3D MAZE

CLASSIFICATION: Interactive Graphics

When the program is first initialised you must define a maze and follow
the prompts. To move, east, west, north or south use the cursor keys.
To move forward use the ‘copy’ key, also use the copy key to define
the maze and the cursor keys to move around. To quit press ‘Q’.

PROGAM
Variables
MOVES
M(N,N)

XY

ADIR, YDIR

AB
TN, A%

Number of moves

Maze array containing walls

Your coordinates in maze

X and Y direction in which you are looking can be
either -1, @0, or +1

Position of curor when defining maze

Dummy variables
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Program Structure

Lines Function/Activity

30 — 160 Main loop

507 — 610 Draw 3D view

1977 — 3050  Escaped from maze
5000 — 5200 Initialisation

5205 — 5407 Define maze

10000 — 10060 Draw 3D maze
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RIEYAS

Initialise

il GBI S0
Main program loop
A0
100 XDUR = b w YDIR = @ & TNk L, @ @
Liw N OKDIR = =1 3 YDIR = @ 5 INK 1 . @
4
1@ XDIR = @ & YDIR s O INE L, @
("] N XDIR = @ & YDIR = 1 3 TNk L1, @ 3
140 AND X + XDIK « 32 AND X + XDIR 1A
YDIR < @4 AND Y + YDIR = & AND M(X + XDIR, Y + YD
FHEN X = X+ XD Y =¥ b YDIR ¢ INE 1, @ & GO
INES Ly 24 2 = MOVES + 1 3 IF X = 1& AND
L 11]
150 . J e THEN S GOTO R00n
168 GOTO 160

Draw 3D view

+ XDIR, Y YDIR) ok 52 THEN MOVE 1, 568 @ DRAW
A6 DROW 659, 80 ¢ DRAW 1L, 80 @ DRAW 1, 268 o RE
XDIR <5 @ THEN GOTEO O
MOX YDIR, Y + YDI ks e THEN MOVE 1, Sé6t
160, @ I)F\(\W 160, 149 ¢ DRAW 1, 8@ ELSE MOVE
1 DRAW 16@, t DRAW 160, 149 @ DRAW 1, 149
IE Mex o+ * o)y ¥ 4+ YDIR) o THEN MOVE

298 : DRAW 480, 149 : DRAW 640, B0 ELSE M
I DRAW 480, 149 & DROW 640,

68 1 DRAW

OVE. 640, 298 3 DRAW 480,

149

LFYDIR & @ THEN GOTO

IF MOX + XI)IlF'\'. Y o+ (Xl)lh * =L))o B2 THEN MOVE

: DRAW 160, 298 1 DR L6, 149 @ DRAW 1, 80 ELSE MOVE

Ly 298 @ DRAW 160, 298 1 DRAW 160, 149 @ DRAW

H44 IF MOX + XDIR, Y + )(L)Hw O THEN MOVE 640, 268 @ DR
AW 480, Z98 @ DRAW 480, 149 DRAW 640, 80 ELSE MOVE 640
W A8 5 DRAW 480, 298 1 DRAW 480, 14% 1 DRAW 640, 149

50 IF MEX + XDIR + XDIR, Y + YDIR + YDIR) <3 THEN MOVE

160, 298 1 DRAW 480, 298 @ MOVE L6y, 149 DRAW 48@, 14

9 8 RETURN

LFXDIR v @ THEN GOTO Sé60

IF MOX + YDIR, Y + YDIR + YDIR) < 32 THEN MOVE 160, @

D6 1 DROW @40, 260 1 DREW 240, 186 ¢ DRAW 160, 149

MOVE 160, 260 @ DRAWR 8, @ 1 DRAWR @, =74 1 DRAWR

]
S84 TF M(X + (YDIR %® =1), Y + YDIR + YDIR) < E& THEN MOVE
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480, 298
G - MOVE
WR 8@, @
IF YDIR <> @
IF MOX + XDIF
16@, 298 3 DRAW
- MFJVE: 16@,

DRAW 400,
480, 260 @

26Q &
DRAWR

THEN GOTO $70
XDIR, Y +
240, 260
260 @ DRAWR 8@, @

(XDIR *

Héa 1F
98 1
MOVE
@

B0 TE

“'l ( X
DRAW
480

XDIR +
40 ,
260

XDIR, ¥ + XDIR)
260 1 DRAW 400, 186
DRAWR ~B@, @ @

(X +
THEN
Wo40a0, 1§
|I- XDIR <> @
IF MOX + YDIR,
240, @60 1 DRAW 288,
G E 240, 1

Y +

R
H“ﬂN (zOICI
Y o+ YL)IF' + YDIR +

Sae

i DRAW
ReWR 48, @

DRAW 400,
-8B, O

=13
DRAW 240,

DROWR @,

YDIR + YDIF
t DRAW 400,

186 @ DRAW 480, 14
: DRAWR @, ~74 : DRA

< B2 THEN MOVE
186 : DRAW 160, 14
2 DRAWR @, -74 : DRAW

B2 OTHEN MOVE
1 DRAW 480,
~74 3

480, 2
149 ELSE
DRAWR 80,

+ YDIR) <«

260 @ MOVE 240, 186

YDIR) 32 THEN MOVE

288, 207 : DRAW 2 2
2 DRAWR @, =31

574 IF 4(X . (YDIR * =~1), Y + YDIR + YDIR + YDIR) >
EN MOVE 400, 260 : DRAW 352 2EB 2 DRAW 382, @
400, 186 ELSE MOVE 400, 3 DRAWR ~48, @ 3 DhﬁWh @, -3
1 DRAWR 48, @
IF YDIR «<F @ THEN GOTO S9@
IF MOX + XDIR + XDIR + XDIR, Y + (XDIR % -1)) <& 32
EN MOVE 240, 260 3 DRAW 288, 2368 ¢ DRAW 26868, 207 @ DRAW
240, 186 ELSE MOVE 240, 3 1 DRAWR 48, O 3 DRAWR @, -3l
r DRAWR ~48, @
g IF MOX + XDIR + XDIR + XDIR, Y + XDIR) <& 352 THEN MOVE
400, 260 @ DRAW 238 ¢ DRAW 382, 207 @ DRAW 400, 18
1L BE MO DRAWR -4, r DRAWR @, ~31 @ DRA
SS90 IF MOX + XDIR + XDIR + XDIR + XDIR, + YDIR + Y

Y + YDIR
3

DIR + YDIR) 288, 2 DRAW A%2, JE8 ¢ M

OVE 288, 7 + RETURN

IF XDI F\ e @ IIH N BGATO 6

[F MOX + YL)?H'-'\ Y + YDIR + Yl)lh + YDIR + L)Ih) e BR2OTH

EN MOVE 268, @47 5 DRAW 320, 227 @ DRAW 32, ._‘1;‘ ¢ DRAW
3, AU MOVE @88, 227 1 L)h(-ﬁwh A2, 0y DRAWR @, ~6

G594

E TH
1 DRAW

R @, -6
LG IF YDIR <> @

I)H(\NF\ "]
THEN GOTO 610

=Y IF MOX + XDIR * XL)IF( + XDIR +
FONE THEN MOVE @ 7 % DRAW
+ DRAW 26€ MOVE 286,

g H)lH +

YI)[F\ + YDIR)
. )

By ~b& L)Hﬂ\Nh 1]
IF MiX . - YIR o+ XDIR + XDIK, Y dTH
; DR QN H DRAW
¢ @ay - &

/mm STER
13, 1%
NEXT 1

1@

NEXT
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MODE @
LOCATE 4, 1@ : PEN 7 @ PRINT "IT.T00K . YOU"
LOCATE 4, 12 2 PEN 4 3 PRINT MOVES; " MOVES."

N 1
JRCOT o= L T 3000 s NEXT T 2 GOTO S@1a
CLS ¢ PRINT " lC)evvu i innncunanuns peenn s CONTINUE"

FRINT " alR s v vn s v ensvnunnnsnanus REGTART"

AF = INKEY® : IF Af = "" THEN GOT( 302

[F oA = "0 OR A% = "c" THEN GOSUR H0B @ GOTO 100
IF A = "R" OR A% = "r" THEN RUN

5OT0 2020

Player escaped from maze

SO0

5005 DIM M R, 24)

G010 MOVES = @

S020 X = 16

SN Y = 23

5035 XDIR = @

SQ37  YDIR = -1

G040 MODE 1

050 INE @, @

5060 INK 1, 24

5070 BORDER @

S080  FRINT "DEFINE . MA wCYZND M

HO90 A% = INKEYE @ IF Af <3 "N AND AE <3 "Y' AND A% b Uy"
AND A% <> "n" THEN GOT(O %090

S110  IF A% = "NV = 'n" THEN GOTO 100

95120 CLS

G187 M1, &) =

5190 A = 16

$19w  FOR T o= 2 70 E1 s MO, L) o= 454 5 MOT, @4) o= 1H4 3 NEXT
1

5195 FOR T = 2 10 23 ¢ ML, T) = 149 3 MCI2, T) = 149 ¢ NEXT
1

1) = 194 3
192

Lyo= 198 ¢ MOL, 24) = 193 & MOE2,

410000
LOCATE A, &
ERINT "

LOCATE A, B
FRINT CHRE(M(A, E))
A= A+ (INKEY(8) &

=0y = CINEEY (1) ~1)

oA x EL

LF A« @ Ik

Bo= B o+ (] ~1) = CINEEY(2) 3 =1)

IF B 3

1

LF IF M, B) = THEN M(A, B) = 3
¢ El

FFOINEEY (67) » =~ THEN FOR T = @ 0 24 ¢ INK L, T 3 SO0U
ND 2

o . 1@ 1S 2 NEXT T @ RETURN

27



Initialisation

GRee 1

1OV FOR T = 1 T0O 24
10018 FOR N = 1 TO 32
10020 LOCATE N, T

100230 FRINT CHRE( MIN, T))
10040 NEXT N

12050 NEXT T

10060 RETURN

ChexSum Tables

6B4 = EAY Vil
61D = 201 ﬁléf =

1000 = 1018
1013 = 27%

P OH OB OB OE G

1493

1018
1020
&89

1249

106G =

TOTAL =
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