TANK AMBUSH

CLASSIFICATION: Simulation Game

An ambush has been planned for a squadron of enemy tanks. Your
tank is positioned on a cliff and you fire at the enemy on the right using
keys ‘@' to ‘9’ give angle of projection of your bomb and shell (muzzle
velocity @-9). Then press the space bar to fire, or fire without keying
in any numbers to send up a flare.

The game ends when an enmy tank reaches the bottom of the cliff
and you score 5@ points for each hit.

Use the keys ‘0’ to ‘9’ to make an angle between 0@ and 89 degrees,
and a ‘shell’ (muzzle velocity) between @ and 9. Fire by pressing the
space bar.

PROGRAMMING SUGGESTIONS

Some more tanks could be added to make the game harder and more
exciting or the tank speed could be altered using the TSPEED variable.
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PROGRAM

Variables

EXPL$(6,3) Strings for six explosion phases, each with 3
lines

LT $ Last tank moved

TSPEED(4) Tank speeds

TANK$ String for printing tank

TCOL Tank colour

TK Tank number

TANKX(4), TANKY(4) Coordinates of each tank

SCORE Player's score

HIT Number of tanks hit by bomb

FIRE Is this shot a flare or a bomb?

ANGLE Angle of projection

SHELL Muzzle velocity

T Time parameter for bomb's trajectory

XV, YIV Initial velocity in each direction

BOMBX, BOMBY Bomb’s coordinates

NROUNDS Number of waves of tanks destroyed

I, J Temps

CuU Character under Bomb

MSG$(9) Array of message strings

MN Message number

EXIST(4) Does each tank exist?

Program Structure

Lines Function/Activity

19 — 179 Initialise game

190 — 300 New Round

320 — 480 Editor

500 — 520 Main loop

1000 — 1130 Move bomb

2000 — 2060 Explosion

3000 — 3530 Move/print tanks

4000 — 4040 Hit tank

5000 — 5020 Print message

9000 — 9040 Game over
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FANE AMEUEH

Initialise game

: MODE 1 ¢ INK @, @ = INK L, 19 & INK 2, 18 ¢ INK 3

. Bl 127
@, @

: SYMRBOL.
8 @ BYMEROL 24
242, 64, @, lb&,

¢ BYMBOL 244, O,
y 144, 2, 16, B, b6,

60 SYMEOL 246, &4, 4, @, 144, 1, 1é, 4, 64 1 SYMEOL 247, 2
, @, 18, 8, 128, @, 16 @ SYMROL 248, 4, 0O, 144, 2, 6
4, @, 8, 1
GYMBOL 249,

7@

by

/oy y ] 2
@ s BYMBOL 282

1] ; 6B, 6, 24, B, @
E4] | d SXFLE (L, 2) = LN e COHRE (240) + L

'

- LHRE (241 e N
RE (R44) ¢ EXFLE D,

) HOHRE (9) +CHRE ‘4/) K
HRE (246) +OH d )
XFLE 4 ,2) = CHRES) + " " 0 EXFLE4,

M EXFLEE,D) = Lt o+ CHRE (D)
CHRE(9) +
£ EXPLE6,) = o1 EX

DAY HOHRE (L) +GTRINGE (2, 8) +CHRE C

Ay st afire"” @ MEGE G = "Fross,.a.key.with

L MBGE (D)
pare . to ..F 1|\| -

"Name .

[

LLANG W for .6
P I

ol PIGGEE (D) VENMEMY (JHOS
FOSTTLON, Y

DO m =TT ORND CL) %2y - L s TAaNk X (]

o 4 & 1¢
EXTST D)

ENT (|\Nl)(1)
TANE Y () +
RO 1

b TAMEY (2) = VANKY (L) + 3
O TANKY (4) = TANREY CE) o+ 3

1)

INT CHRE C249) +0
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@) +BTRINGE (2, 8) +CHRE (25@) +(
il FOR T=1 TO & ¢ FOR J=12 TO
FOL4L) ¢ NEXT ¢ NEXT
260 MOVE @, 78 : DRAWR 640, @
270 MOVE @, ””b : DRAWR 2@, @ : DRAWR 1@, ~3
280 FEN 2 3 DCATE Z. 22 ¢+ FRINT "Angle @ " @ LOCATE 16, 22
2 PRINY s "
290 LOCATE 29, r PRINT "SCORE ¢ "
E00 LOCATE 335, ¢ FEN 2 1 FRINT SCORE

ATE T, J & FRINT CHR

Editor

om0 THEN GOSUR 3000 @ GOTO
Pom @ r MN o= 8 3 GOSUE S000 : GOV

@' UR DiE "8 OTHEN MN = r GOSUR S000 @ GO

FRINT VAL (D1#)
TOTHEN GOSUE
Q@ OTHEN MN = 2

DAB : GOTO 7@
: GOBUR YO0 6O

+ VAL (D2#)
tOPRINT USING “"#"3 VAL (D2%)

90
40

i # . ) ao THEN l1()Hlllt
4750 IF DLIg < "Q" OR IZ)].!Z BN THEN MN
TO 420
& on LOGCATE

OB 2 GOTO 420
1 GOSUR G000 = GO

440
4%
460
470
480

Sl H H\[NI V(\L (I)li)l
) ¢ MN o= 8 o3 . 50
IF Dig =

BOAY 2 GOTO 460
2 GOTO 460

| P THEN MN = & o i
7 o5 BOSUE BO0Q 2 FIRE = 1

Main program loop

UND L, @y da, Lk Ly Ly L
1000
§ Bl
LF O BOMEBX = @ THEN 32¢

Move bomb

90 H
100> P CROMEX

@) THEN 101w EL
ATEE, 8 e

] @ THEN ANGI
SHEL L % GO CANG

1 QW I' FooF
w7 X1 V =

* SN (ANGLE)

SHELL

(X"R] l-"‘l-'::N boe L CHOMERX < 89) AND (BOMEY & @ AND ROMERY <
QCATE BOMEX. BOMEY & FRINT CHR$ W

A [N A0 AND  (FIRE = @) THEN 2000
lu‘Hvl ROMEE X =0 LMY G5+ 1 % X1V)
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BOMEY = INT (["!
TF BOMBY <
ll‘.i:

® YIV + @349 % 1 % 1)

OLF RBOMEX x> 34 THEN BUME
0 200

BOMERY

COROFEY
LIRIN
1 THEN CU =

1o EL
Y (CTED
THEN HIT =

ANEX CTE) 3
1) AND (T2

“

110@

111@

1120 EOBOMEX . BOMEY & FEN X ¢ FRINT CHR

1150 GOTO 4000

Explosion

COR T=1 10 6
EOMEX -1y BOMEBY -
F (L,

5 AX- 1. BOMBY
XFL& L, R2)
BOMEX~1, BOMEBY+]
' kXPI 1»([.. 3]

1% ’

: TCOL = 1 ¢ GOSUR 385
Cow @ BGOBUR BE00

NE xT

TF ROMEX - FOR Jm1d 10

1 LOCATE T [NT CHR# )8 NEXT @ X1
uIWEY ¥ o C a8 LOCATE

20w FEN 1

=z

Move and display tanks

LFORND (1) NROUNDS /7100 THEN RETURN
s LT' ol w IF LT = 8 THEN LT = 1

TF EXTISTAT) = @ THEN
TQNF-,X(LH = T X (L + Y'bFEFD(LI)
TE TANEX (LT) THE o R GOSUE BN x GOTO 90

< @ THEN

A0 ELSE LOCATE TANKEX (TE) , TANKY

Hit tanks

990 1
4000 EXIST(HIT) = @ :

E = SCORE -+ 50 » LOCATE 35, 22 « F

EN 2 s FRINT S0C
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r GOSUR 2000 @ BOMEBX = k @ GOSUER 2000 @ BOMEBX
SUR 200@

ERCIMER X BOR000

X IS8T L) (" XISBT (L) = @ THEN LIF
THEN F EXTSET(4) = @ THEN 190

EXTSET CH =

440 RETURN

Display message

CRINT SFAGES CR4)
2 (MIND

oAy @4 1 FEN A
4y D4 FRINT

Game over

8990
YU < GOSUR SAWO ¢ FOR I=1 T0 1O0@ STEF 10 @ SOUND 1

NEEX T
SFORLANOTHER L TRY"

THEN
THEN 940

k]

FI4G SLBE RLN
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ChexSum Tables
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