4BK Disk
Requires Action! Cartridge

At 25, Mike Stortz is the P.D. Librarian for GRASP,
the Richmond, Virginia Alari users group. Seeming-
lv unable to find work in the programming field, he
is working on about thirty projects at once, includ-
ing a graphic arcade/adventure game.

ANALOG COMPUTING

h;r Mike Stortz

1996: Kara Hyke leaves show business after losing out in
a disputed Oscar award.

1997: Kara Hyke enrolls at M.L.T.

2010: Kara Hyke discovers semi-matter.

2016: Hyke-Grey effect discovered.

2021: Hyke-Grey drive invented.

2030; Hyke and Grey found Arcadia on Proxima [II.

2065: Hamner scout ship attacks Arcadia and is driven off
after extensive damage to the city. Work on the shield
begins.

Today: Hamner fleet attacks Arcadia. . .

Deep in caverns under Arcadia, fuel cannisters of
semi-matter ore to power the city’s defensive shield
have been cached away against the day when the
aliens would return. Composed of mixed-charge mat-
ter, hyke (as it is called) is easily persuaded to anni-
hilate itself in the manner of matter-antimatter reac-
tions, but is more easily stored.

Now that the attack has begun, brave volunteer
retrievers must don helipacks, flv down into the caves
and bring up the ore, so that Arcadia may not fall.

(continued on page 27)
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6 R.O-T.O- continued

R.OT.0. is a game of coodination, reflexes, timing
and a hint of strategy that should keep you going for
a while before Arcadia can claim victory.

Plug in your Action! cartridge and type in Listing
1. Action! is forgiving about case, spacing and line
divisions, so you need not slavishly follow the for-
mat of the listing (which is compressed somewhat
for purposes of publication).

SAVE it before attempting to RUN it! If you try to
run R.OT.0. from memory, the source code will be
overwritten and ruined, causing much gnashing of
teeth. Because R.O.T.0. is so large, it must be com-
piled off of disk or cassette.

For disk.

After typing ROT.0. in, save it with the command
CTRLW and type in the filename “ROTO.ACT" then
RETURN. SHIFT-CLEAR the editor, enter the moni-
tor with the CTRL-M command, enter C “ROTO.ACT"
and RETURN. This will compile R.O.T.O. into ma-
chine language. Now, save the compiled version by
typing W “ROTO.AML” and RETURN. AML stands
for Action! machine language. To run R.O.T.0. now,
just type R and RETURN. In the future, simply type
CTRL-M to enter the monitor, D and RETURN to go
to DOS, and then binary loading the file ROTO.AML
from DOS by using the L command in DOS 2 or DOS
3—or type LOAD ROTO.AML if you have DOS-XL.

For cassette.

Type in ROT.0. and save it with the CTRL-W com-
mand. Do not use the “Screen Off?” option; it will
upset the tape timing. Rewind your tape, press PLAY
and RECORD, give the filename ‘C:" and RETURN.

Go have lunch while the source code's being saved
(about fifteen minutes). Come back, clear memory
with the SHIFT CLEAR, and enter the monitor with
the CTRL-M command.

Rewind the tape containing the R.O.T.0. source
code, press PLAY, type in R “C:” and RETURN. Have
some more lunch. The computer is rereading the
source code, compiling it as it does. When it’s fin-
ished compiling, the game will automatically start.

In the future, you may play R.O.T.O. by inserting
the tape containing the source code into the record-
er and typing the R “C:” command.

ANALOG COMPUTING

Playing R.O.T.O.

After beginning, you should see the R.O.T.O. logo
and your man flying about it, while an explanatory
message scrolls beneath. You may begin by press-
ing the START button or the fire button on joystick
1. You will see a portion of a cavernous network and
four green blocks with Hs on them. This is the fuel
intake.

ROTo
FAGCKS : 3

a R

SHEZL P

L

&
]

SBY HEKESs Si0ORT&
R.OT.0O.

Cannisters of hyke are scattered about the caves.
They look like the fuel intake, except that they're
glowing. Pick up these cannisters by touching them,
then return to the intake and touch it. This advances
your score and charges the shield in accordance with
however many cannisters you've deposited.

Each cannister is worth fifty points. Returning ore
also refuels your helipack. Picking up more than ten
cannisters before depositing them will cause their
magnetic fields to interact with explosive results.

Your man moves up, down, left, right and diagonal-
ly in all directions, although he moves downwards
faster than up. Moving against the screen’s border will
scroll more caverns into view, although you'll auto-
matically stop at the far ends of the caves.

Don't run into a wall, or you'll lose a helipack.
Watch your fuel, too. Running out will produce the
expected effect.
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‘ R.0.T.QO. continued

Your retriever is also equipped with a molecular
debonding device to facilitate going through rock.
Press the fire button to let off a shot. The debonder
will vaporize any chunk of rock you fire on, but you
will lose a point for every piece of the caves you elim-
inate (because you're reducing their structural in-
tegrity).

Unfortunately, the debonder will also affect a fuel
cannister. Rupturing the magnetic bottle containing
the hyke will produce a large explosion and prevent
anyone else from retrieving fuel.

Also, attacks from the alien fleet will shake the
caves periodically, causing rocks to break loose from
the ceiling. Shooting rocks is worth one point each
(for cleaning up). Don’t run into them, and be care-
ful that the tremors don't send vou into a wall.

Pressing any key while a game is in progress will
pause it. Press another key to resume play. If you
want to begin again, press START.

If you play well and retrieve enough cannisters to
top 1000 points, the shield will have stayed up long
enough for reinforcements to arrive—and the city
will be saved.

On the other hand, if you wreck while hauling can-
nisters, you could deplete the ore supply so that vic-
tory is impossible.

Remember which portions of the caverns you've
mined out, and definitely recall the way back to the
fuel intake. The cave network is generated random-
ly each game, so expect variety.

R.OT.0. may end in five ways:

(1) Most frequently, vou run out of helipacks
(while there are many volunteers, there are only
three of the sophisticated flying apparatuses).

(2) The shield is battered down. This happens
when you don't retrieve enough ore.

{3) A fuel cannister is shot.

(4) You carry more than ten cannisters at once.

(5) The least common. . . Arcadia holds out,
and the aliens are defeated —this time!

That'’s it!

Action! deserves a word of praise here. R.O.T.O.
was designed half in advance and half as I thought
of another feature to put in. The excellent editor made
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even major reshuffling and splitting of routines easy.

I shudder to think what I would have gone through
using a conventional assembler. Even when the source
code became too large to co-reside with the object
code, I could compile off of my Axlon RAMDisk with
little loss of development time.

The author would appreciate any letters of busi-
ness offers, extravagant praise, or, failing that, con-
structive commept. Have fun and save Arcadia! []

Listing 1.
Action! listing.

i R.0.T.0. by Mike Stortz

SET $000E=$4000
SET $8491=54000

DEFINE bytes=""64",lines="g8@",
rock=""194",pmwb_page=""'128",
cb_page=""128",cb_adr="'32768",
dl_page=""136",dl_adr=""34816",
MisSC_page=""1I7" misc_adr=""35872",
sSC_page=""140",sc_adr=""35840"

BYTE
rtclok=514,atract=54D, IRargin=552,
rowcrs=554,dindex=557,sducti=522F,
gprior=526F,crsinh=52F@,
Ch=32FC,g9racti=speip
hitc1r=$DO1E,consol=$De1F,
audctl=50208,5kstat=5D26F,
Plhase=§nll?.Isgn:: D484,
vecount=5D46B ., nmien=5D40E,
chbas=52F4,chbase=5D4089,
hscrol=5D4904 ,vscrol=50465,
pcolré=32Co,pcolri=52C1,
pcolr2=32C2,pcolr3i=s2C3,
colpm@=5D812,colpni=5SDB13,
colpmz=5D014,colpn3I=5D015,
colr8=52c4,colri=52cs,
colr2=52c6,colr3=52c7,
colr4=52cC8
colpfe=5p0i6,colpfi=$0017,
colpf2=5D018,colpfI=5D019,
colpfd4=5D01A

BYTE ARRAY hposp=5D008,nxpf=5D0080,
hposn=5D084 ,pxp f=5D004

CARD colcrs=555,5avnsc=558,
ydslst=5200,sdslst=5%230,
TXINSC=5294

BYTE i, j,k,1,CX,CY,X,Y,X5,X5NK,YS, jOY,
phase,mc, face, f1ag,bak, fore,
fuel ,packs,enable,whine,
carried,end,cans, fallc,shake,
shakec
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BYTE ARRAY logo= mani=

[65 85 68 a8 @88 88 @85 &85 L8 254 16 16 16 28 20 20
i?28 96 88 88 88 88 96 128 16 48 49 48 48 8 24 16
! 5 21 88 838 88 88 88 16 32 32 32 1312
# 128 96 88 868 68 68 a8 8 127 8 8 8 480 40 48
f 149 149 2 2 2 2 84 12 149 12 12 16 24 8
8 85 8 #880 806 60 88 &6 8 4 4 4 41,
2 9 37 37 3?7 3?7 3?7 3I7
80 84 37 3I7 37 3I7 3I7 3?7 rotor=[254 124 56 16 56 124
85 69 68 68 88 88 a 1] 127 62 28 8 28 621,
128 96 88 88 88 88 88 1
848 688 88 88 88 88 21 5

can=[24 60 126 98 195 135 219 2551,

2 2 2 2 2 2 66 dldata=
86 B8 60 80 80 &8 80 8O I 112 112 112 68 0 misc_page
7 37 37 37 ¥? 9 Z 64 4 6 11 6 139 481,
37 37 37 37 37 B84 8e 81,
cset dl1aIi§=?ﬂ 168 nis 136
= 15C_page
[ 0 124 198 198 198 198 254 124 65 @ dl_pagel,
§ .30 16 5 32,38 a2 A% ko
a manadr=[@ 21],rotoradr=[@ 61,
8 238 50 124 270 7394 20 28 RiSTIIR.mAtacEy $2 48 1330, rist
X ’ 1 ary,screen, 15
S8t F 00 s e Bt 1 i "
g 1 CARD ARRAY tableibytes),falld(28)
8 138 135 13t se 20 fes dee :
INT xXd,yd,oxd,oyd,ii,score,shield
8 252 14 252 206 206 254 252 INT gpnzy'nud:4g '
0 124 254 198 192 198 254 124
0 248 220 206 206 222 220 216
8 126 252 0 240 192 252 126 PROC SetVbv=SE4ASC(BYTE aa,bb,ccC)
0 126 252 @ 252 248 224 224
0 126 224 224 238 230 254 126
0 230 230 238 230 238 230 238 PROC Vblank )
8 254 56 56 56 56 254 254
8@ 14 14 14 14 206 254 124 (5481 ; PHA
@ 238 238 252 240 252 238 238 vscrol=-ys hscrol=xs+xsm
0 224 224 224 224 224 252 254 [5681 ; PLA
0 198 238 254 214 238 238 238 [54C 562 SE41 ; JMP KITVBY
@ 198 239 246 254 238 230 230 RETURN
8 1724 198 198 198 198 254 124
8 252 6 254 ig% gg: ;24 224
8 124 198 198 PROC D1i()
8 252 6 254 252 238 233 %&3 BYTE d
8 126 9 248 126 14 254 252
@ 254 ® 56 56 56 56 56 [ 348
@ 238 236 238 230 230 254 254 580 548 598 548 505 5AC 548
8@ 236 2380 230 230 254 124 56 505 SAF 548 505 S5AF 548 1
8 198 198 214 254 238 198 1948
@ 236 336 124 56 ‘38 56 36 ; PHA s
3 THA PHA TYA PHA LDA 5SA4C PHA
= 25= 2: 5= 11% 224 25: 254 ; Lba gﬂE PHA LDA gﬂf PHa
255 255 187 255 223 255 251 255 wsync=0
68 126 223 253 255 247 126 68 IFvvcnunt(E4 THEN
255 255 255 255 255 123 49 ;] chbase=chbas+2
255 255 255 255 222 158 12 8 colpfo=fore
63 127 127 127 63 31 63 127 colpfd=bak
127 63 63 3JI1 63 127 B3 31 IF enable=1 THEN
colpfz=(rtcl
254 252 248 248 252 254 252 248 SRRSO O RaSae
248 252 254 254 252 248 248 252 ELSE
L] 8 32 88 255 126 68 3I4 colpfi=e
4 12 3I8 56 16 16 3I2 64 colpf2=@
1] L] 4 18 255 126 34 68 colpfiz=e
32 48 126 28 8 8 4 21, FI
maneé ELSEB hb
= Chbase=-chbas
[0 254 16 16 28 24 28 128 colpfi=202
24 36 42 46 52 a 8 8 colpfd4=64
8 16 16 ] (1] FI
8 127 8 8 56 24 56 40

24 36 B84 116 44 a 8 16
16 8 8 a al,
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iii" ]R{-(:’.r]:-‘:'o continued

[ 68 385 FAF 368 85 iﬁE
5231 85 SAC 5638 S8 368 San

PLA STA SAF PLa STa $nE
Ft: 5TA SAC PLA TAY PLA TAX

[5401 ; RTI
RETURN

-

PROC Wait(BYTE w)
BYTE wil

wiz-rtclok
DO until rtclok=Hi+w 0D
RETURN

PROC PWSet()
sdmcti=62 gractl=3 hitclr=o
pcolre=152 pcolri=ii8 gprior=33
pubase—pmb_page chbas=cb_page
RETURMN
PROC ZeroOut()
Zeroimissile,1280)
FOR i=® T0 I DO
nnthsPli!:B hposm{il)=@
SndRst ()
RETURN
PROC DoPhase()
Phase==+1
IF phase=-6 THEN phase=@ FI
RETURN
PROC DoScore()

IF score>1000 THEN end=S FI
dindex=2

rowcrs=4 colcrs=14 PrintBD(6, Patksl)

rowrs=6 colcrs=14 Printb(s,"

rowcrs=6 colcrs=14 Pr:ntlntﬁ scorel

dindex=6
Plot(fuel,S5) Plot(shield,?)
RETLURN

PROC ChargeShield()
IF carried{>8 THEN

shield==+#carried LSH 2

score==+carried*s5e pbosScoreld

SndRst ()

FOR i=1 TO 258 step 18 DO
Sound(3,250-1,18,6)
Haitil)

oD

Sound(3,8,8,8)

cafrneg-l fuel=59 whine=@
or=

Plot(0,5) DrawTo(fuel,S)

Plot(a,?7) brauln(shueld 7)

cnlnr:ﬂ

FI
hitclr=0
RETURN
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PROC CheckShake ()

IF Rand(8)=255 AND
Rand(5)=8 AND
Shake=8 THEN

shake=-Rand(18)+18
shield==-Rand(28)

IF shield{® THEN shield=@8 FI
IF shield=8 THEN end=2 FI
Plot(159,7) DPrawTo(shield,7)

FI
IF shakec{>® THEN
shakec==-1
ELSE
shakec=60
IF shake<{)® THEN
Shake==-1
i=Rand(18)
IF f3l1Cj)=8® THEN
az=table(cy)+cx+Rand(2@)
IF screen(a)=@ THEN
fall(jd=a id(jd=rock
Isgreen:a):ruch

FI
Sound(2,255-shake,2,6)
XsSH=Rand (5)

ELSE
Xsn=0
Sound(2,8,0,8)

FI

FI
RETLURN
PROC CheckFuel (3}

IF (rtclok=8 or rtclok=128) AND
fuel<>@ THEN
DoScore() fuel==-1

FI
RETURN
PROC EndGame ()
Zero(Misc_adr+80,80) ZeroQutQ)

dindex=2 rowcrs=4 colcrs=0

TSl
rin ACKS LEFT")
ELSEIF end=? THEN

PLIntDECE," =~ SHIELD DEPLETED™
ELSEIF end-i

PRintDE (6," CANMISTER RUPTURED™
ELSEIF end=4 THEN

PrintD(6," TOD MANY CANNISTERS'™)
ELSEIF end=5 THEN

PrintDE(6," ARCADIA THANKS YOU'™)

FI
PutDE(6) PrintPE(G," game over"™)

FOR a=1 TO 488 DO
Sound(®,a RSH 1,8,6)
DO UNTIL vcount=128 oD
FOR i=@ TO &8 DO

colpfé-vcount+rtclok
ugsynt=l

oD
RETURN

PROC GetDirQ)
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Joy=15! (8) xd=0 yd=@
IF 3 8@ THEN xd=1 FI
IF (jovy 28 THEM xd=-1 FI
IF lJnyii}E;l THEN yd=2 FI
IF J?? yE. yd=-1 FI
IF x 8 or yd{ THEN
Fon&-xd oyd=yd

RETURN

PROC Scrolld)

IF (joy&4) <8 THEN xs==+1 x==+#1
IF xs=8 THEN
IF cx=@ THEN xs==-1

arg:pub+¥
FOR i=@ TO 178 DO
FOR j=1 to 28 DO
colpmB=-64+Rand(8) LS5SH 1
colpmi=64+Rand(8) LSH 1

unusync:ﬂ
k=Rand(24) aruth)::lﬂanzﬁ
k=Rand(24) aryi(k+256)==-&Rand(8)
soundf(l,i,4,6)
Hait(1i)

1] 1]

Zeroipmb,512)

SndRst() pcolre=152 pcolri=1is
Hait(26) enable=8
FOR i=@® TO 14 step 2 DO

ELSE cx==-1 xs=8 fore=-46-i
FI Hait(5)
FI ap
ELSEIF (o gl&)(}ﬂ THEN Xs5==-1 x==-1 fore-8 MWait(6@) hitclr=e
IF xs-iﬁ carried=8 whine=8 shake=8 face=e
IF cx=44 THEN Xs==+#1 acks==-1
EL&E CX==+1 Xs5=7 F packs=9 THEN end=1 FI
I
FI FOR iz@+<T0 19 b0
FI screen(fall(i))=e
IF (joy&2)<>8 THEM ys==+1 y==-2 fallfil=e
IF ys=8 THEMN oD
IF cy=68 THEN ys==-1
ELSE cy==+1 ys=@ fuel=58 color=1
FI Plot(e,5) PrawToifuel,5)
FI s color=6
ELSEIF (jo 34280 THEN ys==-1 y==+1
IF ys:fsg THEHN . * X=84 y=110 cx=0 cy=0 xs5=7 ys=0
IF cy=8 THEN ys=c=+1 305cn§=t1 SETnl}‘, MoveMan ()
=== ore= enable=
E&iE =k et RETURN
FIFI
DO UNTIL vcount=128 OD PROC GetCani}
= = + + s i=X-I%5 -9
3 Ea a= 5treegutablettul cx j=12 R+ g E::fﬁn -
41.51(,+1) arye) ac=tabled j¥cyd+idcx
i j+2)= IF screen(a)=159% THEN
ﬁééi;‘j 2)=arvyi(l) fgﬁgggji’ig
==+ ied=<=
i e IF carried=11 THEN end=4 FI
RETURN FI!hiﬂE=Zi| hitclr=e
RETURN
PROC MoveMan()
zergtsnﬁ*gizﬁj Zero(pub+256+4y,26) PROC Falling(CARD bb)
X==#X
hposp (8)= g 0Sp (1) =X j=screen(bb-64)
IR R
X ace= =
IF fallik)=8 THEN .
a-pubty+iphase RSH 2) falli{k)=bb-64 idik)=j EXKIT
temp=-manadr (face) FI
MoveBlock(a,mand+tenp,21) ap
MoveBlock (a+256, manittemp,21) Fgllnng(hb—ﬁl)
azpubty+} RETURN
azisgggigogggaﬁr(face)iphase}
1=
Poke(a,i) Poke(at+256,1) PROC ZapIt(BYTE zz)
Sound(8,phase LSH Z-{yd LSH 3),8,2) atract=ea
RETURN " - I=mxd(zz)+2
ji=mx{zz)-31-1 RSH 2-xs
k=my(zz)-72+ys
PROC GoBoom() J==RSH 3 k==RSH 3
SndRstT () Missiletmy(zz))==&255-mdata(zz)
Zero(missile,256) mx(8)=0 mx(1)=@ mx{zz)=o

Hait(la)
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iié":[‘;J[);f[:l[), continued

a=tablelc fk:fcxlf PROC MoveRocks()
IF screencal)=159 THEN end=3 FI

IF screenf(a)=rock THEM score==+2 FI FOR i=@ 70 19 DO

bak=78 fore=12 te"'=F32;ti,
FOR j=6 TO 18 DO IF temp+i;8® THEN
screenfa)=65 IF screen{tenp)=0 THEM
FOR k=1 TO0 108 DO OD temp=0
screenda)=o ELSE
FOR k=1 TO 188 DO OD a-temp+od
Sound(i,290,2,15- i) IF screenta)<>8 THEN
oD tenp=0
bak=8 fore=36 screenta)=e IF id(i)=159 THEN end=3% FI
Sound(1,68,0,8) ELSE
h:t:;r=6 score==—-1 DoScore() screenitempl -8
Fallingt(a) screental=id(i)
RETURN temp=-=+64
FI
FI
PROC Bump () FI

fallCid=temp
oD

i=pxXpfiB) j=pxpfil)
RETURN

IF Ci&1)<>8 OR (;j&1)<)@ OR
(i&8) <38 OR (;&8) )@ THEN =
PROC CheckRocks()

GoBoom()
fallc==-1
ELSEIF (i&2)<>0 OR (j&2)<{>@ THEN IF fallc=8 THEN
fallc=20 MoveRocks ()
ChargeShield ) FI
RETURN
ELSEIF (i&42¢{>0 OR ¢ j&4) {30 THEN
GetCan() PROC DrawMall(CARD st BYTE cc,in,len)
BYTE ii,iJj
FI CARD 1t
IF anflI!igﬂ THEN ZapIt(®) FIX
IF mxpftl)i>@ THEN ZapIt(l) FI screenisti=1
RETURN tt=st+in
FOR ii=1 TO0 len-2 DO
< ji=Rand (2)
PROC StartMiss() screenCttd=cc+jj
tt==+in
IF Strig(e)=e AND flag=0 THEN op
flag=1 mc==!1 screen(ttli=1
IF mx(mc)=8 THEN RETURN
missiletmy(nc))==&(255'mdatalnc))
My (NCI=y+1e
missiletmyincli=cindatailnc) PROC DrawCaves()
Mx(mc)=(x+4+face RSH JI)&254
mxd(mc)=face LSH 2-2 Ssdwctl=0 sdslist=dlist
I Zero(sc_adr,5128)
FI Zerotmisc_adr,512)

flaa:itriglﬁ)!l
RETUR FOR i=@ TO0 11 DO
ubdl:stt:]:dldata::)

PROC MoveMiss()
=screen j=12

=2 - FOR i=@ TO 17 DO
FOR i=@ TO 1 DO dlist(j)-64+32+16+6
temp-mx (i) dlist( j+1)=akSsFF
IF temp{>@ THEN ) dlist¢j+2)=a R5H 8
temp==-mxd(i) hpOSHUil=tenp j==+3
IF xX)>temp THEN a==+bytes
k=xX-tewmp oD
ELSE dlist(j-3)=-128+64+16%6
k=temp—Xx
FOR i=@ to 7 DO
Sound(l,k,12Z,8) dlist(j+i)=dldata2(i)
ELSE oo
J::-
FI _ TXTHSC=MiSC_.adr
mx(i)=temp FOR i=@ TO0 7 DO
IF =8 THEN Sound(i,6,8,8) FI Pokelmisc_adr+17+i,79+i)

oD Poke(misc_adr+57+i,87+i)
RETURN oD
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rowcrs=2 colcrs=90
PrintE("fuel packs:"™)
colcrs=8

PrintE("shield score:")
PrintE(" by mike stortz")

dindex=6 color=1
Plot(®,5) DPrawTolfuel,5)

Plot(®,?7) DrawTo(shield,?7)

a-e
FOR i=@ TO 7 DO
FOR j=6 T0 15 DO

Ranz
IF (k 161()‘ THEN k==%4 FI

IF (k&1)<>8 THENM
nrauﬂall:a.3.1.4: FI
IF (k&2)<>8 THEN

Dra 1;:3*1 »9,bytes,18) FI
< THEN

IF (k
nrauuallza+5?ﬁ 1,4)
IF Rand(5)=0 THEN

ISCPEE“‘%*SI" =rock

FI

IF (k&8)<{>8 THEN
DrawHall(a,9,bytes,18) FI

IF ( &16](}0 aND

%15 THEN
Strﬁenlafﬁlll 159 FI
a==+4
oD
a==+576
op

FOR a=8 TO0 68 STEP 18 DO
i={Rand(14)+1) LSH 2
FOR j=i+1 TO i+Z DO
screen{tabledal+ j3=o
screen(tableda+1)+j)=0
uDsu:reenttabletaﬂ)ﬂ):ﬂ

oD

screen(69)=95 screen{78)=35
screen(l33)=95 screen(i343=35
Pnset ()

RETURMN

PROC Title()
BYTE 1t

Graphics(21)

PmSet() Zerolduti()
Zero(missile,128@)
Zerofmisc_adr,3008)
screen-savmsc dlist=sdslst
colre=150 colri=14%

colr2=40 colri=6é colr4=64

k=8

FOR i=6 T0 13 DO
FOR j=8 T0 15 DO
stgs:nljliﬂfijzlngnltl
oo

(1] 1]
FOR i=6 TO 13 DO
FOR j=16 TO0 23 DO
sggeintj*20+i)=lu9ntkl

o0
op

ANALOG COM PUTING

dlist(31)=32
dlist(32)-64+32+6
dlist(33)=0
dlist{34)=nisc_page
“misc_adr

FOR i=35 T0 43 DO
ﬂ'dlisttiJSSZfﬁ

dlist(44)=6
FOR i=45 T0 52 DO
ggist(ilZB

dindex=8 Imarginz1
dlist(10)=6
Savesc-=+i@e

Printb(6," EER ") PrintID(6,score)

colcrs=18
Printp (6, E¥N ") PrintCD(6,high)

SaVMSC=MisSC_adr+3ee
rowcrs=@ colcrs=1

PrintDPE(&,
PPIHtDE(G,'tr
PrintDE(6,"
Pr;ntnEti,'nF
?Plntbﬁlﬁ,"ﬂT

Pr:ntDEtﬁ,'nH
PrintDE (6, "|{i]

PrintoE (6. HIT]
Pr;ntbita,-nfLa

FF:ntDE(E.“HﬁLL GOOD LUCK!

SAavVMSC=—+400 rowcrs=e colcrs=1
PutbDE (6)

PrintDE(6," %ﬂ"l
PRINTDE(G " "3
X=86 y ss gd--l xd=8 ys=@ xs=0
Phase a

1]
IF yd=-1 THEN
d=0 xd=2 gprior=3I6

ELSEIF yd=1 THEN

yd=8 xd=-2 gprior=33
ELSEIF xd=-2 THENM

Xd=0 yd=-1
ELSE Xd=8 yd=1
FI

FOR t=@8 TO 39 DO
IF xd=-2 and x=158 THEN
gprior=36

FI
IF xd=-2 and x=116 THEN
FIQPPiDP=33

MoveMan ()

?gghase[]

IF 1=2 THEN
1=8 ys==+1

FI
IF ys=8 THEN
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é R.O.T.O. continued

ys=@
b==4%280
IF bomisc_adr+1328 THEN
b=misc_adr FI
DO UNTIL vcount=1i28 OD
dlist(I3I)=Peek(Bb)
FIdIist[Idl:Peehi!b*l]
Hait(2)
IF consol=6 OR Strig(8)=e THEN
FIEHII

oD
UNTIL consol=6 OR Strig(el=e oOD
lE%h-255 SndRst ()

PROC Init0Q)
skstat=3 audctl=@ high=@ score=e

MoveBlock (cb_adr ,57344,1824)
MoveBlock{cb_adr+128,cset, 88)
MoveBlock (Cb_adr+264,csetise, 208)
MoveBlock (Cb_adr+512,cset+288,1208)
MoveBlock (cb_adr+632, 10go, 128
MoveBlock (cb_adr+760,can,8)

Prb=prb_pagex256+1024
MisSsile-pmwb-256

a=e

FOR i=@0 TO0 79 DO
tabledid=a
a==+hytes

ap

S5etVUbvi(7,Vblank RSH 8,Vblank&SFF)
vdslst=Dli nmien=192
RETURN

PROC LoopInitQ)

colré=68 colri=49 colr4-64
screen=-sc_adr dlist=dl_adr
SaVMSCC-MisSC_adr

Pu5et() ZeroOut()

Phase=@ face=-d mC=1 flag:ﬂ
CX=8 cy=8@ xs5=7 ys-8 x=8 =118
bak=8 fore=-36 enablez=1 fallc=1

0 H B0 Bl=z U BO
A |
!
ATARY
DED H 8 R
f (] FHAL
I I 11 |
8 L) L3 BO0-66 H
QLORADO Dia BOO : i
N R/IBO DER atro Dia A A D)

CIRCLE #1107 ON READER SERVICE CARD
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packs=3 score-8 fuel=-58 shield=58
whine=@ carried=@ end=@
Shake=8 shakec=8 xsm=@
FOR i=8 TO 19 DO
id€id=8 falldid=@
oD
Mx{@)=8 mx(1)=9
RETURN

PROC GameLoop ()

vdslst=Pli nmien=192
Getpir
IF fuel=8 THEN
yd=2 joy==¥2
ELSE
boPhase ()

FI
MoveMan ()

IF x<{78 OR x>176 OR
y{9e ?n y>172 THEM
scroll )
ELSE
Hait(1)
FI

CheckFuel ()
CheckShake()
CheckRocks ()
StartMiss () MoveMiss()
Bump ()

1F uhnne{}a THEN
whine==—
Sound (3, lhlne 10, 4)
IF whine=0 THEM
(50Und(3,8,8,8)

FI

IF ch{255 THEN
ch=255 SndRst()
PO UNTIL chi255 OR
consol<{}7 OR
Strig(a)=e op
ch=255

FI
RETURN

PROC Game()
InitQ)
Do

TitleQ) )
Graphics(8) crsinh=1
LoopInitQ)
brawCaves ()
boScore ()

color=e

G L (&)
uurif’:ﬂﬂ?u:(): OR end<{>@ 0D

IF end<{>® THEN EndGame() FI

IF score>® AND score*high THEN
high=score

I

r
oD
5etUbvi7,5E4,562)
ZeroOut() Graphics(@)
RETURN

~ ANALOG COMPUTING



