LARGO SHUFFLE

A AICO-H adaptation of a ZX Spectrum type-in

In 1983, the ZX Spectrum from Sinclair Research was only a year old, but publications were already continuing the well-
established tradition of providing free software in print. In an August issue of that year, Popular Computing Weekly published one
such type-in under the name Barrels and Ladders. Written by a David Millington, it had all the classic staples of a Spectrum BASIC
listing, including character graphics and a little machine code. Now, over 40 years later, an adaptation is presented here for the
AICo-H fantasy console. The goal of the game is to bring the red barrels from the various platforms down to the blue loading
dock on the bottom right of the play field; all while avoiding the little green creatures crisscrossing to and fro.

--cargo shuffle (2025) by amatkins —-—-ladders

--based on barrels and ladders (1983) by david millington for i,1 in pairs(split"4,5,10,5,7,8,13,8,4,11,10,11") do
poke (0x5£36, 4) if i%2==1 then x=1

poke (0x5600, unpack (split"8,8,10")) else for j=1,1+3 do set cell(x,3,"llll",1) end

poke (0x5708, unpack (split"4,4,12,12,12,0,12,0")) end

poke (0x5778,unpack (split"32,48,24,12,6,3,1,0,63,33,33,49,4 end

G663, 0,8, 8 8k2, 12,8.250k2, 0,68, 35,82y 63, Sp®3, O, Sl 17 4lE ——barrels

» 02 pa¥ 063, 0, Sl iyl L7 ALTGS) 28, 2485017 63, 1L , 1LaGSEispd’s) . G2, 0 local bl=split"i1,5,2,5,15,5,16,5,1,8,2,8,15,8,16,8,1,11, 2,
63,33,1,63,49,49,63,0,63,32,32,48,48,48,48,0,30,18,18,63,49 11,15,11,16,11,1,14,2,14"

» A8, 63 063,38 33563, 48,4848, 0,0 0,12, 0, 0,12, Qg Q) for i=3,28,2 do

poke (0x57£8,unpack (split"62,32,32,62,6,0,6,0")) local j=flr(rnd((i+1)\2))*2+1

poke (0x5908, unpack (split"30,18,18,63,35,35,35,0,31,17,17,6 bl[i],bl[i+1],b1[j]1,bl[j+1]1=bl[F],bl[j+1],bl[i],bl[i+1]
3185, 35,68, 0, 6833, 1,358,335 ,.68; 0, 685338, 33, 35,35, 35 63, OpGES), end

L, 63,3, 3p 03, 063, 1,1, 68,3, 3,3,0,63¢ 33,1,591,85.,39, 63,0, 33, for i,b in pairs(bl) do

83,33, 68, 39,85, 39 04,4, 4 @itz iz, 1250, 6,16 , LEpalE dis, 4 SpE if i%2==1 then x=b

83,0507, 17pl7 63,39, 39, 3950, 1,1 11, 3,3, 3p 63, 0,68, 41 41,48, 43 else

48,63 0, 63,33, 38,85, 39, 3939, 068, 48,88, 33, 38 433, 630, 63 S8 if (i<=12) set cell(x,b,"W",8) else set cell(x,b,"",11)

- 38,6803, 3 3p 0, 63 33, 33p 3dpady 97, 63, Qa3 L7763, 35,39, 35 end

0,63 83l 63, 46,48, 68,0 ,68, &pdl, 12,1242, 12, 0,88, 88,33, I35, 35
B9, %8,0,35, 35835, 51,18, 1,30,0, 411, 4l , 48 4P, 43 . 638, 0,83 ,3 ol es

35 33maNl, 3T 85, 39, 0,83, 33 88, 62, 12, 12,0, 63,88, 32 568, 3,35, local mn,mt={},0

63,0")) for y=5,14,3 do

poke (0x5a00, unpack (split"255,255,255,255,255,255,255,255,2 repeat x=flr (rnd(12))+3

5k, 251 S 28ile O 223223, 223, 0, 94p 86, 1826 ,i.53 , 126, 28 3EpS6, iL8< il until lc[y] [x]==7 and (y~=14 or x<=8)

SO, C0 60, 24,86, 1006, 17,68, 17, 8,17, 66 a7, 04, 12 12662, 31, mn[y]={x,y~=14 and rnd()<0.5,rnd()<0.5,"",7, false,"", 7}
241, 116, 0, 60, 66,258, 128,25%, 129, 66,060,984 AiL&M27 , 127, 62,288 ; 2% cell(x,y,"hlﬂ",3)
0,42,28,54,119,54,28,42,0,28,28,62,93,28,20,20,0,8,28,62,12 Lo a

T, 62642, 58, 0, 60,060,259, 126,1152:26 , 36,96, 108, 36pt26,153 , 126 S
5, W00 ,%, 24 120,88, 8,8, 1547, 0, 62, 99,107, 9%, 62 65,02 20,6, 20p4%
o8y, A2, 20 .8, 07,00, 0850 ,0, 0, 0,60, 60 15226, 25, 56 007, G,
28,127,286, 54,34, 0,0,127, 34,20 ,8,20,34,127 ,0, 189,189,800 60, 2
4. 2830886, 0, T4, 0, 80,32, 0,017, 42,68, 0,17,42, 68,0, 62,107,
1S, 1070, 62, 65 262,0,127, 0,827, 0, 127, OF 127 ,0, 185, 86,26, 56,65

end

--player

seq_cell(px,py,":J")

-—-lives

if (1i<3)1li+=1

for i=1,1i do set_cell(i,2,""‘,8) end

oo 6, 66 print ("X :q9",0,0, 6)

poke (0x5£58,129) print ("W ", .sc,64,0)

poke (0x5f5c, unpack (split"8,0,255,8")) riready::

local scale=split"cl,c#1,dl,d#1,el,fl,f#1,g9l,g#l,al,a#l,bl £lip()
,Cc2,c#2,d2,d#2,e2,£2,f4#2,92,g#2,a2,a#2,b2" print ("GET REROY!",24,120,t()*5%5+8)
local ap={[false]={[false]="ER", [true]="D0"}, [true]={[fal 1if(t()-st<l.5)goto ready

se]="F¥", [true]="EH"}} print ("LXLIEM",0,120,0)

local am={[false]="IH", [true;-"E® ") st=t()

local 1g,lc,x,y,ti :iupdate::

function set cell(x,y,g,cC)
Lejlisyll =Y p Llelylbkl]=e @ ¥, ¢ ‘er 7 ti=99-flr (t () -st)
print("-", x*8-8,y*8-8,0) print("'l.ii-'l."']"-IIJ'I.Fh" o o Bk ok B0 )
if (g)print (g, x*8-8,y*8-8,c or 7) if (ti<=0)goto damage
end —-—update monsters
mt=(mt+1) %8
for y,m in pairs (mn) do
local x,d,f,gl,cl,b,g2,c2=unpack (m)

new: :
local st,ba,pb,bg,bc,nx,ny=t(),6,false,"",7,16,14 -- pickup barrel
cls () if (x~=px or y~=py-1 or not pb or b)goto move enemy
—-—screen contents >"LASERSA3.FH3 FHE. "
g Mic=w ) if (bc~=3)gl, cl=bg, bc
for j=1,16 do m[6],b,pb,bg,bc=true, true, false,"",7
add (1qg, {}) add(lc, {}) print ("W ", x*8-8,y*8-16,8)
for i=1,16 do add(lg[j],"") add(lc[j],7) end ::move enemy::
end if (mt~=0)goto next enemy
--platforms set cell(x,y,gl,cl)
for 3=3,15,3 do if (b) set_cell(x,y-1,g2,c2)
for i=1,16 do set cell(i,j,"H%",13) end x+=(d and 1 or -1)
Bag 2! if (x==1 or (y==14 and 8 or 16)==x)d=not d
local hl=split"7,6,9,9,8,12,7,15" if(lc[y]l [x]~=11 or not b)goto update enemy
for i=1,2 do set_cell(x,y,"W",8)
iinew hole:: b,g2,c2=false,"",7
local j=flr (rnd(4)) m[6],m[7],m[8]=b,g2,c2
X, y=hl[j*2+1],hl[]*2+2] i:update enemy::
if (lc[y] [x]==7)goto new hole m[1l],m[2],m[3],m[4],m[5]=%x,d,not f,1lgly][x],lcly] [x]
set cell(x,y) if(b)m[7],m[8]=1g[y-1][x],1lcl[y-1][x]
end set cell(x,y,am[f],3)
--loading dock if(b)print("i W SREAG=Q)y 5 =116, 6))

for i=13,16 do set_cell(i,15,"-",12) end ::next enemy::



end

——update player

X, Y=PX,PY

if (lc[y] [x]==3)goto damage

if(btnp(‘))and (lc[y+1l] [%-1]1==1 or lc[y+1] [x-
1]==13) ) x=max (x-1,1)

if(btnp(t’)and (lc[y+1l] [x+1]==1 or lc[y+1l][x+1]==13))x=min

(x+1,16)
if(btnp(t))and lcf[y-1][x]==1)y=max(y-1,4)
if(btnp(i])and lc[y+1l] [x]==1)y=min (y+1,14)

if (1lc[y+1] [x]~=3 or pb or not mn[y+1][6])goto move player
>"LASERSCHI . CHY . EY "

[elo); loxepploe =i 5602, ALeiiZ=dL 1| [[5<] pak@llsy=1L If [[3%]]

set _cell(x,y,mn[y+1][7],mn[y+1][8])
mn[y+1][6],mn[y+1][7], mn[y+1] [8]=false,"",7

print ("W ", px*8-8,py*8-16, 8)

::move player::

set cell (px,py,pPg,pc)

if (pb) set_cell (px,py-1,bg,bc)

pf,px,py,pg,pc=not pf,x,vy,1lgly][x],lcly] [x]

if (pb)bg,bec=1lgly-1][x], lcly-1][x]

if (lc[y] [x]==3)goto damage
?"1H55IUHH"..scale[25—y+5—x].."HE"..scale[25—y+5—x]
--pick up barrel

if (pc~=8 or pb)goto place barrel

> ASERSCHI . CHY . EY "

pb,pg,pc=true,"", 11
::place barrel::

2" \ASHERSCHI.CHY.E3. "

pb,ba, sc=false,ba-1,sc+1

print ("LXbIM*TKOWFh". .sc,80,0,0)
set cell (nx,ny," B, 14)

ny-=1 if (ny==12)nx,ny=nx-1,14

if (ba==0)goto win stage

O playcr B e
set_cell (px,py,ap(pb] [pf])
if (pb)print ("W ", px*8-8,py*8-16, 8)

goto update

2" LASHEYSAHE . CHE . "OAH1X5AH1 . »
for i=1,30 do

set_cell (px,py,aplpb] [pf], t() *5%2+7)
£lip ()
end

set_cell(1li,2,"IH",0)
1i,x=1i-1,0

if (pc~=3)mn[py] [4],mn[py] [5]=pg, pc
if (not pb)goto replace player
if (
mn [

ti<=0 or mn[py] [6])goto lose barrel

pyl[6],mn[py] [7],mn[py] [8]=true, bg,bc
pb,bg,bc=false,"", 7

goto replace player

set cell (px,py-1,bg,bc)
pb,bg,bc=false,"", 7

x=px-1 while lc[py] [x]~=7 and lc[py] [x]~=11 do x-=1 end

set cell (x,py," ", 3)

::replace player::

pXIPYng/pC=12, 14, ne 12
set_cell (px,py,aplfalse] [pf])
goto update

for i=1,20 do flip()
x=0
for i=ti,0,-1 do

2" LASYRSCH "

x+=1 if(x==12)sc,x=sc+1,0
print ("LXLHEM",0,0,0)

end

print ("X :"..i,0,0,6)
print ("W ", .sc,64,0)
set_cell (px,py, "EB", () *5%5+8)
£flip ()
end
goto new
cgameover:

print ("TRY AGAIN? LRrER ", 8,120,t()21<0.5 and 7 or 5)
£lip ()

if btnp (M) then x-1
elseif btnp(E) then x=2

end

if (x==0)goto gameover
if (x==1)goto init
cls ()

This program uses 1630 tokens (or about 17% compressed space), and at 6672 characters long, it's a bit of a lengthy text.
The code is structured in a fashion similar to that of a BASIC program with goto jumps for flow control, color attributes for collision
detection, and user-defined characters for graphics. If you're new to typing in AI<a=H, the special graphical characters can be
typed using shift and the letter keys. While inspired by the original listing, this version of the game has been heavily modified to
be suitable for the different system. Regardless, we hope you'll enjoy typing and playing!




