ALPINE
ROAD-RACE

»AJ and PJ Marson
® Amstrad CPC-464
@ Bristol, Avon

Race across open grassy
plains, over great lakes,
through the impenetrable
darkness of a tunnel and,
finally, over sparse desert-
lands in the greatest race

ever held on your Amstrad.

Hear the pitch of the
engine change as you
accelerate and wrestle
with your joystick as you
overtake the other
roadhogs on your stretch
of road.

You've guessed it —
Alpine Road-Race is a
perspective car race game
which gets its name from
the traditional mountain
range on the horizon.

Although predominantly
Basic, the game runs
extremely quickly and

without “flickers” due to

using machine code for

the time-consuming multi-
colour graphics and the
machine’s flashing colour
facility. This is a powerful
feature that is often
overlooked by Basic
programmers trying to
animate their programs.

To enter the program
into your machine, follow
these steps;

® Type in and run listing 1
— the Hex-loader.

@ Enter the information from
listing 2. To save typing,
the Tab key has been
defined to give a row of
LZaros.

@ When all of the data has
been entered, the loader
will save the code. Save
this somewhere well after
the start of the tape — at
least 40 on the counter.

® Type in and save listing 3
before the machine code
on the tape.

® Rewind the tape and RUN"

the program in.
On running, the title

screen will come up with
some random best times.
Two lines from the bottom
of the screen, the current
control method will be
shown. This can be
changed by pressing
either J or K. Enter will
start the game.

When the game starts,
there will be two cars near
the bottom of the screen.
Yours is the higher of the
two. If you collide with
either of the other cars or
steer yours off of the road,
your car will explode and
your game will end. If,
however, you survive until
the end of the desert
stage, you will be
congratulated and the
computer will play a tune.
If your time is good
enough, you will be asked
to enter your name for the
best timetable.

Conversion to disc: Alter line
2130 to — 2130 MEMORY
&B07FLOAD"IALPCODE" &8
080 etc.

10 REM LOADER PROGRAM
20 MEMORY EBOFF
30 MODE 2

START=VAL ("&H" +A%)

100 PRINT HEX®(A,4);=:";
110 INPUT™",D%,CHS

40 PRINT*TYPE IN THE MACHINE CODE
AND CHECKSUM SEPARATED BY A COMMA®
S0 PRINT"PRESS <(TAB) FOR A LINE OF ZEROS."
&0 PRINT: INPUT®"START FROM WHERE ?",A%
70 IF A%="" THEM START=L8S080 ELSE

73 KEY DEF &48,0,141,141,141
BO KEY 141,STRING={32,"0")+" 000" +CHR%(13)
%0 FOR A=START TO kB330 STEF 1&

120 IF LEN(D®%) {>32 THEN PRINT CHR®(Z)
FCHR®(27) ; "NOT ENDUGH DATA";CHRS®(Z27):G60TO 1

o0
125 TOT=0

160 NEXT B

‘130 FOR B=0 TO 15
140 P=UAL("LH"+MIDE(DS,B¥2+1,2))
150 POKE A+B,P:TOT=TOT+P

170 IF TOTL>VALI{"LH"+CHS) THEN PRINT
CHRS(7) ;CHR$(27) ; "CHECKSUM ERROR"™

;CHRS (27} =
BOTO 100
180 MEXT A

190 SAVE*ALFCODE®,B,&B080,k4BF,kB4B0

200 END

2080; 00000000000 0000000020000000003000, 000
BOF0: 0000000000000000000000000 0000000, 000
BOAD: DOOOO0O0000000000000000000000000, 000
BOEQ: 00000000000 000000000000000000000 , 000
B0CO0: 00003F1115ZA000000003F33 37 2A0000, 162
BE0D0: 000000432 20000003F2A1 LEBREOOIF2A, 30E
BOEQ: IFFBF3F 3F 3F 33F 2A3F PBF BF3F3F33F2A, PDE
BOF0: 3F?BF3F 3F3F 3ZF2ZA3F2A000000003F 24, 5C1
8100: 00000000000000000000000000000000 , 000

21103 00000000000000000000000000000000, 000
8120 00000000000 000000000000000000000, 000
B130:00000000000000000000000000000000 , 000
B1&0: 0000000000 0000000000000000000000, 000
B130:00003F1 1 15Z2A000000003F£337 280000, 192
B8140: 153F11ERBBLS3IFO0LS3FF3F3F3B73F00, 882
81702 153FF3F3FIEFIF00 L S3IFO000001L53F00,4CE
g1g0: 0000030000 005000000000003:0000000 , 000
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reontinued from page 87)

8190 : 00000000000000000000000000000000 , 000
81 A0 : 000000000000 00000000:00000000000 , Q00
8180 00000000000000000000000000000000 , G000
g1C0: 00000000000000000000000000000000, 000
g100:000000000000000000003000000000:00, DO
B1E0 0000004 100000000001 S2ZA32223F0000, 114
B1F0:001S7BF3F33F0000001 3ZA00003F0000, 333
BZ00: 00000000000000000000000000000000, 00D
g210: 0000000000000 0000000000000000000, 000
g220: 00000000000000000000000000000000, 000
8230 CO000000000000000000000000000000 , 000
240 0000000000000 0 0000000000000, DD
/290 00000000000000000000000000000000, B00
8240 00000000000000030000004 100000000, 031
BE70: 0000IFEIET2ACOO0O0003F00IS2A0000, FF1
f8280 G0000000000000000000000000000000, 000
B250: 00000000000000 0000000 00000000000, 00D
g2A0 0000000000 0000000000000000000000 , 000
20 A00000000000000000000000000000:00 , OO0

EZC0:00000000000000000000000000000000 , 000
8200 00000000000000000000060000000000, 000
BPEQ: 0000000000 0030000500000000000000 , 000
22F0: 000000 1 SETO00000000000151S000000 , OF &
2300 Q0000000000000 000000000000000000 , 000
2310 0000000000000 0000000000000000000 , Q00
23220 00002A0S0A0000000000008741000000, 101
83300000151 SB22A000000000A4B0A0A0000, 13F
8240000041 2AZF22000000000SBFF 7000000, 23F
B350 000024 1 S0S00000000001FO00AGOD000, 04D
B340 : 00000030000000000000000000000000 , 000
8370 000000000000 0000000000000000000:0 , Q00
EIE0: GAODOOOAS100S 1414141000000000A00, 143
2390 - 4000001 S000000000%41 050041054104, OF 1
gaA0: 22000005000000000000 1522158320000, LES
E2R0: 0300050504004 105004100481 S0FB200, 191
BaCO: 820041 1 SO0A0QD0000041 000ABFE2A10A, ZB1
8300 : 000A0SISOAQAZAQDG 10041 AEL30C0000, 1564
B3IEQ: 00D0OZA0ADDD00A4S 1 OADADDE 1O00ADDEZ, 160
B2F0: 00000S00000000008241 00000A4 14100, 154

#400: 000000000000000030000000000 00000 , OO
#4100 000000000000 0000000000000000 000, OO0
24720 000000000SEZ000000000A4E1 5000000, OF 1
B430: 000015000487 00000000000505000000, OBD
B440: OOOD0SEZEREZ20A0000008200IFOAZADD, 246A
EA%S: GO001S4B004 1000000000A15410A0000, 10B
f440: 000000820A0000000000000000000000, 08C
B470: 00000000000000000000000000000000, GO0
S4E0:018DB4Z 1 BYS4C 2D BCODDOSDEAT2EACE, 774
2490 FEE447S24 15048494 3D300DDSA001EQD, 541
g4A0: AECRIACBEIBZ 180801 FESDDSEQZDDELDS, F2C
8480 DDSEQ4DDSSA0SCHIDBCDIOSAI0OESOEQBLA, &1 %
BACO: 1ZAEF7Z30DZ0OFBEICD24BCI0EFCTOOEL ; 7BY
B4D0: PE23ESFE I BCBCDSABEIBFICDO&ARPFIIE, PLS
B4ED: FFESCDASEED 1004 1ALZFPTEIFF2310FE, 755
BdFO-F1C20CBSCDASBECDDERSADSCDCFE4FFOA, ADD
gS00: 0B1BE 1CDDES4CDCFEAFFOELBCFDDFEQD, BFY
E%10: CDE4BEFSIDSA03DDSECZDDZ 10000DDLT, 7FE
Es20: DDgs00DDas0 2 DDSEDL FEFENG2B0BLSES, FO7
a=30: PECOF484EL 2301 IOFSF IC3B4BEQODOO0 , BED

1@ REM ALPINE ROAD-RACE 59¢ DRAWR -17@/222Z+L.L.C

20 REM By A.J. & P.J.Marson 6@@ C=C XOR 1

3@ REM 610 L=L*x@.8

49 GOTO Z19@:REM INITIALISE PROGRAM 620 WEND

53 INK 4.6.26:INK 5.26.6 630 C=4:L=45:¥=0:MOVE -174.0
5@ RESTORE 64 WHILE L:=1

7% |GRAPHICS.X.Y.O® 65@ DRAWR 17@,/222+L.L.C

BG !GRAPHICS.INT(CX(@)).INT(CY(@)).FNCHAR(CY(2)) 66@ C=C XOR 1

9@ IGRAPHICS.INT(CX(1)),INT(CY(1)) .FNCHAR(CY(1}) 67@ L=L*@. 8

19@ TI1=TIME £8@ WEND

112 BEM *kmsxiksxxd [LOOP ki ¥k % £9@ BEM DRAW MOUNTAINS

12@ WHILE D<500@ 700 ORIGIN @.d

13@ D=D+250/5 710 H=20

142 OX=X 720 A=-4

15@ J=FNJ{CTRL} 738 WHILE A<64@

168 5-5+(3 AND (J AND 2)=2 AND S<125)+((J AND 1)=1 AND 749 A=A+4:MOVE A, 224:DRAWR ©.H.7
5»53:SPEED INK 5.5 75@ H=(H+SGN(RND-@.5)%2)

170 SOUND 129.800,100.3.80.8,5/4 AND 31 760 H=H+(4 AND H<6)-(4 AND H>32)
180 X=X-(Z AND (J AND 4)=4)+(2 AND (J AND B)=8) 77@ WEND

190 A=@:GOSUB 340 788 REM DRAW SNOW

200 A=1:GOSUB 348 790 PRINT CHRS$(23):CHR${2);
21@ !GRAPHICS.INT(OCX(®)},INT(OCY(@)) ,FNCHAR(OCY (@)) ! BOG FOR A=249 TO 256 STEP Z
GRAPHICS, INT(CH(@)) . INT(CY(@) ) .FNCHAR(CY(@8)) §1¢ MOVE @.A:DRAWHR 648.8.6
220 IF OX<»>¥X THEN !GRAPHICS,OX.Y.®:!GRAPHICS.X.Y.O 82@& NEXT A

23@ |GRAPHICS.INT(OCX(1)),INT(OCY (1)), ,FNCHAR(OCY (1))} B32 A=-d

GRAPHICS , INT(CX(1)).INT(CY(1)).FNCHAR(CY(1}) 84@ WHILE A<648

24@ IF FNPOINT(X+5.Y-9)<>1Z OR FNPOINT(X+1@.Y-9)<>12 0 852 A=A+4#(INT(RND*4)+1)
B FNPOINT(X.V-15)<312 OR FNPOINT(X+14,Y-15)<>12 THEN G 86@ PLOT A.Z38.6

OTO 1920 878 WEND

25@ WEND 88¢) PRINT CHR$(23):CHRS(2):
55 READ A-NN=NN+1:INK 3.A:IF NN=4 THEN TI2=TIME:GOTO B90 WINDOW®Z.1.28.1.25
149@: REM FINISHED 9¢@ RETURN

270 D=@ 91% REM SET UP VARIABLES

280 CS(@)=CS(@)+B8:CS(1)=C5(1)+8 92¢ NN=0@:REM SECTOR NUMEER
>3 IF NN=2 THEN INK @.@:INK 6.2:INK 7.% ELSE INK @,11 930 CY(@)=15:A=@:GOSUBE 410:REM COMPUTER CAR#@

-INK &.26-INK 7.13 049 CY(1)=60:A=1:GOSUB 41@:REM COMPUTER CAR#]

IEE GOTO 1zZ6 953 S=80:SPEED INK S5.5:REM PLAYER SFEED

312 BREM DATA FOR CHANGING GROUND COLOUR 960 D=@:REM DISTANCE GONHE IN SECTOR

328 DATA 2.86,12.9 978 CS(P)=48:CS({11=45:REHM COMPUTER CAR SPEEDS

330 REM MOVE CARsA 98@ ¥Y=32:REM PLAYER'S CAR ¥

340 OCE(A)=CH(A):OCY(AI=CY(A) 993 IF CX(@)<8@ THEN ¥=96 ELSE X=48:REM PLAYER'S CAR X

I5@ CY(AY=CY(A)+(S-CS(A)}/10 19@@ RETURN

360 IF CY(A)>119 THEN CY(A)=15:GOTO 41@:REM INITIALISE 1¢12 REM PLAYER DEAD

376 IF CY(A)<15 THEN CY(A)=119:GOTO 41G-REM INITIALISE 1@2@ !GRAPHICS.X.Y.2:INK 4.6:1NK 5.26

380G CX(A)=CX(A)+DX(A)*(C¥{A)-OCY(A)) 1@3¢ FOR A=5 TO 7

39 RETURN 148 SOUND 129.8.50,15.0.0.INT(RND*31)+1

483 REM INITIALISE CAR 185¢ !GRAPHICS.X.Y.A

410 DX=INT(RND*78)+37 1060 FOR D=1 TO 7@:MEXT D

42@ DX(A)=(73-DX)/104 1978 !GRAPHICS.X.Y.A

430 CY(A)=DX+DX(A)*(CY(A)-15) 198@ NEXT A

447 RETURN 1899 WHILE S0O(1)>127:WEND

45@ REM SET INKS 112¢ WINDOWs®.1,20,1.25:SPEED INK 20,20

460 CALL &BD19:READ A:BORDER A:FOR C=@ TO N:READ A:INK 1118 PEN 1@:LOCATE 6.13:PRINT CHR$(2Z);CHR®(1):: AS="GA
C.A:NEXT C ME OWVER":CALL DBL.8AS.®:PRINT CHR#(22):CHR$(8);
47@ RETURN 1120 REM WAIT & ENTER TITLE SCREEN

480 DATA ©.11.1.8,9.6,26,26.13.3,13,21,26,13.8.6.3 1130 T=TIME:WHILE TIME<T+15@@ AND IRKEY(47)=—1:HEND
49¢ DATA 1.1.24.20.6.26.86,2,6,10,12,14.16,18,22,1,16 11480 WHILE INKEY$<>"": WEND

@@ DATA ©.2.0.0.0.0.9.6.86.8.8.11.8.0.9.8.8 115¢ REM TITLE SCREEN

51¢ REM SET UP SCREEN 1168 MODE @
5260 ORIGIN 329.9 117@ RESTORE 4599:NH=15:G05UB 46@:REM RESTORE COLOURS
L PRI CHIED P CHRS M) 1183 WINDOW#1.,4.17.4.15: PAPER#]1.3:PEN#1.1

540 WINDOW#®,1,26,12,25: PAPER#S, 3: CLS#0 119¢ REM SET-UP IHKS
55@ FOR A=-17€¢ TO 17¢ STEP 4:MOVE A.@:DRAW @,222,2:NEX 1200 PAPER @:PEN 2

T A:REM DRAH ROAD 121¢ A$=SPACES$(Z)+"ALPINE ROAD-RACE"
568 REM DRAW KERBS 1220 FOR A=1 TO LEN(A%)
57@ C=4:L=45:Y-0:MOVE 174.0 1233 LOCATE 1.1:M$-RIGHTS(A$.A):CALL DBEL.8!lN%.0

588 WHILE L>»>=1 1248 FOR D=1 TO S@:NEXT D
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1250 HEXT A
126@ GOSUB 1978:REH PRINT HIGH SCORES
127@ LOCATE 1.17:PENH 4:PRINT"CONTROLS:-"

1280 PEN 7:PRINT" SPEED UF - A"
129& PRIRT" SLOW DOWN - Z°
1325 PRINTI® LEFT =l
1313 PRINT" RIGHT o s

1328 PEN 1Z:PHINT:PRINT"CHOQOSE CONMTROLS.J/K™

1338 PEN 15:LOCATE 6.,24:IF CTRL=0¢ THEN PRINT"“JOYSTICK"
ELSE PRINT"KEYEBOARD"

1348 PEN 3:PRINT TAB(4):"ENTER TO PLAY."

13508 As=""

1360 WHILE K=0 OR As$=""
K'+CHR$(13).A3%):HEND
137¢ IF As$="J" THEMN CTRL=G:GOTQO 1330

1380 IF A$="K" THEN CTEL=1:GO0TQ 1330

1399 RESTORE 589:N=15:G0SUB 4&@:REM CLEAR INKS

148 MODE @

141¢ LOCATE 6,7:PEN 19:A$="G00D LUCK!"-CALL DBL.,8As. @
1426 GOSUBE 52@:REM SET UP SCREEN

143& GOSUB 92@:REM SET UP VARIABLES

144@ CALL &BD19:INK 18.8

1458 PAPER#1.@:LOCATE#1,1,7:PRINT#1,SPACES(48);:REM DE
LETE '"GOOD LUCE’ MESSAGE

1468 RESTORE 48@:HNH=15:GO0SUB 468:REM SET INKS

147@ GOTO 58

14898 REM FINISHED SCREEN

1490 RESTORE 49@:GOSUB 468:REM RESTORE INKS

156@& MODE @

151@ PAPER @:PEN 3:Az="
1523 CALL DBL.,eA% .O
1532 PEN 1:A$="CONGRATULATIONS!":GOSUE 193@

1548 PEN 2:A%="0n reaching your":GOSUB 1938

1550 Az="obiective":GOSUB 193@

15660 ET=ROUND((TIZ-TI1)- 38&.2)

1570 A2="in"+STRH(ET)+" minutes_ ":GOSUBR 1932

15800 GOSUB 186@:REM PLAY MUSIC

1590 IF ET>HI(4) THEN GOTO 1168

1689 MODE @

1610 WINDOW#1.4,17,1,.12:PAPER#1,3:PEN#1,1:CLS#]1
1620 GOSUB 197@:REM PRINT HIGH SCORES

1638 LOCATE 6,14:PEN 2

1648 A#="GREAT TIME":CALL DBL,8As .G

1650 PEN 12:PRINT STRING$(3,14); "Enter your name:-"
16680 WHILE INKEYS«<>"":WEHND

167@ HIf="w%%kx"

1689 A$="+#":X=3:PAPER 3:PEN 1

1699 WHILE A$<>CHR$(13)

1708 MID$ (HI$ . X)=AS$:X=(X MOD 3)+1

1718 LOCATE 9.20:CALL DBL.eHIS$.®

1728 A$="":WHILE (A$<CHR$(32) OR AS>CHRS(122)) AND A%<
>CHR$ (13): A$=UPPERS ( INKEV$ ) : WEND

173@ WEND

1740 A=0

175@ WHILE ET>HI(A)

1768 A=A+l

1778 WEND

1760 FOR D=4 TO A+1 STEP-1

1790 HIS(D)=HI$(D-1)

1800 HI(D)=HI(D-1)

181@ NEXT D

1820 HI$(A}=HIS

1836 HI(A)=ET

1848 GOTO 1168

1858 REM CONGRATULATIONS

186@ CO=@:RESTORE 191@:REM INITIALISE

187@ READ NOTE:IF NOTE=-1 AND CO<>-1 THEN CO=CO+1:REST
ORE 1910:GOTC 1872 ELSE IF CO=2 THEN RETURN

1880 SOUND 1,NOTE.28.15.-(NOTE<>@) *

1898 SOUND 4,NOTE#2.2@.15.-(NOTE<>®)

1998 GOTO 1870

1910 DATA 6@.53.47.45,60.0.45,47.45.40,53.8,53,47 .45, 3
6.40.40.45.45,47.53.47 .60.8,.0.0.8.~1

1920 REM PRINT A$ DOUBLE HEIGHT IN CENTRE OF LINE

1939 LOCATE 11-LEN(A$)/2.VPOS(#@)+3:REM SET CURSOR
1949 CALL DBL,8A$,@:REM PRINT STRING

195¢ RETURN

1968 REM PRINT HIGH SCORES

197¢ CLS#1

1988 PRINT#1," BEST
199¢ FOR A=0 TO 4
2000 N$=RIGHTS(SPACES$(6)+STR$(HI(A)).6)
2013 K=INSTR(1.N$,".")

202¢ IF K=@ THEN NS=RIGHTS(N$+" . @8".6)
2030 IF K>4 THEN N$=RIGHTS(N$+“8".6)
2040 A$=" "+HIS(A)+" - “+N3

205@¢ CALL DBL.eAs,1

-AS=UUPPER$ (INKEY®) :K=INSTR(1."J

ALPINE RODAD-RACE"

TIMES" : PRINT#1

2060 PRINT#1:PRINT#1

2078 NEXT A

2080 RETURN

Z09% REM SET UP PROGRAM

2100 CALL &BCO2:REM RESET COLOURS

2110 IF PEEK(&B5@D)=221 THEN 2140

2120 MODE 1:PAPER @:PEN 1:LOCATE 14.12:PRINT"PLEASE WA
IT."::PEN Z2:PRINT TAB(1@): "LOADING MACHINE CODE."

2130 MEMORY &B@7F:LOAD"!" , &8@8@:CALL &8480:REM LOAD IN
AND LOGON “"GRAPHICS" RSX

2148 DIM CE(1).CY¥(1):REM COMPUTER CAR POSITIONS

215@ DIM OCX(1),0C¥(1):REM DUMMY COMPUTER.CAR POSITION
216@ DIM DX(1).CS5(1):REM CAR MCVEHMENT INFORMATION

2178 CTRL=1:REM DEFAULT TO KEYBOARD

2188 DBL=&B58D:REM ADDRESS OF DOUBLE HEIGHT CHARACTERS
2198 ENV 1,10,-1.2

E%EETDEF FNPOINT(X,Y)=TEST (X*4 ,¥*2):REM NEW VERSION OF
221@ DEF FNCHAR(Y)=INT(Y/25)+(Y<35 AND Y>25):REM CHOOS
E CORRECT SIZE FOR CAR

2220 DEF FNJ(CTRL)=(JOY(@) AND CTRL=@)+(CTRL=1 AND (((
INKEY(69)<>-1) AND 1)+((INKEY(71)<>-1) AND Z)+((INKEY(
38)<>=1) AND 4)+((INKEY(22)<>-1) AND 8))):REM *REPLACE
S JOY(N) FUNCTION FOR JOYSTICK WHEN CTRL=@ AND KEVBOAR
D WHEN CTRL=1

2238 REM SET UP HIGH SCORES

2249 DIM HI$(4),.HI(4)

2250 FOR A=@ TO 4

22680 FOR D=@ TO 2

2279 HIS(A)=HI$(A)+CHRS(INT(RND*26)+65)

2288 NEXT D

2299 HI(A)=150+2@*A+ROUND(RND,2)

2308 NEXT A

231@ GOTO 116@:REM GOTQ MAIN SCREEN
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