SPACE WARS

CLASSIFICATION: Shoot-up Game

Slaughter the aliens as they appear within your field of vision, steady
on the cross-hair before you fire. Your ammo is limited as are the
number of aliens.

Use ‘A’ to move up, ‘'Z’ to move down, ‘comma’ to move left, ‘period’
to move right, and ‘space’ to fire.

PROGRAMMING SUGGESTIONS

To make the game harder place some obstacles on the screen and
alter the alien’s movements.

PROGRAM

Variables

ALIENX, ALIENY Alien’s Co-ordinates

SCORE Player’'s score

AMMO Number of shots remaining
ESCAPED Number of times an alien escaped
ALIEN$ Characters for printing alien
OLDX, OLDY Save alien’s old coordinates

XDIR, YDIR Adjustments to alien’s coordinates
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Program Structure

Lines

60 — 140
160 — 320
360 — 460
479 — 540
580 — 640
680 — 780
820

860 — 980

Function/Activity
Initialisation
Main loop

Firing routine
Alien hit

Alien escaped
Game over
Break routine
Instructions
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WARE

Initialise game

ON BREAE GOSUR 820
24 0 INK 2, 20 & INK X, & ¢ PAPER @
1

e

28, @, L6, @, @, @, | @&,
a, 8, @, @, @ = SYMUﬂk mqw 16

? :
. m, m, 30
SYMEOL 241, @,
G, O, 4, &4,
D, @, b4
SYMHOL. 244 , 192 , 19% , 199
SYMEOL 24% , % , 195 ,

@, @, 0, ¥ 1 SYMBOL 242, 136,
SYMEOL. 243, 129, @, 6, 0, 129,

199, 190

AWy R2Y 198

SYMBOL 246,
7, 161, 178,
128, 144, O,
Ly 1, 68, 2,

4, 34, 17 3 BYMBOL 24
81 @ SYMEOL 248

SYMEOL. 249, 49, 0, 144,

194, 36, 1, 14%, @, 132,

S5y L7y b4y
AL ITENY = 1@ 2

129, 100
= @ EBCAFED = @ : A

INGE (400 , CHR% 181) )
4@ , CHRE 181) ) » FO
2 FRINT CHRE (181) ¢ LOCATE

: FRINT
Dev'® 3 LOG

E e 2 LOCATE &
oy 24 8 FRINT "AMMO. .

y 1o
O DRAW

1 DRAW

CCINEEY  (E9) 3 =)

CINEEY (0%9) = ~1)

(ALTENX < #1) = (ALIENX * 2@0) ) /
ALTENY = ALIENY + ( ¢ (ALIENY © 12) = (ALIENY #1@) ) /
:&xﬁmx s ALLENX + (CINT (RND (1) ) 7 %) & ALIENY = ALIE

NY -+ CCINT (RND 1) ) /7 @)
[F AL TENX < @ OR el TENX > 57 OR ALTENY < 2 OR AL TENY
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N GOSUR 580
47) » ~1
, OLDY

Firing routine

FLOT 8, 96 @ DRAW 520, 248,2 3 FLOT 6
248, 2

y P& 3 DRAW 2@,

SOUND L, @, Z@, 15, 1, 1, 1
AMMO = AMMO ~
LOCATE L&, 24

B PRINT AMMO
AMMO = @ THEN G
N @

@
Vo 248, @
B@AND CINT (OLDY) = 1@ THEN GOTO 470

Béb 5 DRAW
DR

Alien hit

2A8 ¢ DRAW
BNV O,

[/
DIRAW

t DRAW
MOVE
-1,

200,

R
FRIN

3
CRND 1)
(RID ¢

Alien Escaped

4]
1

Y.o100, @S, 1, L
@ CINT (RND (1)
= CINT (RND (1)

W 1
* 2@ +1@
k 1@) +3

TURM

Game over

D) '

A E)
G )
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790
B0

870
860
870
880
890
FAQ
P10
920
GEQ
40
Ldel"]
Y60
P70
Y80

SOLND
NEEXT N
NEXT T
JRT = 26 TO @ &
NEXT N & NEXT T

1,

Ny

1 4

L " .z
AF = INEEYS 3 IF A% = """ THEN GOT(O 780 El.

INES Ly T & FOR N =

[ 1]

Break routine

Lo STOF

Instructions

MODE @
LOCATE 1,

FRINT "’ A s v e s
PRINT " Z o nans
e AFIRE"

wammaSpace Wares"
F IF A% = " THEN GOTO 980
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ChexSum Tables
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A0
B6Y
870 279

HBHO 971

BYQ = 1143
= B84
w1169
1%

219

TOTAL = 173592



