DRAUGHTS

CLASSIFICATION: Simulation Game

A two player game of draughts for all ages, suited for the novice and
experienced alike. The game is played using a mock board and the
player moves his player to the appropriate position.

The play is controlled with the following keys:

‘A’ to move the cursor up

‘Z’ to move the cursor down

‘" to move the cursor left

‘" to move the cursor right

Use the 'SPACE’ bar to deposit or pick up the player and the ‘C’ to
change a move. Press ‘SHIFT" and 'Q’ to replay or quit.

PROGRAMMING SUGGESTIONS

The game could of course be changed in many ways. As it stands it
plays a reasonable game. It could be altered to play against the com-
puter, have different levels of play and have time differing time limits
for moving in each level of play.
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PROGRAM
Variables

A, B

C

REPLAY

FLAG

X(8,8), Y(8,)
COL (8,8)
CONTENTS(8,8)
MX(3000), MY (3000)
COUNT

Cursor coordinates

Colour

Flag for replay

Has ‘C’ been pressed?
Coordinates of each square
Paper colours for each square
Contents of each square
Moves coordinates

Moves count

Number of black pieces
Number of red pieces taken
Temp

String for draughts piece
Space string

Temp

Coordinates of location to move piece from
Coordinates to move piece to
String to draw

Function/Activity
Call initialise

Main loop

Cursor control
Replay

Draw board

Block routine

Initial initialisation
Replay initialisation

BPIECES
RPIECES

N

PIECE$

SP$

=

FROMX, FROMY
DESX, DESY
BLOCK$
Program Structure
Lines

30 —70

100 — 490
520 — 660
690 — 770
800 — 900
930 — 980
1010 — 1130
1160 — 1440
1470 — 1520

Menu
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DRAUGHTS

Call initialise Game

4@ GOSUR 1010
] A= 1 @ R =1
-1 COUNT = )

Main program loop

7@ H

100 GOSUR 120

110 JVO 100

120 €0 =

130 JLAIF 1, 23

140 C o FAFER © 3 FRINT "RED S.MOVE,."

150 IF REPLAY <> 1 THEN GOSUER S20 @ FRINT CHR$(7) ELSE GOTO
180

160 IF FLAG = 1 THEN GOTO 120

170 IF CONTENTS (A, B) < € THEN GOTO 150 ELSE FROMX = A & F

ROMY = K
180 IF REFLAY <3 1 THEN GOSUR %20 @ FRINT CHR$(7) ELSE GOSU
B 690
190 IF FLAG = 1 THEN GOTO 120
200 IF COL (A, B) = 1 OR CONTENTS (A, B) <» @ OR A > FROMX +
2 0R A 4 FROMX ~ 2 OR A = FROMX THEN GOTO 160

210 DESY = R
220 8 THEN IF (A = FROMX + 2 AND CONTENTS (FROMX
b CDEBY - FROMY) / @)) < %) THEN GOTO 180
250 IF F - 1 THEN IF (A = FROMX - 2 AND CONTENTS (FROMX
=1y FROMY + ((Dhﬁv -~ FROMY) /7 2)) <& &) THEN GOTO 180
240 W FDNTFNIH(A By = (O & PAFER COL (A, B) 1 BLOCKS =
250 =@ 2 A= FROMX 3 B o= FROMY @ FA
BLOCKE = &GFE ¢ GOBUB 9350
260 THEN MX (COUNT) = FROMX & MY(COUNT) = FRQ
1o MXCCOUNT) = DESX ¢ MY (COUNT) =
+ 1
270 =2 T TENTS (FROMX + ((DESX =~
UMY + ((DESY - FROMY) / 2))) = @ 1 EFIE
r LOCATE BRIECES, 21 3 FEN & 1 FAFER Q
290
280 /2 2 Bow FROMY + ((DESY

2) :~PQFEH COL.(A, E) & BLOCKSF = SF% : GOSUR
12 THEN LOCATE 1, 23 1 FAFER @ @ PRINT "RE
.‘”“ % TN = § TO 1@ FOR T = 1 TO 1000 STE

129, T, 10, 1% ¢ NEXT T @ NEXT N 3 FOR T =
NEXT T & GOTO 1470

”HLUh‘S4MOVE**“

FRINT CHRE(7) ELSE 260

e

A ELSE FROMX = A ¢ F

LOTHEN GOSUR 520 5 FRINT CHR#%(7) ELSE

BOSW
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460

470

480

490
S20

]

540

piwl"]

21"
G570
el ]
590
&0

&1
620
&30
H40
650

660
&90
700
710
740
750
74@
750
760

IF FLAG = 1 THEN GOTO 300

IF COLA, B) = 3 OR CONTENTS (A, K) «<» @ OR A » FROMX +

2 OR A < FROMX ~ 2 OR A = FROMX THEN GOTO 6@

DESX = A : DESY = R

IF FROMX < 8 THEN IF (A = FROMX + 2 AND CONTENTS (FROMX
+ 1, FROMY + ((DESY ~ FROMY) / 2)) <> 4) THEN GOT(Q 260
IF FROMX » 1 THEN IF (A = FROMX - 2 AND CONTENTS (FROMX

-~ 1, FROMY + ((DESY - FROMY) / 2)) < 4) THEN GOTQ 160

FEN C : CONTENTS(A, B) = C : FPAFER COL(DESX, DESY) : A

= DESX ¥ B = DESY 1 BLOCKS: = FIECE® : GOSBUR 9730

IF REFLAY <> 1 THEN MX(COUNT) = FROMX 3 MY (COUNT) = FRQ

MY 3 COUNT = COUNT + L 5 MXCCOUNT) = DESX = MY(COUNT) =

DESY & COUNT = COUNT +

CONTENTS (FROMX, FROMY) @ : A = FROMX @ B = FROMY @ PA

FER COL (A, B) @ BLOCKS$ SF% @1 BOSUR 930

IF ARG (FROMY -~ DESY) = 2 THEN CONTENTS (FROMX + ((DESX
FROMX) / @), (FROMY + ((DESY - FROMY) / 2))) = 0 : RFIE

CES = RPIECES + 1 1 LOCATE 20, RPIECES @ PEN 4 @ FAFER @
2 PRINT CHR®(231) ELSE 470

A = FROMX + (C DESX - FROMX) / 2) @ B = FROMY + ((DESY
- FROMY) 7/ 2) & FAFER COL (A, B) @ BLOCES = GP% 1 GOSUR
EA]

IF RFIECES = 12 THEN LOCATE 1, 23 @ PAPER @ : FRINT "BL

UELWING! ! qaaan’ ¢ FOR N = 1 TO 10 ¢ FOR T = 1 TO 1000 STE

F oS0 ¢ SOUND 129, T, 10, 1% 2 NEXT T ¢ NEXT N ¢ FOR T =
1 7O 2000 + NEXT T @ GOTO 1470

RETURN

Ea~

b3

Cursor control

IF INKEY (&7) = 32 THEN GOTO 1470

IF INKEY (62) = -1 THEN FLLAG = @ ¢ PAFER 10 ELSE FLAG =
1 : RETURN

FEN CONTENTS (A, B)

IF CONTENTS (A, E) * @ THEN BLOCKS$ = PIECE$ ELSE BLOCKS$

= GF§

GOSUR 930

FAFER COL. (A, EB)

BOsSUE 930

IF INKEY(47) » =1 THEN RETURN

A= A+ CINKEY (39) > ~1) ~ (INKEY (A1) » =-1) ¢ B = B +
INKEY (69) » —~1) =~ (INKEY(71) » -1)

IF A > 8 THEN A
IF A < 1 THEN A
IF B » 8 THEN B
IF B < 1 THEN R

GOTO S20

LI

(
1
a
1
8

Replay game

FROMX = MX(COUNT) : FROMY = MY (COUNT)
COUNT = COUNT + 1

A = MX(COUNT)

B o= MY (COUNT)

COUNT = COUNT + 1

IF MXC(COUNT) = @ THEN GOTO 1470

IF INKEY (&7) » ~1 THEN REFLAY = 0
RETURN
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770
800
810
820
810
840
[=hl”]
860
870
860
850

00
Eat]
940
50
G960
970

980

1010
1020
1030
1040
1%
1060
1870
1080
1090
1100
1110
1120

11720
1160
1170

1160
1190

1200

1210
1220

Draw Board

FOR T = 1 T0 8
FOR N = 1 TO 8
FAFER COL (N, T)

IF CONTENTS (N, T) = @ THEN BLOCK®$ = SP%

A=N: RB=1T

IF CONTENTS (N, T) > @ THEN RLOCKS = PIECES

FEN CONTENTS(N, T)
BOSUE 930

NEXT N = NEXT T
RETURN

Block routine

H

LOCATE XA, By YA, B
FRINT LEFTE (BLOCKS, 2)
LOCATE XA, B), Y(A, B) + 1
FRINT RIGHT® (BLOCKS®, 2)
RETURN

Initial initialisation

MODE @

FEN 1 ¢ INK 1, 18
FAFER @
HORDER

INK @,

INK 2,

INK 3,

INK 4,

REFLAY

INK 5,

INK 7,

DIM X(8, &), Y8, 8), COL(@E, &),
@), MY (3000)

r CLS
[-)

"]
"]

TRECSKN =

W}
FOR T = 1 T0O 8 2 FOR N = 1 TO 8
NEXT N @ NEXT T

FOR N = 1| TO 8 BTEP 2

CONTENTS (8, 8), MX(X00
Replay initialisation
S 1 COUNT = 1 ¢ BFIECES = 0 1 RFIECES = @
CONTENTS (N, T) = @ 3

CONTENTS (N, 1) = 4 @ CONTENTS(N + 1, 2) = 4 1 CONTENTS(

Ny 3) = 4

CONTENTS (N + 1, 8) = % 3 CONTENTS(N, 7) = 5 3 CONTENTS(

N+ 1, 6 =5
NEXT N

SYMBOL 24@, @, 3, 1%, 31, 6% , 63

. 127, 127




1230
1240
1250
1260
1270
1280
1290
17300
1310
13520
1330
1340
1350
1360
1370
1380
1390

1400
1410

1420
14750

1440
1470
1480
1490
1500

1510
1520

SYMBOL 241, @ , 192, 240, 248, 292, 252, 254, 254
SYMBEOL. 242, 127, 127, &3, 63, 31, 15, 3, 0

SYMEOL 243, 2\4, 254, 282, 252, 248, 240, 192, O
FIECE$ = CHR$(24@) + CHRE(241) + CHR$ (242) + CHR$ (24F)
SFE = " aaa"

FOR T = 1 TD 8 STEF 2 3 FOR N = 1 TO 8 STEP 2

COL(N, T) = 2 ¢ COL(N+ L, T) = 3

NEXT N @ NEXT T

FOR T = 2 T0O 8 8TEF 2 ¢+ FOR N = 1 TO 8 STEF 2
COLIN, T) = 3 3 COLIN + 1, T) = 2

NEXT N 2 NEXT T

FOR T =1 70 8

FOR N =1 T0O 8

X(N, T) = N # 2 2 Y(N, T) =T % 2

NEXT N @ NEXT T

GOSUE 800

LOCATE 1, 1 PAPER @ @ FPEN 1 @ PRINT STRINGS (18, CHR$(
143))

LOCATE 1, 18 @ FAFER @ @ FEN 1 @ FRINT STRING#(18, CHR$
(143))

FOR T = 2 TO 17 & LOCATE 1, T ¢ FRINT CHR#¢(14X) = LOCAT
E 18, T 2 PRINT CHR&(143) 1 NEXT T

LOCATE &, 1 @ FPEN 7 @ FRINT "DRAUGHTS"

FEN 1 @ RETURN

Menu

LOCATE 1, 25

PRINT "REPLAYLLY/NI"

AF = INKEY$® : IF A% = """ THEN GOTO 1490

IF A = "Y" OR A% = "y" THEN REFLAY = 1 @ GOSUBR 1160 :
GOTO 60

IF A% = "N" OR A% = "n" THEN RUN

GOTO 1490
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ChexSum Tables
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