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FARRE = * %
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g e = e Initialisi erung T TS S S T T T T T T S T T S T T A T I S IR B
10 MDDE 1:B05UB 110:runde=0

20 BOSUE SO0

2 e e e ettt e e Hauptprcgramm B T e ]
30 GOSUR 180:xi1=2:unl=2iyi=2:ynl=2su2=20:un2=20: y2=12:yn2=1Z:1hi=3thni=3: WHILE a=

40 GOSUER A470:G085UR 2Z10:E0OSUR 250:B0SHE Z00: BOSUR 2460

S0 NEND LOCATE .r.l.,yl PRINT " ":10CATE x2,y2:PRINT " “:0LS#1 )
=9 —— e === Punkteauswertung e e e e e e R R E T S T I T e e
&0 IF a=1 THEN pl=pi1+1:FRINT#1,"1 Funkt fuer Flayer 1"

70 IF a=2 THEN pl2=p2+1:FRINTH#1,"1 FPunkt fuer Flayer 2"

850 GOSUR 840:IF runde>Z THEN GOSUER BBG

90 GOSUE 470:a=0:60T0 320

DT e e e o e e e e e Farbinitialisi erung e e B T
100 INK 0,262 INK 1,7:INE 2,3:INK I,0: BORDER 3:RETURN
1015 "soesousasesatsise et tan Symbgl B e e e e e e e e e e e e e e e e e e e e i s

110 SYMBOL AFTER 190

120 SYMBOL 190,255,129,129,129,129,129,129, 255
130 SYMBOL 194.255,0,0,255.14,146,14,239

140 SYMBOL 195,187,48,68,199,4,4,4,251

1S5S0 SYMBOL 1946,247,8,8,255,205,33,33,227

160 SYMEOL 200,108,144,186,69,161,138,100,2
170 RETURN

179 ‘= == = ] Begchriftung e == — =
180 WINDOW #1,1,40,24,25: FAPER#], 5: FEN#1, 2: CLG#1

190 FPRINT#1,"Punkte Plaver 1: Flayer 2:"

200 PRINT#I,“HEIp:“;:EETURN

209 T e e ngabfrage F1 ayer 1 e b e o o s

210 xnl=x1+({INKEY (74} >~1)—~{(INKEY (75) >—1) »
220 ynl=yI—-(INKEY (73} >—1)+(INEEY (72 >—1}2TF x1<{>ni Ox y1<>ynl THEN SOUNL 22,1500
$1:9 )



2Z0 hni=hi+{INKEY{7&)2>-1):IF hni<O THEN hni=0

240 RETURN

249 "= == ,oyabfrage Player 2 ==
290 xn2=x2+{INKEY {(S0) >—1) - (INKEY (51) >-1)

260 yn2=y2—(INKEY (49} >—1)+(INKEY{48) >—1): IF x2{>xn2 UR y2<>yn2 THEN SOUND 1,1000

9145

270 hn2‘h2+(INKEY(52)}—1) IF hn2<0 THEN hn2=0

280 RETURN

289 Helpladegeraeusch ==== =
790 FOR i=1 TO 1000 STEP 100:SOUND 1,1010-i,2,13:NEXT i:RETURN

299 'm==ss=se= ====== Beweqgung Player 1 emm===

300 IF xn1=21 AND ynl=iX THEN hi1=3:xni=xlzynl=yl: GOSUB 290: RETURN

310 IF #¥n1=27 AND ynl1=15 THEN a=1:RETURN

320 IF TEST(xni1#*16-3,402-1&4%ynl1)=0 AND TEST(xnl*Ib—i 401-16%¥yn1)=3F THEN xnl=xnl+
{S*ixni—x1)):605U8 430:RETURN

IZTO IF TESTixni*14—-B,410-1&%yn1)=2 DR TEST(xn1*146-B,410-14%ynl1)=3 THEN xnl=xi:zyn
1=y1: RETURN i ;

340 IF TEST(xni#lb4-1,401-146%ynl)=0 THEN GOSUB 430:RETURN

IS0 RETURN

359 "= Bewsgung Flayer 2 ===

F&0 IF wn2=21 AND yn2=13 THEN h2=3:xn2=x2:yn2=y2:605UB 290: RETURN

370 IF xn2=xni AND ynl=yn2 THEN a=2:RETURN

IO IF TEST(xn2¥16-3,403-16#yn2)=0 AND TEST (xn2#14—1,401-16#yn2)=3 THEN xn2=xn2+
(5% (xn2-x27) ) : GOSUB 460 RETURN

390 IF TEST (xn2#16-1,401—1&6%yn2)=1 AND h2<{>hn2 THEN GOSUB 210:605UB I00:6G0O5UB 44

O h2=hn2: RETURN

400 IF TEST (xn2#16—8,410-146#yn2)=2 OR TEST (xn2#16-8,410-16%yn2)=3 THEN xn2=x22yn
2=ywZ3 RETURN

410 IF TEST(xn2#¥14-1,401-1&#yn2)=0 THEN GOSUBR 440:RETURN

420 RETURN

429 ‘== === == Hinderniss setzen SoEosomSEEEEoomEmEm=SSmmSSmImmImIERS

A3Z0 LOCATE x1,y1:PAFER 0:IF hnl<>h1l THEN PAPER 1: PRINT" “:PAPER O:hi=hni:GOTO 45

O .

£40 PRINT" "

449 ‘TEosSSSsEsSSSSsommEeEs = Player 1 ausgeben = o =

450 LGCATE yni,ynl.PEN F:PRINT CHREF{248+INT{RND%*4)):x1=xnl: yl—ynl RETURN

/457 == Flayer 2 ausgeben WEES=S=E=SEESRETE

4&0 LOCATE x2,y2 FAPER Oz PRINTY *:_OCATE xnZ2,yn2:PEN 1:PRINT CHR$(24B+INT(RND*4)
sxP=xn2s y2=yn2: RETURN

469 ————— === Punkte ausgeben “““““

470 LOCATE#1,17,1:PRINT#1,p1:LOCATE#1,36,1:PRINT#1,p2 :

477 == Helps ausgeben e

480 LDCATES#1,7,2: PRINT#1,b1: L DCATE#] ,30,2: PRINT#1 ,h2

490G RETURN '

a49q - = DATA's fuer Spielfeld e ==

SOR BB Ludelslahedlal dad lsledsdslolelalatylalelo i dnlal dododdad,1,0,0,141,0
1,1,1,1 k

k] L) L Bl

510 DATA 1,0,0,0,0,0,0,0,0,0,0,1,0,0,0,0,0,0,1,0,0,0,1,0,0,0,0,0,0,0,0,0,0,0,0,0
0,1,0,1 ' )

L R Bl B

320 DATA 1,0,1,1,1,!,1,1,0,0,0,1,9,1,1,1,1,0,1,0,1,0,!,0,1,1,1,1,1,1,i,1,i,1,0,1
'{)'1’0!1

530 DATA 1,0,1,0,0,0,0,1,0,1,0,1,0,1,0,0,0,0,1,0,1,0,0,0,1,0,0,0,0,0,0,0,0,1,0,41
30,0,0,1 :

540 DATA l,0,1,0,1,1,0,0,0,1,ﬂ,l,O,i,O,i,l,I,1,0,1,1,1,1,1,0,i,1,1,1,1,1,0,1,0,l
51’111'1’ 5

550 DATA 1,0,1,0,0,1,1,1,1,1,0,0,0,1,0,0,0,0,0,0,1,0,0,2,1,0,1,2,0,0,0,0,0,1,0,0
0,0,0,1 i

E R 3 ¥ >

540 DATA 1,0,1,0,0,1,0,0,0,1,0,1,0,0,0,1,0,1,1,1,1,0,1,1,1,0,1,1,1,1,1,1,0,1,1,1
Tl a1 ,



570 DATA
W W 5 O |
S80 DATA
gl 501 44
$90 DATA
o3 o O O3
600 DATA
W N, |
610 DATA
50,0,0,1
&20 DATH
o o O
630 DATA
s 1200, 1
640 DATA
5 1,0,0.1
&50 DATA
gl50z1,41
660 DATA
% o, I I
670 DATA
41,0,0,1
680 DATA
+15150,1
690 DATA
20,1,0,1
700 DATA
o f0 N |
710 DATA
30,0,0,1
720 DATA
W, 08
729 *

1,0,0,0,0,1,0,1,1,1,0,1,1,1,1,1,0,0,0,0,1,0,0,0,0,0,1,0,0,0,0,0,0,1,0,0
1,0,1,0,0,1,0,0,2,1,0,1,2,0,0,1,1,1,1,0,1,0,1,1,0,1,1,1,1,0,1,1,1,1, 1 0
1,0,1,0,1,1,0,1,1,1,0,1,1,1,0,1,0,0,0,0,0,0,0,1,0,0,0,0,0,0,1,0,0,0,1,0
1,0,1,6,0,0,0,6,0,1,0,1,0,0,0,1,o,1,1,1,1,1,0,1,1,1,0,1,1,0,1,0,1,o,;,a
15051,1,1,1,1,1,0,0,0,1,0,1,1,1,0,1,0,0,0,1,0,0,0,0,0,1,1,0,1,0,1,0,1,0
15041 ,0,0,0,0,1,0,1,1,1,0,0,0,0,0,0,0,0,3, 8,0, 0lslslolel 0sled,1,0,1,1
1,0,1,0,1,1,0,1,0,1,0,1,0,1,1,1,0,1,0,0,0,1,0,0,0,0,1,0,0,0,0,0,0,0,1,0
105 O, B, O TR (U ORI TR SO W TR (N N N N T O O O
1,o,1,1,1,0,0,0,0,1,0,1,1,1,1,1,0,0,0,0,0,0,0,1,a,o,i,n,c,a,o,o,o,n,o,u
1,0,0,0,0,0,0,0,0,1,0,0,0,0,0,0,0,1,0,1,0,1,0,1,1,1,1,1,1,0,1,1,0,1,1,1
1,1,1,o,1,1,1,1,0,1,1,1,0,1,1,1,1,1,o,1,0,1,0,0,0,0,0,0,0,9,2,1,o,z,z,u
1,0,0,0,0,0,0,1,0,0,2,1,0,1,2,0,1,0,0,1,0,0,0,1,0,1,1,1,1,1,1,1,0,1,1,0
1,0,1,1,1,0,0,0,0,1,1,1,0,1,1,0,1,0,1,1,0,1,0,1,0,1,0,0,0,1,0,0,0,0,0,0
1,0,1,0,1,0,1,0,0,1,0,0,0,0,0,0,1,0,1,0,0,0,0,1,0,1,0,1,0,0,0,1,1,1,1,1
1,0,0,0,1,0,0,0,0,0,0,0,0,1,1,0,0,0,1,0,1,0,0,1,0,0,0,1,0,0,0,0,0,0,0,0

i 3% W6 GRS WS NS 0 6. OO (R 6. O e 0O, TS U NS DO OO (O OO G L U TR U 0 0 0 N,

.Splelfeld aufbauen

730 INK 0,0:INK 1,26:INK 2,0:INK X,0: BORDER 3:RESTORE 500:GOSUB 810:L0CATE 1 1:F

EN 3:FOR
740
750
760
770

i=1 TO 23*40

READ z:ON z+1 GOSUB 740,770,780,790,800
SOUND 1,23#8+10~INT(i/5),1,15:NEXT i:GOSUE 100:RETURN
PRINT *
PEN 2:PAPER 3:PRINT CHR$(194+INT(RND#3));:PEN 3:FAPER O:RETURN

s : RETURN

780 PRINT CHR#(190) 3 :RETURN

790 PRINT CHR$(1%91);:RETURN

800 PEN 0:PAPER 2:PRINT CHR$(191);:PEN 3:PAPER O:RETURN

809 =e==smama=== MORELL praesentiert '

810 LOCATE S5,23:PEN 1:PRINT "MORELL praesentiert”

B20 LOCATE 9,25:PRINT "C A T L H":

830 RETURN

B39 ==ssssssssssssssszzssooms Musik - =mm=sosss==sssss==s
840 runde=runde+1:SOUND 1,284,80,15:S0UND 2,548,80,15: S0UND 3,287,80,15:S0UND 1,

190,15, 15: SOUND 2,379,15, 15: SOUND 3,193,15,15: SOUND 1,179,15,15
BSO SOUND 2,358, 15, 15: SOUND 3,182, 15,15 SOUND 1,159, 15, 15: SOUND 2,319,15,1%5: SOUN
D 3,162,15,15

860 SOUND 1,225,60,15:S0UND 2,451 ,60,15: SOUND 3,228,60,15:SOUND 1,179,50,15: SOUN
D 2,358,50, 15: SOUND 3,182,50,15: SOUND 1,253,80,15: SOUND 2, 506,80, 15=SDUND 3,256,
80, 15: SOUND 1,213, 100,15

870 SOUND 2,426,150,15: SOUND 3,214,100, 15: RETURN

are -

880 FOR x=2 TO 39:FDR y=2 TO 22

gt

Hindernisse ausraeumen

820 IF TEST (x#16—1,401—-1&%y)=1 THEN LDCATE x,yzPRINT * ©®
P00 NEXT y,x:runde=0:RETURN



701
02
203
04
05
06

£ 3536 36 36 35 505 3 216 3695 0 6 396 26 25 3050 396 36 362606 346 026 - BE-3E-6 58 33056 3E 96 30 36 JESE 96903 6 56K 30 I6 90 06 30 3300 HE 06300 06 I 6

s REM-Zeilen haben keinen Einfluss auf den Programmablauf A
Tan Himem—fre("")=5606 [ chne REM-Zeilen 1 ' *w
i 3 Himem—Fre("")=B409 L mit REM~Zeilen 1 * %
TRE Dateiname : CATCH Start mit RUN *%

:: **************************************************************************



