Stardodger I
— the Basic

version

Stewart Russell shows
you how to program
the same game
three times, in three
very different languages

TARDODGER is a very simple game that

remains challenging despite the lack of

fiddley bits. It was produced as a test exer-

cise to determine the suitability of three
languages - Basic, BCPL and Assembly lan-
guage - for writing a simple game.

The gameplay is about as simple as is humanly
possible. The player guides a zig-zag line towards
a goal on the other side of the screen, avoiding
static objects placed in its path. The higher the
level, the more objects are placed on the screen,
until the player collides with an object or the
white edge of the screen, ending the game.

The game is made even simpler for both_pro-
grammer and player by the use of the Shift key as
the only means of control. If the Shift key is
pressed, the line climbs; if it is released, the line
falls,

Basic was used to write the original program as
it has the advantage of instant access, This allows
a deal of experimentation and correction while
testing without lengthy recompilation sessions.

Despite its speedy reputation, Locomotive
Basic is a little slow for this sort of thing, so the
game was later rewritten in a compiled language
for speed.

Subprograms
—_ﬂ

The Basic program was written as a series of
simple subprograms tacked together with that
most marvellous keyword, GOTO. This keyword
gives rise to cheers from some and hisses from
others - generally computer scientists who have
been bitten by a rabid GOTO at an early age.
The most complex part of the game is the
check on whether the pixel in front of the player's
I’=2 is white; if it is, the game ends. A test is also
n-ade to determine whether the right-hand edge

of the screen has been reached; this results in the
next screen being drawn.

It was found that the game was very slow when
written in this ./manner since two independant
tests = TESTR and XPOS - were required every
game loop.

This was solved by drawing a vertical line in a
different ink to the rest of the game graphics at
the right-hand edge of the screen. Now all that
was required was one ink test per loop, using
TESTR, to see if the player had hit the line or had
hit something nasty.

There were plans to include sound - these
were shelved when it was discovered that sound
programming is not one of my strongest points.
This programming technigue is know among the
cognoscenti as The Cop Out.

As the variable names used are not descriptive,
3 table of their function may help {see Figure I).
These variables hold integer values only, so it
could be an interesting (and simple?) exercise to
use a Basic compiler on the program.

@ Next month we'll look at the BCPL version.

1 ' Basic Stardodger by SCR.
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18 ° *x Initialise #=

¢@ MODE 1

0 INK 8,0

4@ BORDER @

58 INK 1,26

68 INK 3,8

70 g=5 'set initial asterisks to §

B0 * %% Title screen *+

98 LOCATE 14,1

188 PRINTStardodger”

110 "LOCATE 1,5

128 PRINT "Avoid the killer Asterisgs,
and seek the'

138 LOCATE 9.6

148 PRINT “wondrous Mextscreen Gap.”

150 LOCATE 12,13

160 PRINT “Use SHIFT to climb”

178 GOSUB 7o@

188 ' %% Draw game screem **

198 MODE 1
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200 DRAWR 629.0
210 DRAWR 0,178
Z20 MOVER 0,50
230 DRAWR 0,149
240 DRAWR -4629.0
250 DRAWR @,-399
260 DRAWR 0,2
270 DRANR 627,08
280 DRAWR 9,148
298 MOVER 0,50
TO0 DRAWR 8,187
318 DRAMR -625,0
320 DRAWR 8,-399
338 NOVE 636,08
T60 DRAW 636,399,3
358 MOVE 638,08
360 DRAW 638,399
ITH PLOT =1,-1,1
380 TG

398 FOR s=1 T0 q
4O MOVE S@+RND*541,2B+RND*341
418 PRINT "+';
420 NEXT

430 TAGOFF
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Figure I: The main variables in the Basic version

440 MOVE 9,200

&30 dy=4 'set initial line dir to up

G668 ' *% Main game loop #**

470 DRAWR &,dy

LBB IF INKEY(21)<>-1 THEN dy=4 ELSE dy
==4 'move up if shift pressed

490 t=TESTR{Z,dyf2)

508 IF t=1 GOTO 550 'hit summat nasty

518 IF t=3 GOTO 620 'completed the scr

520 MOVER =2,-dyf2

530 GOTO 478 'repeat main loop

560 * #* End of game screen **

558 MODE 1

560 PRINT TAB(14);"YOU GOOFED

578 LOCATE 5,13

5B@ PRINT 'Number of Screens conmpleted

= "+8TRS{(g/5)=1)

590 GOSUB 7B@ ‘Press any key to cont..

400 RUN

G610 ' #% Success screen ##

420 MODE 1

630 PRINT TAB(16):'WELL DONE"

640 LOCATE 18,13

638 PRINT “Stand by for Screen "+STRS(
(gi5)+12

668 GOSUB TOO

678 q=qt5 "add 5 stars to next screen

680 GOTO 198 'screen drawing routine

698 ' 2% Nait for key ##

78@ LOCATE &,25

710 PRINT "Press any key to continue.”

720 WHILE IMKEY$<»>™

T30 WEND

760 WHILE INMKEYS="

758 WEND

768 RETURN

PRODUCE PICTURES LIKE THESE IN"MINUTES"
USING A DMP2000/3000 PRINTER AND THE

DART SCANNER

A remarkable new image scanning system which
enables you to recreate & store pictures, documents,
drawings, photographs etc.

* Mo camera or video source needed
Simply fead your orginal into DMP2000
printer (does not affect nomnal printing
operations)

* Compatible with AMX Pagemaker
and any light pen or mouse which works
with standard screen fomnat

* For all CPC compulers

Features:

Scaon - Magnification x1, x2, €3, x5

Prirt - Full Size/Half See, Load & Save to
Tape o Disc, Araa Copy. Scroling Window,
foom Edit, Box/Blank. Clear Area, Add Text,
Hip Screen, On screen Manu.

Applcations:

Advertiing /Artwork, Lattereods/Logo's,
Merwslatters & Laaflats, Games Scresns.

el |

Telephone: (0502) 513707

Package Comprises:
Scanner head, Interface,
Software on Cassette or Disc

R.R.P. £79.95

including VAT and P&P

Suffolk NR33 FNA

Trade & Export enquirles also welcome




