EXIT

CLASSIFICATION: Obstacle game

Try to find your way through the sliding maze in time to find home,
beware of the elusive gap it can cut your journey short.

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

PROGRAM
Variables

SCORE
NR
TIMER
WALL(4)
VWALL(4)
DIR(4)
LIMIT(4)
START(4)
XMAN, YMAN
CREEP
HOLES

T

Player's score

Number of rounds

Number of seconds remaining

Column of each wall's hole

Row of each wall

Movement of holes; direction and speed
Points at which hole has reached side of screen
Points at which to reset hole

Man'’s coordinates (col, row)

Monster's column

Characters for a hole

Temp
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Program Structure

Lines Function/Activity

70 Call initialise

50 — 260 Main loop

300 — 360 Man crashes

400 — 440 Man reaches bottom
480 — 510 Interrupt routine

550 — 690 Initialise

1000 — 1010 Alternate Monster’s Character definition
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EXIT

Call Initialise

10 BGOSR SHA

Main program loop

20 H
fls} DI & LOCATE XMAN., YMAN @ FPRINT CHR#$(248)
60 FEN 3

70 FOR T = 1 T 4

80 WALL (T) = WALL(T) + DIR(T)

S0 IF WALL CTY = LIMIT(T) THEN LOCATE lIMIT(T), VWALL (T) 3
FRINT CHRE (143) 3 CHRE(143) 3 CHR$(147%) 3 CHRE(143) 3 CHR$ (1
43) s WNL.l(() = GTART(T)

100 LOGATE WALL CT), VWALL (T)

110 W“INI HmLEi

120 : ’

130 ELSE IF CREEF » 39 THEN L

Py

-14m ' " ll

160 : (PRFEP 1))~ (XMAN * (CREEF
+ 1)) * 0

169 FEN 1

7@ - ST OXMAN * 16 - 8, (25 -~ YMAN) #* 16 + 8) » 1 THEN 6

180 IUbﬁUE XMANM, YMAN & FRINT 0"

19@ XMAN = XMAN + CINREY C39) 0 ~1) =~ (INKEY(31) » «=§) 1 YMA
N = YMAN + C(INKEY (69) 3 =1) = (INKEY(71) > -1)

IF XMAN 2 THEN XMAN =

IF XMAN 358 THEN XMAN = 2
lF YMAN < 1 THEN YMAN = |1
1 FO@3 O THEN GOTO 400

TOXMAN * 16 - 8, (2T - YMAN) * 16 + 8) » | THEN 3

.'f(.:fa lel] 0 5@

Man crashes

SOUND 1, See, 1oa, 15, 1, 1, 1

FOR T TO 4@ = INK 1, RNDCL) % 26 ¢ INK 2, RND(1) =
v X RNDCL)Y * 26 3 SOUND 2, T, 1@, 1%, 1, 1, 1 1
INE 1, 2 LOCATE 1, 1@ @ FRINT "Time.lett .
' IU(Q Hy1@ s PRINT "seconds"
15 7 5 FRINT "You.scored" @ FPRINT "o

W« BCOREY "points
40 FOR T = 1 T0O 4000 ¢ NEXT T
50 MODE @ @ LOCATE S, 8 : PEN 8 : PRINT "PRESS. SFACE" & 1O
LAy LB FRINT "L TOLTRY JABATNY
INKEY® <& " " B6Q ELBE RUN
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Man reaches bottom

H

MODE @ : SOUND 1, 1, U@, 18

LOCATE 8, 12 @ PRINT "BONUS!"

FOR T = 2000 TO @ STEF - 100 : SOUND 2, T, 1@ : NEXT T

NR=NR+1 2 BONUS = NR+TIMER : SCORE = SCORE + BONUS * 10

B : LOCATE 9, 14 : FRINT BONUS*1Q00 @ FOR T = 1 T0O 2000
s NEXT T

GOSUR 5608 @@ GOTO S0

Interrupt routine

FEN 2 @ TIMER = TIMER - 1 : LOCATE 1@, 2% @ FRINT TIMER
: IF TIMER > @ THEN FEN 1 : RETURN

FOR T = 2000 TO 4000 STEF 100 : SOUND 1, T, 1@, 195, 1,
1, 1

2 ONEXT T
DE. @ 2 LOCATE 7, 10 @ FRINT "TIME.UF!"
FOR T = 1 TO 2000 : NEXT T 3 RUN

Initialise

SYMEROL AFTER 22% ¢ SCORE = @ ¢ DIM WALL (4), DIRM), VWA
Ll (4) , LIMIT(4), START (4)

MODE 1 : FPAFER @ : INK @, @

FEN 1 5 INK 1, 20

BORDER @ = INK 2, 15 2 INK 3, 18

XMAN = 2@ : YMAN = |

CREEF =
TIMER = 28-NR : EVERY S0, 1 GOSUR 480 : DI : EVERY 20,
2 GOSUR 1000

LOCATE 1, 2% ¢ PEN 2 3 FRINT "TIME. ... oouernenena s SCORE
LOCATE J@, 25 @
WALL (1) = 20 =
@ 2 DIRCL) = 1
1

WALL CH o= 1 ¢ WALL (4) = 1
t DIRCE) = 1 3 DIR(4) = -

VWALL CL) = 4 s VWALL () = 9 5 VWALL G = 1% 3 VWALL (4)

= CHRE CL42) o+ "L "+ CHRE (1453)

: T TO 4 = LOCATE 1, VWALLAT)Y & FRINT 81R
INGE (40, CHRE (L ) s NEXT T

LIMIT L) 3 ART (1) = P LIMIT ) = 1 2 START ()

= 36 o LIMITCH = 36 3 START R = 1 3 LIMITM) = 1 @ STA

Alternate Monster's Character definition

THEN 1= 1 SYMROL DL LRG0 NS 1B, 1EHE, 60,25

LIRIN

g Sdh g 126, 25N, 189, 189,24, 44,60 1 RETURN

104



ChexSum Tables

10 = 26l
JW {

1949
= 1946

£
= TOTAL = 147517
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