komplikovanog radunanja zajednidcko
Je svim tackama. Na kraju dolazi 1 crtanje slike. Tu je i
obavezno pitanje da 1li ¢itavu stvar *elimo ponoviti, da Jje vide
mama i1 tata.

U programu nema posebnih zanimliivosti. Mo2da ¢e se nekome
uciniti c¢udna upotreba funkcije FI u na prvi pogled potpuno
matematickom programu. Autor programa e upotrebljava da bi
saznao dokle je racunar nacrtao - koja Jje poslednja nacrtana
tacka Cije koordinate su zapisane u sistemskim promenliivima na
lokacijama 23677 (za koordinatu x) i 23678 (za koordinatu y).

Zadatak: citaoci s manje prohteva moXda ¢e tok programa malao
ubrzati ako dodaju F05. red, u kom ¢e izradunati izraz cXx2xPI/1.
Ako neko 2eli da se zadrii dufe vremena s matematikom i
trigonometriiom, mofe donekle da promeni tok dogadania u petlii
izmedu 300.1 340. reda. Mole da ga promeni utoliko da telo mose
da se promatra i na nekom drugom mestu na ekranu ili pod drugim
ugl om.

10*REM*Rotaciona®tel a

20 BORDER 0: PAFER 0: INK 5: CLS

30 FRINT INK 4; FLASH 1;AT 0,9;"Rotaciona“tela"

40 PRINT AT 6,1;"Upisuj*podatke*o*visinama*i*ﬂﬁﬁﬁpripadajucimﬁ
poluprecnicima, #¥**avprogram®cetih®nacrtati tusoosss
zarotiranom¢obliku®kag?+eeessetrtraodimenzional nottelo,

30 FRINT " "Pritisni“gumicu"

60 FPAUSE 0

70 CLS
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80 FRINT AT ©O,7;"VISINA=?+(MAX=14)"

0 INFUT »

100 IF x>14 OK %<1 THEN GO TO 90

110 PRINT * 7 "Ukucali“broj¥stranavkojevcev s #+¥3rptaci jsko*telo™
imati®{izmediu*3i+14)": INFUT 1: IF 1<3 OR 1:14 THEN GO TO
110 .

120 CLS

130 DIM af(l1é): DIM % (15,x): DIM y{(13,x): LET c=-10

140 PLOT INK 230,0: DRAW O, (x¥10)-10: PLOT 0,0

150 BRIGHT 1

160 FOR a=1 T0O =

170 INFUT b

180 LET a{a)=b

190 IF af€1) 70 THEN GO TO 170

200 IF a(a)»120 THEN GO TO 170

210 IF at14) >80 THEN GO TO 170

220 DRAW b-FEEEK 23677, 10+c-FEEK 234678

230 DRAW O-FPEEE 23677, 10+c-FEEE 234678

240 DRAW b-FEEK 23677, 10+c—-FEEK 23678

250 LET c=c+10

260 NEXT a

270 PRINT "Sada*cuvdavizracunamvzarotiranevpolozajie*tacaka." ™"
Za*to*mi¢je*potrebnotnestosvesdrdyvremena. "

280 LET o=10

290 LET b=1: LET d=i

200 FOR c=0 TO 1

F10 LET x(b,d)=140+a(d) ¥SIN (c¥2%FI/1)

320 LET y(b,d)=0+{a{d)/4)*%C05 (c*2%FI/1)

330 LET b=b+1

340 NEXT c

300 IF d=x THEN CLS : GD 70O 230

360 LET d=d+1i: LET b=1: LET og=0+10

370 60 TO Z00

380 IF INEEY$="Y" THEN CLS : GO TO 3%0

390 LET a=10

400 LET b=1: LET d=1

410 FOR c=0 70 1

420 IF c=0 THEN FPLOT x(b,d)-20,y(b,d)+14

430 DRAW 3 (b,d)-20-PEEK 23677,y(b,d)+14-FEEK Z3678

440 IF d>»1 THEN DRAW x (b,d-1)-Z0-FPEEK 23677,v(b,d-1)+14-FEEK
23678: DRAW # (b,d)-Z0-PEEK 23677,y(b,.d)+14-FEEK 23678

450 LET b=b+1

450 NEXT c

479 IF d=x THEN GO TD 300

480 LET d=d+1: LET b=1: LET o=0+10

490 GO TO 410

S00 FRINT AT 0,03 "ZA*NASTAVAKSFRITISNI+GUMICU "

510 PAUSE O

520 CLS

S30 PRINT  INK 2§"&e22PONDVOS2"

540 FAUSE 0: CLS

S30 IF INKEY$="d" THEN GO TO 80

360 PRINT INK 25AT 5, 0;"sees¢ [GTI+PODACT =2

S70 PAUSE ©

S80 IF INKEY#="d" THEN CLS : GO TO 390

O90 CLS : PRINT INK 2:;AT 10,0;"<sea:DOVIDIENIA®!"
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THRODIMENZ IONAL NI DI JAGCRAMI

L0224

Ka?u da lepa slika kazuije vise nego gomila brojeva. Upravo
rato deca u <&kolama stalno crtaiju grafove funkcija koje
izmisljaju niihove nastavnice i nastavnici matematike.

Fomocdu programa moZete da proverite da 1i ste funkciju
nacrtali pravilno ili ne, a omoguc¢ava i nesto, sSto obicno ne
radite u domadim zadacima: crtanje funkcija dve promenliive u
obliku trodimenzionalnog dijagrama — c¢ak i skrivajud¢i nevidliive
linije — ako to Zelite.

Program prua tri izbora: mogu da se crtaju +unkcije dye
promenljive zadate u obliku z=f(x,y) (visina funkcije Je
funkcija koordinata x i y), funkcije ¢ija visina ovisi samo O
polupreéniku ili dvodimezionalne funkcije kod kojih Je zaniml jiv
y kao funkcija od x.

Fo programu vode meniji, tako da du%a uputstva nisu potrebna.
Ali zato ima nekoliko wvaZniijih obijasnjenjia. Prvo o crtanju
rotacionih funkcija odnosno funkcija kod kojih je visina zavisna
samo od polupreénika. Prilikom zadavanja funkcije savetujemo da
izaberete neku kombinaciiju kosinusnih funkcija s razlicitim
periodama i amplitudama. Fosto Je kosinus od nula jednak
Jedinici, najvise ispupcenje bide izvesno na sredini dijagrama.
Ovaj potprogram nije uaopsten i crta funkcije odnosno vrednosti
funkcija samo za polupreénike izmedu nula i &etiri.

Umesto unosenjem podataka u 1040. redu, funkciiu moZete da
definisete i sa DEF FN u 1060. redu. To narocito savetujemo kada
budete eksperimentisali i 2eleli da nacrtate neki veoma 1lep
oblik.

Kada vas racunar pita o ishodistu koordinatnog sistema,
zanima ga gde ¢e na ekranu biti najveca gustina mre2a. I kod
rotacionih i kod obiénih funkcija to izaberete s obzirom na
funkciju. Pretpostavimo da crtate vrednosti funkcije izmedu —4 i
4, a 2elite da budu prikazane sa oko dvadeset linija. Za gustinu
mreze izabradete 0,5 i racdunar ¢e nacrtati devetnaest linija.

Mozete da birate i gustinu linija s obzirom na funkciju. Kad
funkciju crtate tako da nevidljivi delovi 1linija ostaju
sakriveni, budite pa2ljivi. Morate da izaberete dovolijno veliku
gustinu, tako da izmedu dve tacdke funkcije nikad ne ostane
prazan element (pixel).

Svako s iole znanja iz trigonometriije moZe i sam da izraduna
kako treba zavrteti funkciju da bi 1izgledala trodimenzionalna.
Detaljinije objasnijienje nadi d¢e u Prvim linijama racdunarom u Mom
mikru. Opisademo samo algoritam kojim se skrivaju nevidlijivi
delovi linija. Prvo se nacrtaiju oni preseci kroz funkciju koji
¢e biti nacrtani sasvim pozadi. Nacrta se tacka, a zatim izbridu
sve tacke koje bi na ekranu trebalo da le2e ispod odredene
tacke. Sve &to je na ekranu nalazi se ispod preseka koji se tog
trenutka crta kao prazan. Kada 2elimo da funkciiji uzme u obzir
vidljivost, radunar crta puevom brzinom. Za zaista lepu sliku
potrosi oko dva dasa, a vi za to vreme sebi priustite odmor u
prirodi.

Fri crtanju funkcija dve promenljive treba zadati uglove
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rotacije koordinatnog sistema, dakle pod kojim uglom cete
gledati na funkciju. Najlepse rezultate dobidete s vrednostima
koje savetuje racdunar. Unosite ih u stepenima. Nakon nesto malo
eksperimentisanja naucicete i sami odredivanje tih uglova.

Treba mnogo da kucate, ali vas trud bid¢e nagraden slikama
kakve inacée nalazite samo u reklamama za najbolije graticke
terminale. Umetnicka dela moZ2ete da smestite na kasetu ili
odstampate na Sstampadu i tako ih kasnije pokalete prijateliima.
U donjem uglu ekrana nalaze se slova c, s ili e. Pritisnite c za
COPY il1 s za snimanje.

Razume se da program nije upotrebljiv samo za igru, nego se
pomocu niega stosta moZe zaista plastiéno da se pokale.

1 GO TO 2740

9 INK 9: CLS

10 FLOT 0,87: DRAW 255,0

11 PLOT 127,0: DRAW 0,175

20 FLOT 127,0: DRAW 0,175

21 INK 9

32 INFUT "F(r)="3f$: DEF FN y(r)=VAL %

33 INPUT "Koliko®tacakavpredstavl ja?e+22¢2jedinicuvmeres?"
s mer

Z4 INFUT "R¥pd*"3spm;"<do*";zgm

35 LET t=0

36 LET fspm=(spmimer+127): LET fspm=(fspm>=0)%¥fspm: LET spm=(
fspm-127) /mer

27 LET fzgm=(zgm¥mer+127): LET fzgm={fzgm<=256) ¥fzgm+255% (
fzgm>253): LET zgm=(fzgm-127) /mer

40 FOR f=fspm TO fzgm

S0 LET u=(f-127)/mer: LET y=mer¥FN y(x)

60 IF ABS y»87 THEN LET t=0: GD TO 100

70 IF NOT t THEN PLOT f,y+B7: LET t=1: GO TO 100

80 DRAW 1,y-sty

90YREMOCPLOT§ , 871 *DRAWSOOVER®150,y

100 LET sty=INT (y+.5)

110 NEXT §

111 RETURN

115 INFUT "¢DVER®?¢";a$: IF a$="d" THEN GO TO 0031
116 IF a$="sf" THEN INPUT mer: GO TO 0035

117 IF a$="d" THEN GD TO 0031

120 G0 SUB 3110: RETURN
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1000
1020
1030
1040

1060

TREMID=F (1) 0000400000

CLs

DIM k(3,3

INFUT “"Upisi®funkeiju" " (++STOF+&*LIST#1060%z g+ DEF*FNw) " »
Sfryo=e"; {%

DEF FN r(r)=VAL +%

1070 RESTORE 1000: DATA 25,-90,70: READ k(1,3),k(2,3),k(3,3)s

1080

1081
1100

1105
1110
1120

1121
1140

1141
1150
1155

1160+REM*RACUN

11890
1200
1220
1240
1260
1280
1300
1320
1340
12350
1360
1380
1400
1420

1500+*REM>PLOT*&*skrivene®lini je

1520 IF xp«0 OR xpx255 THEN RETURN

1520 IF yp<i0 OR yp»172 THEN RETURN

1540 FLOT INE 93xp.yp

1560 FLOT OVER ©; INVERSE 1;xp.yp-1: DRAW OVER O3 INVERSE 1;0,
-{yp-1)

1580 RETURN

1600*REM>ID-GRAFOVI oz =f (x, y) ¢®

1620

14640 BORDER 1: FAFER 1: INK @

1660

1680 RETURN

1700

1720 INFUT "funkeija" "f{x,y)="3f$: DEF FN z(x,y)=VAL %

G0 SUB 3240

INFUT "Z@ost-*rastezanje®(¢*z=z%"3; LINE c%: IF LEN c$=0

THEN LET ze=1: 60 TO 1082

LET ze=VAL c%

INFUT "*y**izhodista®k.s. (0~175) >"; LINE c$: IF LEN c$=0
THEN LET iy=70: GO TO 1110

LET i1y=VAL c$%$

LET ix=127

INFUT "Gustina*mreze*s*obzirnm*na****ﬁﬁfunkcijuﬁi"; LINE c%$
IF LEN c$=0 THEN LET sx=.31: GO TO 1122

LET sx=VAL c% ) .

INFUT "Eustina*linije*5*obzirom*na*****funkciju**?*"; LINE
c$: IF LEN c%$=0 THEN LET sy=.038: GO TO 1147

LET sy=VAL c$%

LET en=32 !
LET a=4

CLS

FRINT AT 1,034%

FOR x=—a TO a STEF s
LET xZ=x%x

LET ym=80R (16-x2
FOR y=-ym TO ym STEF sy
LET r=54R (x2+yXy)
LET z=FN r(r)

G0 SUB 2380

60 SUEB 1500

NEXT vy

NEXT

GO SUBR F120

RETURN

e

R Ry g

(
i

DIM k(3,3)

CLS

“REM=funkcija
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1740
1760
1780

INPUT "Od#x="jx+; "“do®u="jut plt
INFUT 4p2k " 1p2F Odvy="3yf; "“doty=";yt pl*
RETURN

1800+REM*c, 5., *parametri

1820

1840
18460
1880

1900
1920

1940
1960
1980
1990
2000

2010
2013

2020

INFUT FAFER 43;"UGLOVI+ROTACIJE<KOORDIMNATNOG*+++*5IETEMA, *
savetujem®25, -0 270" K (1,3) (K {(2,3),K(3,3)
GO SUR 3260

INFUT FAFER 4;"Ishodistevu256X17605 42w (i, y) 2o 1,1y
INFUT FPAFER 4;"KOLIKO*TACAKA*JE*JEDINICA®¢>o0w-FUNKCIJE™ =
*Mren

INFUT FAFER 4;"RASTEZANJE“0SI+ZI";ze

RETURN

*REM~“draw®parametri

INFUT FAFER 4; "Skrivam®?2e28%(y/n) >";d%$
IF d$<>"y" AND d$<:"n" THEN GO TO 1960
IF d$="y" THEN GO TO 2020

INFUT "GUSTINA*MREZE*+S+0RZ IROM*NA*#&++FUNKCIJU (i, y) #2"
15tu, .5ty

INFUT "KErai®pri®z=0%(y/n)*>";q%

RETURN

LET sty=.03: INFUT "Gustina“mreze“s*obziromsnawssdss
funkecijus:>" sty

2040 RETURN

2060
20861

2062
2063
2064
2065
2066
20867
2068
2069
2070
2071
2075
2080
2100
2110

2120

2130

*REM>RACUN

LET z=0: LET x=0: LET y=0: GO SUE 2Z380: FLOT up,yp: LET
wup=xups LET yyp=yp

LET x=xf: LET y=0: GO SUE 2380: DRAW (xp-xxp), (yp-yyp):
LET uup=up: LET yyp=yp

LET x=xt: LET y=0: GO SUE Z3BO: DRAW (xp-xxp), (yp-yyp):
LET uxp=xp: LET yyp=yp

LET x=0: LET y=0: GO SUB Z3BO: FLOT xp,yp: LET uxp=xp: LET
YYP=YP

LET y=y+: LET %=0: GO SUE 2380: DRAW (xp-xxp), (yp-yyp):
LET uup=up: LET yyp=yp

LET y=yt: LET x=0: GO SUB 2Z380: DRAW (up-xxp), (yp-yyp):
LET xxp=xp: LET yyp=yp

LET x=xt: LET y=yt: GO SUB 23BO: FLOT xp,yp: LET xxp=up:
LET yyp=yp

LET y=y+: LET x=ut: BGO SUB Z380: DRAW (xp-xxp), (yp-yyp):
LET xup=up: LET yyp=yp

LET y=yf: LET x=xf: GO SUB 23B0O: DRAW (xp-xxp), (yp-yyp):
LET xup=xup: LET yyp=yp

LET y=yt: LET x=xf: GO SUB 2380: DRAW (xp-xxp), (yp-yyp):
LET uxp=up: LET yyp=vyp

LET y=yt: LET x=xt: GO SUR 2380: DRAW (xp-xxp), (yp-yyp):
LET xxp=xp: LET yyp=yp

IF d$="y" THEN GO TO 4000

FOR x=xf TO xt STEF stx

LET 1¢="1'!"

LET y=yf: GO SUB 2730

FOR y=yf TO yt STEPF sty

LET z=FN z (x,y)
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2140 GO SUR 2380

2150 60 SUB 2620

2160 NEXT y

2170 LET y=yt: GO SUB 2730
2180 NEXT

2200 LET l¢="!!"

22 {OPREME00900000
2220 FOR y=yf TO yt STEP sty
2240 LET 1¢="t1"

2250 LET x=xf: G0 SUB 2730
2260 FOR x=xf TO xt STEF stx
2280 LET z=FN z (x,y)

2300 G0 SUB 2400

2310 G0 SUB 2620

2320 NEXT ¥

2330 LET x=xt: GO SUB 2730
2340 NEXT vy

- 2360 GO TO 2360

2380°REMracun®za’plote
2400 LET xp=12%x+m2Xy

2410 BEEF .01,1

2420 LET yp=13xx+m3xy+nixzize

2440 LET xp=INT (ix+xpien+.5)

2460 LET yp=INT (iy+ypXen+.3) :
2480 RETURN i
2560 60 SUB 3120 3
2580 RETURN {
2600 STOP y

2620°REMcrtanje®s°mrezom
2640 IF NOT (xp<235 AND xp-0 AND yp<175 AND yp>0) THEN GO TO
2700
2660 IF 1$="opk" THEN LET xd=xp-xs: LET yd=yp-ys: DRAW INT (.5+
%d), INT (,S+yd)
2680 LET xs=xup: LET ys=yp: PLOT INT (.S+xs),INT (.S+ys): LET 1%
="ok": RETURN
2700 LET 1g="11t»
2720 BEEP .01,30: RETURN -
2730 IF q%$="y" THEN LET z=0: GO SUB 2380: GO SUB 2620 I
2732 RETURN

2740+REM*MEN]L o

2760 GO SUB 1600 | i

2770 FRINT FAPER 7; INK 0;°"os¢3D%plotter®¢¢t¢za¢Mojtmikro” ' /|

2780 PRINT PAPER 6 "04¢0ePoCoIoJeEo000000000000000000

2800 PRINT

2820 FRINT PAFER 5; INK 0;"9993D:o¢Z=Z(X,Y)¢0000840300820000

2840 FRINT *"<¢f*input®funkcije”

2860 FRINT "<¢c*input®koordinatnog¥sistema"

2880 PRINT "<d*parametri<za®draw"

2700 PRINT "#g<START"

2740 PRINT FAPER 437 "#2¢3D:¢Z=Z (?R(X)¢) ¢06000000000304y PRINT °
L1 {;.r. ¢RUN H
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2950 FRINT FPAFER 33 INK 0O° "&##:2Dp+l=Z(r)++[+testiranjev]«"
2955 PRINT *"=2<¢zav2D¥tunkciju”

2960 FAUSE ©

2980 LET a$=INKEY$

3000 IF as$="+" THEN GO SUB 1700

3020 IF a$="r" THEN RUN 1000

3040 IF as="c" THEN GO SUEB 1800

3050 IF as$="2" THEN GD SUB 2

30860 IF as="d" THEN GD SUEB 1940 :
080 IF a$="g" THEN CLS : PRINT AT 21,0;"I="3f%: GO SUB 2060
J100 GO TO 2740

J110%REME 9000000

3120 PRINT AT 21,273 FLASH 1;"c-s-e"

3140 FAUSE O: LET a$=INKEY$

3160 PRINT AT 21,27;"ooooon

3180 IF a$="c" THEN COFY

3200 IF a$="s" THEN INFUT "NAME:";b$: IF LEN b$<11 THEN FRINT
AT 0,0;b%$: SAVE b$SCREENS

3220 IF a$="e" THEN RETURN

3240 GO TO 3120

3260°REM*{zragun®zacrotaci ju

3280 FOR n=1 TO 3

3300 LET k(n,2)=C0S (k(n,3)¥F1/180): LET ki{n,1)=8IN (ki{n,3)¥FI1/
180) '

3320 NEXT n

32330 LET 12=-k(2,2) %k (3, 1)-k(1,2)¥k(2,1) %k (3,2

3360 LET m2=-k{(2, 1) ¥Kk(3, 1) +k({1,2) %k (2,2) ¥k (3,2)

3380 LET n2=k(1,1)xk (3,2}

3400 LET 13=k(1,1)¥k(2,1)

3420 LET m3=-k(1,1)¥k(2,2)

3440 LET n3=k(1,2)

3460_RETURN
3480°REM® ©DEF *FNO

3500 DEF FN z (x,y)=0
© IS20°REM 4 1» PRITISNISCONT INUE 44 0P
3540 SAVE "3D,FN" LINE 3000

3560 CLEAR 64998: LOAD ""CODE 65000, 150
3380 CLS

4000°REM*govid]l ji voscu

4100 FOR x=xf TO xt STEP stx
4110 FOR y=yf TO yt STEF sty
4115 LET z=FN z (x,y)

4120 60 SUB 2380

4130 GO SUB 1500

4140 NEXT y

4150 NEXT x

9999 FPAUSE O: GO TO ©
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FREC T 20 DELJENJE

8465

Vratimo se malo u ona stara romantiéna vremena kad smo Jo$
brojeve umeli da delimo "peske". Verovatno se sectate da se svaki
decimalni broji mo*e da napise u obliku razlomka. Ako ne
drukéise, a ono kao razlomak koii u  nazivniku ima potenciju
broja deset. Svi razlomci ne mogu se predstaviti kao decimalni
broji s definitivnim brojem decimalnih mesta. Da vam odamo tainu:
svaki razlomak se posle odredenog broja decimalnih mesta podeli
tako da ostatak bude nula, ili se posle odredenog broja
decimalnih broiki koiji je u srodstvu s brojiem u nazivniku, pocne
da ponavlia. Razlicéitih ostataka u delienju moie ukupno da bude
naivise za jedan manje od velic¢ine samog nazivnika. U zagradama
program obele2i grupu brojeva kolii se ponavliaiu.

Frogram smo ukliudili u knjigu jer uz niega mo:ete mnogo da
nauéite, naroéito ako budete eleli da shvatite kako radi.

FAFER S: BRIGHT ©O: INE §: EORDER &: CLS : FOKE 23&09,20

Ln

7+REM*input
10 LET f1=0: LET ne=FI

12 INFUT "Upisitrazlomak®!¢";a$
15 IF a$="ne" THEN STCF
Z0 LET nm=1

25 IF nm=F1 THEN GO TO 200
Z7 FOR n=1 TO LEN a$: IF a%(n)="/" THEN LET aa=n
28 NEXT n

29 LET r=VAL a$(1 TO aa-1): LET d=VAL a$(aa+1 T0O )
30 LET nm=d: p&% DIM g(nm): DIM o(nm) 4p7*

40 FRINT *7ag;" o=ty

45REM*CELI*DED

SOUREMS s IFr<d*THEN*GO*TQ#70
&0 LET a=INT (r/d): FRINT a3;"."s: LET r=r-axd
70 LET r=rxi0

73*REM~DECIMALNA*MESTA

g04psd FOR 1=1 TO nm

G0 IF r=0 THEM LET 1=1-1: GO TOQ 1.0

100 LET g¢li=r: LET q(L)=INT (r/sd): LET r=10%(r—-g(l)¥d)
110 4p3F FOR m=1 TO 1: IF r=oi(m) THEN LET f1=1: GO TO 130
120 NMEXT m: p NEXT 1 3p7F

25¥REM*KRAJSFPETLJE
124 LET 1=1-1

1609péd FOR z=1 TO 1l: IF f1 AND m=z THEN FRINT "{";

170 FRINT gz} NEXT z4p7F

175 IF +1 THEN FRINT ">";

170 IF MOT £1 AND r<>0 THEN FPRINT *"d4psk NASFRVIHS";nm; "“MESTA®
NEMA“FONAVLIANIA4p7F " INFUT "Novi*broi®mesta™ (koliko..
1115 °MNE" Y " snm: BO TO 28

193 IF r=0 THEN PRINT "{03"

200 Bu TO 10

990 CLEAR @ SAVE "mvdiv® LINE O
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FRECILIZNO MNOZXENJIE

1119

Vasd spektrum ume da raduna tamo negde od devet do deset
mesta, Sto ponekad nilde dovolino. Fomodu ovog programa verovatno
cete razumeti kako radéunar "melie" brojeve.

Uvedi deo programa, izmedu 300, i 319. reda, kontrolise
unosenie podataka (INFUT). Rezultat se ispisuie u redovima od
Z41. do 348. Zanim!iiivost algoritma lefi u tome &to racunar ne
uzme odmah u obzir prenos, ved¢ to radi podprogram za konaéni
raspored u redovima od 199. do 220. Glavni deo dogada se 1zmedu
330. 1 340, reda, gde se u polie p upisuju delimiéni produkti.
Svakl element tog polia predstavlja jedan od onih stubaca koje
dobijete prilikom potpisivania kada mnoZite bez racunara.
Fotprogram izmedu 199. 1 220. reda sabire pojedine stupce u
polie u. Frimetidete da se u 344. redu na svaka tri 1splsana
mesta napravl razmak. Ako algoritam razumete, moci cete bez
problema da ga popravite tako da dimenzije polia wvise ne budu
konstantne, pa cete moci da mnoXite broieve do granica
spektrumovih mogudnosti.

o FOEE Z23607,20: FPAFER 7: BRIGHT 1: INKE %: BUORDER &: RUN

D00

‘FEREM sub*krainil “raspored
FUR n=1 TGO lena+lenb

» LET r=INT (pin}/10)

LET uimi=(pint-rilo)

LET pin+li=pin+li+r

12 NEXT

S0 RETURN

SO0REMMNOZENJE=DO*1 004 X100

201 CLE ¢ PRIWNT " "aple 91 7F #PNOZENIE=VEL LK IH=CEL IHSBROJENVAS apT7F A
1ok

205 DIM agl00r: DIM BF(10O0): DIM p(Z00): DIM wi(ZOo)

210 IPUT teRRVISBROIELYT T OLINE 1%

LET lema=LEN 1%: FOR N=1 TU lena

IF CODE 1%4(n2 +57 OF COLE 13 (n)<48 THEN GO TO 0ZX10

CLET atilena-n+lr=1%(n): NEXT n

FHINT "7 ig" toysn

LET i&="": INFUT "+*DRUGISEBROI=:""* LINE i%

LET lenb=LEN 1%: FUR N=1 TO lenb

IF CODe 1%(m)»27 OR CODE 1%(n)<4B THENM GO TO OZ10

g2 LET bzi{lenb-n+1'=1%{rn): NEXT n

S FRINT i "ozt

3 FUOR b=1 TO lenb

o FOR a=1 70 lena

LET platb—li=piatb-1)+VAL bFlb:fVAL z%(al

A58 NEXT a

LT8 NeXT b

240 G0 SUR oo

Z41vREMYprint
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247 FOR n=lena+lenb TO 1 5TEPR -1
347 IF n=lena+ient AND wind =0 THERN MNEXT n
Za44 IF n/3=INT n/3) THEM PRINT "dp&k=d4pie 'ty

345 PRINT  FAFER ajuindg

346 NEXT n

T4 INFUT "Fonovo®?4[+d/n*1%";b%: IF b%(1)="d" THEN BEEF 1,1
GO TO 5

349 FRINT  FLASH 1°7° oo SPREMANSSAN: ZASNIMANJE S+ s LOAD

350 STOR
$750 CLEAR : SAVE "méprod" LINE O
9999 STOP

THRAZERNJE RMULLA

261

Nule funkcije mogu da se trate na vige nadina. Jedan od niih
je Niutnov iteracioni metod.

Fosto fitaoci ove kniige ne hrle bas svaki dan u hramove
egzaktne nauke, nas komentar bide nesto Jednostavniii. Molimo
matematicare da nam to previse ne Zamere.

Algoritam Jje veoma Jednostavan. Izaberite neki x za koji
ocekujete da ¢e vasa funkciija imati nulu. Na funkciiju u toj
tadki povudete tangentu do apscise koordinatnog sistema. Gde
tangenta sede os, nalazi se vas novil xj; tu postupak ponovite.
Ako je funkcija lepo obla (ima kontinuiran izvod), postoie samo
dve mogudnosti: nacdi cete ili nulu ili minimum funkcije.

Frogram za sada ne upozorava korisnika da u blizini nema
nule. To mofete da udinite sami, tako da testirate vrednost
izvoda. Ako-je wvrednost veoma blizu nule, zna¢i da si1 ie
funkciia ved veoma slicna: nasli ste minimum.

&00*REM*Newtonova®iteracija

601 INFUT "Upisiz®f(u)=";+$%

&0Z DEF FN yix)=VAL 1%

03 INPUT "Upisi:sf® GO)=";0%

&04 DEF FN o (x)=VAL 05

605 INPUT "Pocetnatvrednost®X—a="gx: PRINT "7"exe" "4 (x)"
406 LET ul=u-FN y{xi/FN oGO

&O7 FRINT #,FN yi{z)

&08 LET w=ul

&0% IF ABS FN y () »=1e—10 THEN GO TO &0&
510 RETURN
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E1SEECIONI METOLDD

1260

Frogram bisekcionim metodom izraduna nule Jjednadine s Jednom
nepoznatom. Funkcija mora da bude =zadata u obliku F(x)=0.
Del jenie intervala bira se u skladu s oéekivanom gustinom nula.
Tadtnost je isto tako proizvolina.

Od 10. do &60. reda upisete ulazne podatke. 0Od 70. do 210.
reda racunar trazi nule funkcije, a od 220. do 270. reda
odreduje nule na potrebnu tadnost sutavaniem intervala (XaY)a
gde e z=(xty) /2.

Ako je F(z)=0, z de nula; ako Je F(z)X¥F(x)<0 onda ije x=z3 ako
je F(z)XF({x) >0, onda Jje y=z. U 260. redu program utvrdi da 1li Jje
F(z) Jednak nuli 1 suZava granice intervala do potrebne
tacnosti. U 280. redu kontrolise da 11 funkciia F(x) u ovoi
tacki 1ma pol odnosno da 1i je F((x) . kontinuirana +{funkcila. U
A80. redu nalazi se ispis. Ako Je oznaden zvesdicom, onda Jje  to
pol tunkcije F(x) u tadki =z=.

10 CLE

20 LET n=0

S0 INFUT "F(X)="31w$

40 DEF FN £ (n=VAL we

S FRINT TABR Z3"Fisl="1w$

&0 INFUT "Donjavgranicavintervala®f=";a” "Gornja“granica®
intervala®B="3;b" "del jenie¥interval a*% D==”;dx“”Tdcmmst rpme=t
ToOPRINT "TAB Z3"A="j3a: FRINT TAR 23"B=";b
FRINT TAR 23 "Dx=";du: FRINT TAR 2;”E=+—“:e
B IF avb THEN GO TO 100
FO OFRINT "Anide“manii“ad=R": G0 TO 10
100 FOR w=1 TO 17 STEF 163 FOR g=1 T4 13:

11(‘ LET ').-—a+d;'\
120 FOR x=a TO b STEF du
0 PRINT AT 3,123 u="gug tesdess 3 PRINT AT 4,123 "y="yyq " odos
140 LET g=FM fi2)XFN § (y)
150 IF gx2 THEN GO 70 190
P& IF FN fiyi=0 THEMN LET z=y: GO TO ZEO
170 IF PN £ Goy=0 THEM LET z=x: G0 TO 280
180 IF gu0 THEN GO TO 220
190 LET y=y+dx
200 MNEXT =
L1 FRIMT AT 21,43 "NEMASVISESNULA": GO TO o0
220 LET a=ls+y) f2: FRINT AT S,123"z=";z
S50 IF FMN fizi=0 THEN GO TO ZBO
240 IF FM f(z)¥FN £ (x) 50 THEN LET xi=x: LET x=z: GO TO 260
SEQOIF OFN FOzZYRFN fLy) 0 THEN LET xi=y: LET y=z: G0 TO Z&0
C 260 IF (ABS (z-uldy<e THEN GO TO ZBU
S0 B0 Ta Z20
Zan IF (aBE FM fizi)<e THEM GO TO Z00
220 LET z=INT {z/(10%e)+.3): LET z=z¥exl10: FRINT AT 7+g,u;"=%="
2 LGOTO 210

I

Y
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200 LET n=n+l: LET z=INT (z/(10%e)+.5): LET z=z¥ex10: FRINT AT
FHg,uz“xX'ing"="3z

210 LET a=z+S5¥e: LET y=a+dx

320 NEXT g: NEXT u

T3 6O TO 1o

HKVYAaDRATRNE I FuUuUEnNnNE JEDNAC T NE
1972

Ovai jednostavni program nema nista zajednicko s poznatim
Lotusovim proizvodom. FPomoci ce svim srednjoskolcima koii  muku
mude 1 po poznatim formulama izradunavaiu nule funkcije
kvadratnih jednadina. Malo teZe je potraziti resenje odnosno
nulu funkciijie kubne Jjednadine, =zbog <¢ega Je dodata i ova
mogucnost.

Na pocéetku treba programu navesti koeficijente uz ¢lanove sa
%3, %2, % i konstantu. Zatim racunar izracduna nule i saopsti da
1i ima redenia odnosno da l1li su nule imaginarne.

100 GO TO 125:*REMY jednacine®2%3

101REM=input #kQé¢ k] Sk ERIHooa0

102 INFUT “koefopriww™ 4 1FI4f0F Sa s g k3

10Z INFUT "koettprisx™ 4 1r 24408 Sy o kD

104 INFUT "hkoefspri@u™ 1k 1440k draah]

105 INFUT "koefoprisg™ 4 1v040F S0 1 k0

106 RETURN '

110+REM*kub¥deg

111 LET qg=(3%k1-kZXk2/E3) 7 (FXED)

112 LET rr=((9kk28k1/L3) -27%k0-  Z¥E2KKIKEZ/ (B3R ) / (D4%K3)

113 LET pp={ggigg¥qqg+rriryr)

114 IF pps=0 THEN LET =s=56N (rr+S0R pp)* (AES (rr+8BR pp))~(1/
I): LET tt=(86N (rr-50R pp)) X ((ABS (rr-5GR pp))~(1/3)):
LET ui=ss+tt-kZ/(Z%k3): GO TO 116 o

115 LET »3={2¥30R (-qg))%C05 ({1/3)¥ACS (rr/S50R ({(-qq)"3)))-kd/
{(3¥E3)

116 FRINT ""real®®Q+",x32,

117 LET kO=x3X{x3+k2/k3Y+E1/7K3

118 LET ki=(x3+4k2/K3)

119 LET kZ=1

120+REM*kvad<deg

171 LET dd=<{(k1¥k1-4%kZ¥k0): IF dd<0 THEN FRINT ""komplex“";-kl1/
2/k2;"¢+—21X"$80R (~-dd)/(2¥k2): BEEP 1,-20: RETURN

122 LET x2=(-k1+S0R dd) /2/kEZ

123 LET x1=(-k1-5uR dd)/2/k2

124 PRINT «2,x1°

125 RETURN

126+REM>glavni®prog

127 &0 SUB 10l

128 IF k3<x0 THEN GO SUB 110

129 IF k3=0 THEN G0 SUBR 120

130 RETURN
1000 DEF FN ala)=2Xaka¥at+tsHkaxa+tbka+d
1001 PRINT FN a{-1}
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FHROSTI EROJEeE NV I

318

Frogram objavljuiemo zato jer bez niega skoro nema ni Jedne
kniige o paskalu. Nedete poverovati, ali i u bedjsiku Jje mogudce
da se potra2e prosti brojevi od 1 do 2000,

Upotrebl jeni algoritam sastavio je ved odavno ¢ika Eratosten
iz stare Gréke. Kao 3to je poznato, prosti broi bje broj koieg ne
deli nijedan broji bez ostatka, osim, razume se, Jjedinice.

Algoritam ne ispituie za svaki broij da 1i je prosti broj 1li
ne, nego naipre otpise sve parne brojeve i sebi u polju <Z
pripremi nekakvu statistiku. U poliu s jedinicom to znadi da Je
broj prost; takav se odmah ispise. Ako nademo novi prosti broj,
potrebno je sve vise produkte toga broja oznacditi da nisu prosti
brojevi. Algoritam je zato malo sporiji u traZenju najnizih
prostih brojeva, ali zate brz u trazeniu vedih prostih brojeva.

10 INFUT "Dovkogvbrojavda“trazim¥prostes*hbrojeve~?+" > ">"1dim
15 LET dim=INT (dim/2)

20 DIM z#(dim)

20 FOR i=1 TO dim: LET z#(1)="1": NEXT i

&0 PRINT 2,"Je%praostbroj=!"

70 FOR i=1 T0 dim

80 IF z$(i)="0" THEN GO TO 150
90 FRINT 24i+1,"je*prostobroj®!"
100 LET k=1

110 IF i+k¥(2¥%i+1) >dim THEN GO 7O 150
120 LET zs(i+kk (Zxi+1))="0"

130 LET k=k+l

140 GO 70 110

150 MNEXT i
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SISTEM LIMEARMNMIH JEDNMASCTIRNS

12560

Za mnoge probleme u fizici i tehnici redenie nije u obliku
samo Jedne Jednacine, kao npr. za kvadraturu kruga ili
elektricnu struju u zavisnosti od napona i otpora, nego pojave
zavise od vise velidina. Verovatno se sedate zadataka iz osnovne
5kole u stilu: Marko 1 Andriia imaju zajedno pet pomorand2i, a
Marko ima dve pomorand?e vise od Andrije. Zadatak biste svakako
umeli da resite i napamet, ali mo2e da se resi i tako, da se
postavi sistem Jednadina. Brolj pomorandz2i koje imaju Marko 1
Andrija oznadi se niihovim imenima. Tako se dobidju dve
jednadine: :

Marko+Andriia =5
Marko—-Andriia =2

Ko se razume u matriéni radun, napisade te jednacine ovako:
[AT X X = R.

Takve 1 slidne sisteme, sve do velidine 68 x 68, mozete da
resavate upotrebom ovog programa. Frogram najpre tako prepravi
matricu, da svi elementi ispod diijagonale imaju vrednost nula. U
posledniem redu svi elementi, sem diiagonalnog, imaju vrednost
nula. Sada sve Jednacine mogu 1 direktno da se izradunaju.
Foslednii element uvrsti se u sve gornje Jjednacdine i u
pretposlednioi Jednacini moZe da se i1izracuna slededi element.
Fostupak se ponavlia dok se ne rese sve jednadine.

Od 150. do 142. reda program se pobrine za unosenie podataka
(INFUT) i dimenziiu matrice. 0Od 1463. do 184. reda pravi nule
ispod dijiagonale. Sledi kontrola da 1i je sistem odreden ili ne
(dve nepoznate ne moZete da izradunate iz dve Jednake
Jednadine). Ma kraiu se ispisu nepoznate.

Frogram je du2i nego <to Jje potrebno. Obezbedi lep ispis, a
ako neko cesde resava sisteme Jjednadina, prepravidce program tako
da bude upotrebliiv kao potprogram kom treba =zadati broj
Jjednacina 1 nepoznatih te matricu. MoZe da se pobolisa i tako,
da se ista glavna matrica izraduna s razliditim stupcima s
resenjiima.

S0CREMTS1STEM=-L INEARNIH-JEDNACINA

151 FAFER 7: BORDER 7: INK 9: BRIGHT ©O: CLS3

152 INFUT "Er.¥iednacina®li®nepoznatihl®"jmev: LET mes=mev+l

153 FRINT BRIGHT 13"RESAVANJE“SISTEMAT™"imev;"x";mevi: DIM el
mev,mes): DIM x(mev): FRINT °° ‘

154 DEF FN pim,s)=(mi=7)XINT (32/m-0.001) %k (s-1)+(m=7)¥INT ({(5)/
2Y+{s=m AND m<:>7)

155 FOR v=1 TO mev: FOR s=1 T0 mes

5o INFUT "Element®E+("s(v)3", "1 {s); ") ¢ elv,8)

157 IF mevi=& THEN DIM as(i2): LET a%=5TR3% (e(v,s)): GO
SUBE 0708

158 IF mev s THEN FRINT “"ELEMENTSE(";{V)3","1(8);")",elv,s)

129 NEXT s

1460 IF mevsb6 THEN FRINT
161 MEXT v

162 INE &
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1535+
144
1465
146
1467
148
1589
170
171
172
1732
174
175
174
177
178
179
180
181
182
183
184
185+
186
187
188
189+
170

171

192
193
194

REMT @000 000000400D ] JAGONALA
LET ned=0
FOR s=1 TO mev-1: LET a=l
LET mau=s
FOR n=s TO mev

IF ABS e(n,s) *ABS e(max,s) THEN LET max=n
NEXT n
FOR n=s TO mes
LET loc=e{s,n)
LET e(s,n}=e{max,n)
LET ei{max,n)=loc
NEXT n
IF ABS eis,s)<{le-7 THEN GO TO C183
FOR v=s+1 T3 mev
IF ABS elv,s)71le-7 THEN GO TO 0187
LET gg=e(s,s)/el{v,s)
FOR n=s TO mes
LET elv,nl)=elv,n)¥qq-e(s,n)
MEXT n
NEXT v
IF ABS e(s,5)<1e~7 THEN LET ned=ned+1
NEXT =
ReM~krajvpetl je*za*nule
IF ABRS e(mev,mev)<le-7 THEN LET ned=ned+1
IF ned< >0 THEN FRINT *° FLASH 17 "SISTEM*JE<";ned;"“puta®
NEODREDJERN" 7
IF ned=0 THEN GU TO Ol%8

REM7i8pis®ako®neodredjeno
FUR v=1 TO mev: FUOR s=1 TO mes
IF mevi=& THEN DIM a3 (12): LET a$=5Th% (e(v,s)): GO
SUB 0208
IF mev:4 THEN FRINT "ELEMENT#E("; (M):",":1(5):;")",elv,s)
NEXT =
IF mev>& THEN FRINT

195 NEXT v

1967
197
198

19%
200
2
202

203

209

REM*racunanje*nepoznatih
FOR v=mev TO 1 STEF -1: LET gg=0
IF eiv,v)=0 THEN INFUT "Izaberi®w ("3 (V) 3") ¥ iniv): GO TOD
0203
FOR s=v+1 TO mev
LET gg=qgt+e(v.s)¥x{s)
MEXT s
LET x(v)=(elv,mes)~-qq)/e(v,v)
HNEXT v

*REM*ispis

F:F': I r‘ \!T ERI El HT 170 13 OF e ':::":::'R"‘::":::'E .;::..;:;.5.;;;, e e ] el Gy § Dl 0

FRINT ": FOR v=1 TO mev: FRINT PAFER (7-({v/2)=INT (v/2)))
' XTzavstupactiven (v NEXT v

RETURN

FRINT :TAE FMN pimes,s); INVERSE (INT ({v+s) /2 =(v+s) /2)

FAFER (7-(mes=s5)); BRIGHT 1:as(1l TO (INT (32/mec—.01)+¢(

mes=/ AMD s/ZCFINT (s/2))) )

RETURMN
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INTEGSHRAL

1608

Frogram racuna integrale 1 na krainiem intervalu (A,R)
kontinuirane funkciije F(x). Za integraciju upotrebliava formulu

Simpsona:

I = h/3 (F(A+h) +2F (A+2h) +. .. +2F (B-2h) +4F (B—h) +F (B)) +N

N 1715 (I{m)—1(2m)) ocena greske

h (A—B)/m korak integracije

FProgram sam odredi potreban broj koraka integraciijie m
obzirom na potrebnu tacnost e. Ispisana vrednost integrala
zaokruzena Jje na posledniem tacdnom mestu. Komentari su
redovima s REM, zbog ¢ega programu nije potreban komentar.

o

10 BORDER O: INK 7: FAFER 1
11 CLS
15 FOEE Z3609,150

19REM:

20 INFUT "FGor=";w$

S5 IF LEN w$=0 THEN GO TO 20
23 PRINT TAB Z;"F{xl=";w$

20 DEF FN f(x)=VAL w%

40 INFUT "donia¥granica“A=";a’ "gornia¥granica“gB="
ib’ "tacnostte="j;e
45 FRINT *TABR Z;"A="3:a’ TAR Z;"BE="3;b TAR Zj"e="3e

S50 LET m=3: LET I1=0
55 6O TO Z00

= b REM

*EQCUNHNJE "FUNECIJSE IH®—=

PR
P A S
LIl L

455 LET du=ABS (a-b)/m
70 DIM f({m+l)

80 LET n=1

0 FOR w=a TUO b STEF dx
100 LET §(n)=FN § (3,

110 LET n=n+i "

120 NEXT
130 RETURN
195 5REM

...... S e o s e e i i

200 LET s=f(1)+f{m+1)

210 FOR i=2 TO0 m STEP 2
220 LET s=s+4X%f (1)

220 NEXT 1

240 FOR i=3 TO m—1 STEF 2
250 LET s=s+2%f (i)

=50 NEXT 1
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410
420
430

SO

510
b7 by

520 LE

530
S40

LET I=1I1
LET Il=(du/2)%s
RETURN

-"F‘-EM" T T

it~ GLAVNT A FRUGRHM
LET m=mxZ

G0 SUB &0

GO SUB Zoo

&0 5UR 400

J GO TO Z00

# =t OCENAS S GRESKE S~ 40

LET nap“(I 117135
IF ABS nap+<e THEN GO TO 500
RETURN

LET I1= 11+nap
FRINT
ET I1=(INT (I1/e+.5))%e: FRINT TAR S;"I=";I1

FRUSE 0: IF INKEY%="" THEN GO TO 320
GO TO 20

matematika 1563



MESTO ZAa HVYAL ISannJdE

10 FAFER O: BORDER 0O: INE 3: CLS : LET d$="oiq¥ «f@%L f¥4UEA
OY¢fe Yoy, PRZEDA/ 4§ #4154 (¥/BA%FE 2484  DEa> [+ fXT@YLFUTRS) <
&)%), »*CaE~B-E@BBE#] 2, 244EH0112Z, 241129 /CHp0kdp Ol s pOldpOi
pOREpp ST (003 (P (002 (pL# (0L P (P (0 (P (0% (pL i/ +7BOLXBOL™
EOLEEOLHBOLERPEF (0% (PO (0L (pLACSTS | BRI FEECK T HTTTHLT T HDKEH
£PEHCTES LB\ TP TNAPNL) B/ A7 Q7 S HE, DX THE, THCBLREL RS HTB@L:
BA=@/Q7 07 CH@, SHe, CHESHHY, 07 SHpUAT THE, ¢T A% | pEEHAT TEE, ThE/
FUDREHH LR

=0 FOR z=1 TO B: FLOT CODE d$(1)-32,CODE d%(2)-3Z: FOR i=4 TO
CODE d$(3) STEF 2: LET a=FI1/64%x(CODE d$(i)-32): LET r=CODE
d$(i+1)-32: DRAW r¥COS a,rX¥SIN a: NEXT i: LET d$=d%(CODE d%
(3)+1 TO ): IF z»4 THEN INK 4: BEEF .1,30

40 NEXT z: PRINT INK 537 "=@"
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