Dam Eaters

The object of this game is to prevent the dam-eating creatures from
cating away the dam which is built up on the lefthand side of the
screen, by dropping shells on them from the cannon at the top. The
dam eaters enter randomly from the right of the screen and gradually
chew away the bricks of the dam until finally they break through and
vou have lost the game.

1@ REM DAM EATERS.

20 REM @ PAUL STANLEY

i@ REM AMSTRAD CONVERSION

4@ REM BY MITRI YAZBEK

S@ MODE 1:BORDER @: INK @,0: INK 1,24: INK
2,20: INK 3,6:WINDOW #1,1,4@,1,25: PAPER #
1,0:CLS #1

6@ WINDOW #0,5,36,1,25: PAPER #0,0:PEN #0@
,1:CLS #@

70 GOSUB 940

8@ HS=@:DIM Y(3) ,X(3)

90 GOSUB 800

100 GOSUEB 630

110 GOSUB 900

128 GOSUB 750

13@ FOR I=1 TO N

14@ X(I)=X(I)-1:IF RND >@.8 THEN GOSUB 2
90

15@ LOCATE X(I)+1,Y(I)+1:PEN 2:PRINT CHR
$(234) CHR$(235) ;" ";

160 LOCATE X(I),Y(I)+1:CALL 36@:K=PEEK (3
67):1F K>23@ AND K<234 THEN GOSUB 34@:IF
FL=1 THEN FL=0:GOTC 480

17@ NEXT I

180 R$=INKEY#$

190 IF B=@ THEN IF @$<>"" THEN G= (VAL (Q
$)%#6+2) :51=VAL (@%$) :F=@: B=1: SOUND 1,180,3
: IF G<>B AND BG<>14 AND G<>2@ THEN B=0
20@ IF B=@ THEN 130

210 FOR I=1 TO 2

22@ LOCATE G+1,F+1:PRINT" *
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230 F=F+1:IF F=21 THEN 610

24@ LOCATE G+1 ,F+1:CALL 346@:K=PEEK(34&7):
IF K<>32 THEN 390

25@ PEN 1:LOCATE G+1,F+1:PRINT CHR$(252)
1

260 NEXT 1

278 IF N<3 THEN C=C+1:IF C=13@ THEN N=N+
1:C=@:LOCATE 9,18:PEN 3Z:FRINT"ENEMY REIN

FORCEMENT":;:PEN 1:FOR I=1 TO 3@:SOUND 1,
(I+1@@) ,3:NEXT:LOCATE ?9,18:PRINT CHR$(18
)3

280 GOTO 130

298 LOCATE X(I)+1,Y(I)+1:PRINT" "

I0B Y(I)=Y(I)+1—-(2 AND RND:>@.5)

1@ IF Y(I)=0@ THEN Y(I)=20

320 IF Y(I)=21 THEN Y(I)=1

@ RETURN

340 LOCATE X(I),Y(I)+1:PEN 3:FRINT CHR$ (

236) ;CHR$(237);:SOUND 1,190,3:L0CATE X (
I),Y(I)+1:PRINT CHR#%(237) ;CHR$ (236) ; : SOU

ND 1,230,5:PEN 1

I58 LOCATE X(I),Y(I)+1:PRINT" "

36@ LOCATE X(I)-1,Y(I)+1:CALL 360@:K=PEEFK
(367):1IF K=14% THEN FL=1:RETURN

370 Y(I)=INT(RND*2@)+1:X(I)=29

I8@ RETURN

390 LOCATE G,F+1:PEN 3Z:FRINT CHR#$(236):C

HR$ (237) ;CHR$ (234) ;

420 LOCATE G,F+1:FRINT CHR$(Z237) ;CHR$ (23

&) ;CHR$ (237)3;:SOUND 1,12@8,3:PEN 1:LOCATE
G,F+1:PRINT™" "

410 SC=INT(SC+S1#2+F/3):LOCATE 28,1:FRIN

T MID$(STR$(5C) ,2);

420 B=0

438 FOR I=1 TO N

440 IF F=Y(I) THEN IF G=X(I) OR G=X(I)+1
THEN 460

45@ NEXT I

460 Y(I)=INT(RND*#2@)+1:X(I1)=29

47@ GOTO 130

480 PEN 2: FOR 0=2 TO S:LOCATE O+1,Y(I)+
1:PRINT CHR#(143):S0OUND 1,90,3:NEXT

490 FOR O=Y(I) TO 2@:LDCATE &,0+1:PRINT
CHR$(143);:50UND 1,120,3:NEXT
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S0@ FOR 0=20 TO @ STEP -1:LOCATE &,0+1:F
RINT STRING#(27,143) ;

91@ SOUND 1,180,3

020 LOCATE S,0+1:CALL 3I6B:K=FEEK (3Z&7):1F
k=32 THEN LOCATE S,0+1:FRINT CHR$(143)
530 LOCATE 4,0+1:CALL 36@:K=PEEK(3&7):1IF
K=32 THEN LOCATE 4,0+1:PRINT CHR$(143)
94@ NEXT O

25@ LOCATE 7,5:PEN 2:PRINT"You scored";S
C; "Foints.":PEN 1

268 IF SC>HS THEN LOCATE 7,7:PEN Z:PRINT
"Well done! That’'s a new";:LOCATE 7,8:PR
INT"High score!'!'":PEN 1:hs=sc

278 LOCATE 7,1@0:PRINT"The high-score is"
: HS

58@ LOCATE 7,12:FRINT CHR#$(24); "PRESS A
KEY TO FLAY AGAIN";CHR#(24):

998 IF INEKEY#<:"" THEN 590
608 IF INEEY#="" THEN &6@@ ELSE CLS:GO0TO
110

61@ LOCATE G+1,21:PEN 3:FPRINT CHR$(239);
:FEN 1:50UND 1,9@0,3:LOCATE G+1,21:PRINT"
6280 B=0:60T0 130

20 LOCATE 7,1:PRINT"D A M EATERS

6408 FOR F=2%9 TO 4 STEP -1:LOCATE F+1,3:P
EN Z2:FPRINT CHR#(234) ;CHR$(225);" "3 :S0OUN
D 1, (F*2+38) ,3:NEXT:FEN 1

65@ LOCATE 4,3:PEN Z:PRINT CHR# (236) ;CHR
¥(237):50UND 1,120,3: LOCATE 4,3:PRINT CH
R¥(237) ;CHR$ (236):S0UND 1, 90,3: FOR P=1
TO 40@:NEXT:FEN 1:LOCATE 1,Z:PRINT" s
660 CLS:LOCATE 7,1:FEN 2:FRINT"D A M E

ATERS *:FEN 1

6&7@ LOCATE 1,6:PEN 3:PRINT"Can you preve
nt the dam from being broken by the d
am eaters? ":FPEN 1

680 PRINT:FRINT"Release bombs from any o
f the 3 cannons above the dam with the
keys 1 to 3."

698 FEN 3Z:PRINT:FRINT"There are several

more features which you will have to wai
t to Ffind out !'!'":PEN 1
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7800 PRINT:PRINT

710 LOCATE 6,22:FRINT CHR#(24); "FRESS AN

Y KEY TO START";CHR$(24)

720 IF INKEY#$# <>"" THEN 720

730 IF INEKEY#=""THEN 73@ ELSE CLS

748 RETURN

790 REM

760 SC=0:B=0
778 N=1:C=

780 FOR I=

=29:NEXT

790 RETURN

800 SYMBOL AFTER 230

818 SYymMBiL. 251,119 119.@0,221 ., 221.,0,119,1
19

820 SYMBOL 232,0,221,221,08,119,119,0,221

838 SYMBOL 233,221,0,119,119,08,221,221,0

84@ SYMBOL 234,0,255,171,0,0,171,255,0

853@ SsymMeOL 235,28,39,255,255,255,255,0,0

86@ SYMBOL 236,96,10,193,20,101,128,51,1
40

87@ SYMBOL 237,194,40,67,24,130,40,67,16

gue SYNDOL. 258,563,551 ,15,7,35,3,1,1

B9@ SYMBOL 239,2,196,40,23,232,16,231,24

900 FOR F=@ TO 2@ STEF 3:LOCATE 3I,F+1:FR
INT CHR#(231);CHR$(231) sCHR$ (231) : LOCATE
34 (F+2) :PRINT CHR# (232) ;CHR$ (232) ; CHR# (

232):LOCATE 3, (F+3) :PRINT CHR# (233) ;CHR$
(233) sCHR# (2332) : NEXT

71@ FEN 2: FOR F=0 TO Z@:L0OCATE 1,F+1:FFR
INT"":NEXT:PEN 1

928 FOR F=0 TO 31:LOCATE F+1,22:PRINT""
:NEXT

2?30 LOCATE B8,1:FRINT CHR$(238)3;" nelo

HR¥ (238) ;" “";s CHR# (238)

740 LOCATE 22,1:PRINT"Score:0"

258 RETURN

68 RESTORE 97@:FOR X=3260 TO Z466:READ A:

FOKE X,A:NEXT:RESTORE: RETURN

?7@ DATA 2085,96,1B7,50,111,1,201

TO Z:Y(I)=INT(RND*#2@0)+1:X (1)
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