MIDGET MONSTER TRAMP

CLASSIFICATION: Time-limit game
This is a simple but effective version of space invaders. The aliens
advance upon you in a random fashion and you must shoot as many
as possible within the time limit.

Use ‘Space’ to fire, ‘comma’ to move left, and ‘period’ to move right.

PROGRAMMING SUGGESTIONS

The game could be updated to give the player more men, and make
the aliens travel slower, but thicker on the ground.

PROGRAM

Variables

TIMER Time remaining in seconds

SCORE Player's score

SHIP Ship’s column

XSHIP(4), YSHIP(4) Coordinates of alien ships (col, row)
SHIP$ Characters to print when ship is moved
FLAG One second has passed
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Program Structure

Lines Function/Activity

10 — 70 Call initialise screen, initialise variables
80 — 240 Main loop

250 — 310 Firing routine

320 — 340 Interrupt routine

35@ — 360 Break routine

370 — 410 Game over

420 — 580 Front screen
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MIDGET MONSTER
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Initialise screen and variables

BGOSUE 4730
MODE 1 & BORDER @ : INK @, @ : INK 1, 18 ¢ INK 2, 24
INK 3, &, 24 @ SPEED INK 3, 1 & PAPER @ : FEN 1 : SPEEL

o

E
KEY 1, 1 : ON BREAK GOSUR 360 : EVERY S0 GOSUEB 530
TIMER = 10@ 3 SCORE = @ 1 SHIP = 20 ¢ DIM X8HIF (4), Y8
HIF 4) ¢ FOR T = 1 TO 4 & X8HMIF (T) = CINT (RND (1) *
) 4+ 2 r Y8HIF (T) = CINT (RND (1) % 1@) + 1 3 NEXT T
SHIFE = "," + CHR$ (24@) + ",
FLAG = @ @ SYMBOL 240, 24, 24, 189, 189, 28%, 187, 197,
129 : SYMBOL 241, 24, 60, 90, 219, 284, 183, 129, 66
LOCATE 1, 2% 2 PRINT "TIME. ... . ansessaesnsBCORE.. .. "

i

Main program loop

LOCATE SHIF, 24
PEN 2

FRINT SHIF$

PEN 1

FOR T = 1 TO 4

LOCATE X8SHIF (T)., YSHIF ¢
YEHIF () = YBHIF (T) + 1
BTy =

XGHIF (T) = XGHIF 7)) + CINT (RND (1) * 2) - 2 3 [F X&H
IF (T » 39 OR XSHIF (T) <« 2 THEN XSMIF (T) = CINT (RND
(B 9] b)) o+ @ 3 YSHIF (T) = |

LOCATE XSHIF (T), YBHIF (T) @ FPRINT CHRE (241)

NEXT T

IF INKEY (47) » =1 THEN GOSBUER 260

SHIF SHIF + (INKEY (39) 5 -1) - (INKEY C(31) » ~1)

IF BHIF « 2 THEN SHIPF =2

IF 8HIF THEN SHIF =17
IF FLAG = 1 TH FIMER = T IME
INT TIMER 2 FLAG = @ = IF TI
GOTO 9@

& FRINT ",
t IF YSBHIP (T) » 23 THEN YS8HI

= 1 ¢ LOCATE 1@, 25 = FR
= @ THEN GOTO 380

Firing

FPEN % ¢ FOR T = 25 TO 1 STEP -1 : LOCATE SHIF + 1, T :
FRINT CHRE (149) 1 NEXT T

ENV 1, 7, -1, 10, 8, =1, 4@ : SOUND 2, @, 25, 13, i, 1,
1

FOR TO 1 STEF -1 @ LOCATE SHIF + 1, T : FRINT ",
"oy : FEN 1

FOR T = 1 TO 4 ¢ IF XSHIP (1) = SHIF + 1 THEN SOUND 1,
250, 5@, 1%, 1, 1, 1 : SCORE = SCORE + 2% : LOCATE 30, 2
5 o FRINT SCORE @ XSHIF (T) = CINT (RND (1) * 3é& ) + 2 1
YSHIF (T) = 1

NEXT T

FURN
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Interrupt routine

FLAG = 1
RETURN

Break routine

SPEED EEY 2@,1 3 STOP

Game over

put:1] MODE @ & 1L.0C

"YU LLBHOT "

FRINT

FRINT " AND LY OU L BCOREL p O FRINT SCORE § " POINTS"

400 FOR T = 1000 70 @ & = 1@ 2 BOUND 1, T, S, 1%, @, @,
@ s NEXT T

410 Mg ow INREYS$ 2 TF A% o= 0 THEN GOTO 410 ELSE RUN

s FRINT "TIMELUFY" o FRINT & PRINT
/@% 5 PRINT " e MIDGET MONSTERS"

Front Screen

: 11 % INE LH, 2% ¢ INK 3, 6
Cw B TO 640 STEP 64
FOR N = @ TO 1%
SN % 4+ T, B 1 DRAWR @, 40@, N

r NEXT T

: FRINT "MIDGET"
FRINT "MONSTER
FRINT " TRAME®
POFRINT sk

IE A% = " THEN GOTO 53Q F FOR T = 1 7
1 5 BRINT CHR$ (11) 3
FRINT "7y e e v w JLEFTY 3
x FRINT "0 v e WR vy
1 3 ERINT "GPACE. .. JFIKE"
D, 1oz BFRINT CHRE (11> 3 NEXT

() aé&
S4Q LOCATE
L s LOC B
yCHRE (1) 3 LOCAT
FOR T = L T0O 1@ & L.
1

H6H0 FOR T = 1 TO 100 = SOUND 1, T, 2. 1@, 1, L , L 2 NEXT T

G770 FOR T = 1 T0 19 @ LOCATE 1, 1 ¢ PRINT CHR$ (11) 5 NEXT
T
580 FRETURN
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ChexSum Tables

"] 1991
K] 697
40 H1e
50 @

&0 4158

el

100
1@ =
120 =
1350

14@ =
150 =
160 =
L7@ =
130

190 =
200
210

TOTAL = 127604
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