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NE_O,1:INK 1,24:FEN 1:FAPER O:RORDER 1 :MODE 1

ESTORE 10000 FOR I=1 TO 16:READ X#:LOCATE 1, I:FRINT X#F:NEXT I
F=INKEY#:IF X#="" THEN 4 ELSE CLS

CLS:INFUT "Nombre del Jjugador 1 (max. 10 letras) "snFE:IF LEN(nF) 210
CLS:INFUT "Nombre del jugador 2 (max. 10 letras) "amF:IF LEN{m#F) >10
CLS:L0OCATE 9,10:FRINT"NIVEL DE JUEGD (1 o 2)"

AF=INFEY®:IF w#="1" THEN nj=1 ELSE IF u#="2" THEN nj=Z ELSE 16

CLS:pn=0:pm=0:FX=10:FY=10:X1=6:Y1=11:X2=3%5:Y2=10:605UR 2000:60TQ 00

IF yiyl-2 OR yiryl+2 THEN RETURN ELSE IF (y=yl—2 AND iy=1) 0OR
THEN SOUND 1,100,5,7:ix=—ix1iy=—iy:RETURN

SOUND 1,100,5,7:ix=—ix% :RETURN

IF yuy2-2 0R yry2+2 THEN RETURN ELSE IF (y=yZ2-~2 AND iy=1) OR
THEN SOUND 1,100,5,71ix=~ix1iy=—iy :RETURN

SOUND 1,100,5,7:ix=—1i% :RETURN

IF y<yl-1 OR yryl+1l THEN RETURN ELSE IF (y=yl—1 AND iy=1) OR

(y=yl+2

(y=y2+2

{y=yl+1

THEN 10
THEN 12

AND 1y=

AND' iy=

AND' iy=



=1 CTHEN SOUND 1,100 ,5 ,71in=~ixtiy=—1iyix=px ty=pyiRET

URN

122 SOUND 1,100,5,7:1ix=—1ix1¢=px sy=py :RETURN ,

130 TF g P-1 OR yiyg2+1 THEN RETURN ELSE IF (y=y2-1 AND iy=1) OR (y=y2+l AND iy=
-1) THEN SOUND 1,100 ,5,71ix=-ixtiy=—iyii=pxiy=py:RET

URN

132 SOUNDH- 1, 100,57 1ix=—1x 1x=px ty=py:RETURN

140 FOR. I=-1 TO 1:LOCATE 21 ,yl+i:FRINT" ":NEXT i:FOR_ i=-1 T0 1:LOCATE xx,yyt+ti:FR
INT CHRF (138) :NEXT isxl=uxiylsyy:RETURN . ,

150 FOR I=-1 TO 1:L0CATE ~,gh+1 FRINT" ":MEXT i:FOR i=-1 TO 1:LOCATE xx,yy+i:FR
INT CHR#F (133) :NEXT i:x2=uxiy2=yy:RETURN

Q00 LOCATE FX,PY:FRINT" ”:FDR i=6 TO 35:XF=INKEY#:LOCATE i,1:FRINT CHR#(143):L.0C
ATE 1,20¢ FRINT CHRE (143) :NEXT Toxx=b6ryy=11:60SUR 140

x=351yy=10:605UE 150 °

10 px=21:py=10:IY=1: Z RND-IF 250.5 THEN iX=1 ELSE iX=-1

1000 WHILE (px<3% AND #6)

1010 M=DH+iH:g=pg+lg.IF g=2 OR y=19 THEN iy=-iy:S0UND 1,150,5,7

1020 IF (u=uxl+1 AND ix=-1) THEN GOSUER 100 ELSE IF (x=ix1 AND ix=-1) THEN GOSUER 1Z
0

1030 IF (x=x2-1 AND ix=1) THEN GOSUE 110 ELSE IF (x=x2 AND ix=1) THEN GOSUE 130
1040 LOCATE pi,py:FPRINT" ":LOCATE x,y:FRINT CHRE(144) :px=xi1py=y

1060 x#F=INEEY#:IF («#¥="qg" OR x#="Q") AND yl1>3 THEN xx=xliyy=yl-1:G05UE 140

1065 IF xx="[" AND g_.B THEN xx=x2:1yy=y2-1:608UF 150

1070 IF Gi#FE="a" OR x#="A") AND yl1<18 THEN xu=xl:yy=yl+1:60SUE 140

1075 IF w#="1" AND 42418 THEN xx=xZiyy=y2+1:60SUE 150

1077 IF njg=1 THEN GOTO 1200

1080 IF xFE="\"_ AND u;~34 THEN sx=x2+1-1yy= g_.GDSUB 150

1083 IF (eF="x" OR xF="X") AND 2118 THEN xu=xl+l:1yy=yl:GOSUE 140

1090 IF x#="/" AND xE?EE THEN xx= 2—1:ug=g2:GDSUH 150

1095 IF (x&="Z" OR x#F="z") AND x1>7 THEN xx=xl-1:yy=yl ::G0SUER 140

1200 XE=INEEY#:WEND

1300 IF FX*34 THEN FN=FN+1 ELSE FM=FM+1

1302 GOSUR 2000:G0T0O 200

2000 LOCATE 6,22:FRINT n#i":"3pn:LOCATE 6,24 :FRINT m# ;" :" ;pm:LOCATE 9,1 :FRINT"1:
FARTIDA 2 :ABANDIONAR"

2002 XF=INKEY#:IF X#="1" THEN RETURN ELSE IF X#="2" THEN 4000 ELSE 2002

4000 CLS:RUN"

10000 DATA " TENIS",," Juego de tenis para dos Jjugadores, con","do
5 niveles de Jjuego, en el nivel 1, la","ragueta se m

ueve solo en sentido verti-","cal en el nivel 2, én sentido vertical y","horizon
tal.”

10002 DATA" El Jjugador 1 esta a la izquierda y mue-","ve con B,A (arriba y abajo
), Z,X (izg.","der.), y el Jjugador 2 esta a la derec

ha',"y mueve con [,]1 (arriba y abajo), /,\","lizq. der.).",,,," FULSA TECLA
PAhA CONTINUAR"




