Action!
32K Cassette or Disk

by Chris Page

Air Hockey is written in Action! and must be com-
piled off of a disk or tape (the source and object code
won't fit in memory together). So type it in, SAVE
it, clear the editor, go to the monitor and RUN it,
thusly: R “FILENAME? (substituting the device and
filename you saved it under for “FILENAME”—I
used “D:AIRHOCKE.Y™).

Once you have it running properly, you should see
the title screen and hear the title music (the “Peter
Gunn” bass line). Press START.

Now you should see the options screen (it has the
word OPTIONS at the top). You can use the OPTION
key to highlight a different option, SELECT to change
the option and START to play the game.

The options available in Air Heckey are:

Friction — This can be ON or OFF. If the friction
is on, the puck will have a tendency to slow down
while travelling across the board. You may notice that
it sometimes curves as it slows down. This is because
I used integer values instead of floating point. This
means that the motion is not 100 percent accurate,
resulting in the curved motion of the puck,

Velocity — This can be 2 through 9 and indicates
the maximum velocity of the puck. Option 2 is
slowest; 9 is fastest.

Bounce — This can be 0 through 9, indicating the
amount of “bounce” to the puck, or hew well it re-
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tains velocity after hitting the side of the board. A
9 means that the puck will not slow down on colli-
sion; 0 indicates very litile bounce and will cause
the puck to slow down considerably if it hits the sides.

Win — This is the score up to which the player(s)
will play. It can be from 10 to 90, in increments of 10.

Players — Either 1 or 2. If one player is selected,
then the player should use joystick port 1 and con-
trol the top player; the computer will control player
two, the bottom player. If two players are selected,
then it's the same, except that player two will be con-
trolled by joystick port 2.

Playing.

Once your options are set (or left alone, if you like
the default settings) you may press START to play.
You'll then see a vertical air hockey board with the
scores displayed at the top, along with the score
necessary to win the game. The puck will appear in
front of the serving player’s paddle. That player must
hit the puck to start the game.

The game is something like Pong, with forward
motion as well as side-to-side. Players control the pad-
dles by moving the joystick in the direction they wish
to move. The buttons do nothing. A score is made
when the puck goes into the yellow goal area of a
player, and the other player becomes the server.

If the puck gets stuck between players, as it can
in real air hockey, you may re-serve by pressing the
SPACE BAR. Algo, while in the play mode, you may
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é Air Hockey continuea

press the ESCape key to exit the program. Finally,
if you want to restart the game, press START any-
time during the game (except during the goal se-
quence), and you'll be returned to the options screen.

When the game is over, there’s a long cheering se-
quence with whistling fans (if the crowd likes you)
before you're returned to the title screen.

Why | did it or
a tail of two ducks.

I was sitting around one day (I do that quite a lot)
last summer, had just bought Action! and was becom-
ing familiar with it. After writing some demos, I was
ready to do something more substantial with it.

I figured that a good way to utilize Action!’s speed
was to write some kind of fast-paced, arcade-type
game. But I didn't want to write another space game
or Pac-Man. I wanted to write something different
and unique. Air Hockey may not be a completely
unigue game (it is similar to Pong), but it's different,
and a change of pace from “Laser the Aliens!”

ATARI PROD
RC UCTS
CAL COM INC.
Abcr 52057 (Mono & REB ... .coovevei i i CALL
ALGr 5205T SOHWEI® ....ovcoovnnssnsnsssninnnss CALL
Afari 52087 1024K Upgrade (inciudes Romdsk soware). . .. ¥200.00
AN ASORE - -t o e $435.00
Atari 130XE + Omniview XEXL............... $485.00
Happy 1050 Disk Drive (Complete}. ...... ... ¢ 309.00
Happy Enhancements 810/1050 . ............ $150.00
Omniview XEML. ...t it 3 49.95
REmoa XERI. . 11 woisndd dn ol can il s 68.00
DS DOUBIBE:| S 0o e it SOt $ 56.00
035.35. Software (Basic XE/XL Mac 65, Action Elc) .. ... .. CALL
F.OR.@.M. XE (BBS program) .. ........ovvvers, ¥ 65.00
Volksmodem 42 (30011200 Baud with Cable). . . . . .. $499.95
Gemini 10X Prnter. ..............ccooiiinns $499.00
LIK Letter & Data Perfect (4080 columny. . ... . . $ 29.95
R-verter (Comes with software). . .................. $ 39.95
P:R: Connection (interface Module by ICD). .. . . . ... 5 65.00
5295 Cameron Drive #505 P.0. Box 2601
Buena Park, CA 90621 Silver Spring, MD 20902
{714) 994-2678 {301) 684-9124
CALL THE CAL COM BBS [24 HOUR (300/1200 BAUD)) (301} 684-8933

WISAMC Accepted [Add 4%), COD, and prepay Cashiers Check or Money Ordes.
Add $5.00 per ordev for shipping. Sales Ta: CA Add 8%-MD Add 5%

CIRCLE #127 ON READER SERVICE CARD
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A lesson in compromise or
the quacker in the rye.

This program is an example of inventiveness,
procrastination and compromise. “Inventive” be-
cause. . .well, it's a matter of epinion, but I think it’s |
inventive. “Procrastination” because I dropped the
project for several months at a time (check out the |
start and completion dates in the source listing). Fi-
nally, and most decidedly, “compromise” because |
made so many of these concerning Air Hockey.

Two of my main compromises were:

1) I wanted more options and a complete title
song, but time and a willingness to work (or the
lack thereof) got in the way.

2) Everyone, including myself, thought that the
paddles should have been round. But that re- |
quires physics. . .I barely passed physics. If I'd
made the paddles round, as they are in real life,

I would have had to resort to “real” physics in-

stead of the chintzy method I did use.

In physics, you use vectors to describe how
objects mave, but this is a difficult thing in in-
tegers (well, difficult for me), which is what 1
was stuck with in Action! So I simply gave a
horizontal and vertical speed and a horizontal
and vertical direction,

These two compromises, however, were not as dif-
ficult or as important as my final compromise. 1 had
to compromise on the one aspect, the most difficult
thing, that every programmer must: completion of my
goal. I had to stop work on a program which I felt
was incomplete and short of my goals, and call it
finished.

I realized this when [ was telling my friends that
I'd have to add the treble line to the title music be-
fore I'd submit it for publishing. As I told them this,
I realized that the game is rather simple (as it was
supposed to be) and that a full-blown song was su-
perfluous. [ then realized that other things 1 wanted
to add were also not needed.

Actually, I had already met my goal (design a sim-
ple game as an exercise in Action!), but in the proc-
ess, I'd created other goals—like adding the treble
line.

I realized that 1 would continue creating goals as
long as I was working on it; I would never finish the.
game. I'd sit, perma-bonded to my video screen, for
the next ten years working on Air Hockey until it
was 3-D, talked and had instant replay, a high score
list, a theme song to put “Flight of the Valkyries” to
shame, and a thousand other things. . .and I would
still want to change something.
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Program design and
some ducks thrown in for effect.

I think the important thing here is to realize that,
when you want to write a program, you should de-
cide exactly what it will be like, so that you can say
it is finished when it meets the description. I cer-
tainly did not. I designed and wrote it as I went along
(this is painfully evident to me in the lack of unity
and consistency in the program, the “patchwork
quilt” look).

This has also led to my big problem: because the
program is so disorganized, I invariably come to some
sort of dead end and drop the project. I completely
gave up on Air Hockey many months back, but, at
the urging of two of my friends (D.S. and D.B.), 1
picked it up again and trudged through the tangled
code to finish it. . .finally. This is what has kept me
from finishing the other hundred or so projects I have
stored away in dusty disk files,

I'm sure that if it were not for this fact, there would
be thousands more programs available for computers
through other users, magazines and distributors. Next
time you start to put something off because it seems
too difficult, back up and try again.

Oh yes, the ducks.

The ducks? Well, I thought I'd try to be a little
different from the other articles gracing this maga-
zine's fine pages. (You wondered about them, didn't
vou?) Have a duck, you'll feel better. |

Chris Page is an eighteen-vear-old from San Die-
go, who's studying for an A.A. degree in electronics
at LT.T. Technical Institute. He has worked with com-
puters for seven years and owned an Atari 800 for
four. His primary computing interests are in sound,
graphics and human interfacing.

Listing 1.
Action! listing.

air Hockey
by
Chris Page

e s g

Copyright (c) 1985 ANALOG Computing

special Thanks to:
David Sullivan Pavid Becker

LLETE TR e T

O s
m

FINE
OPTION="3",SELECT="5", START="6",
NONE="'7", LEFT="96" , RIGHT="60",
TOP="56",B0T="144"

BYTE
NINDEX,VOLUME, FRICTION=[1
BOUNCE= [981 , KIN= 1181, pLavEﬁa-:zJ,
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»

CONSOLZ53279, CHACT=755, HSYNC=54282,

UCOUNT=54283, CRSINH=752

cotona-szz7e.annnx-sszfx.

COLORZ=53772, COLORI= sxz?z,

COLOR4= 533?4 RTCLOK=28

DMACTL= unncn_sz RMARGN=83F,

CHBAS= 756 PHBASE -S4

HITC Ln—szi?a Pzpt-sxzeé

GRACTL=53277, GPRIOR=623 ‘s

RANDOM=53778, COLPMB=5326

COLPM1=53267,CH=764 , S RANTOp= =106,

AUDCTL=53768, ATRACT=77, KEY

BYTE ARRAY
bLISTjﬁcgﬁg ROMFONT , PMMEM(5800) ,

PUCK (@) = [5505F0§f§$F35FO$F0$FI55SJ.

TTOPCOI=[ 0 R'R'R'R'RIR'B'H'E'E'R
RIRIRRIRED

TMIDCO =R T T I T T fererereney

TBOTCO=CZ 1R RIRIR A DB B R
"R'R'R'R'R'C

NOTE (6)=[243 243 217 243 204 243

193 204
PCOY=[8 363 YBOT(BI=[62 1441
scenztzz nnLuti: POLY(2) ,05TIK(2),
ROMSET (5400) =SEBB0, HPOSP (4) =53248,
HPOSM(4)=53252,PCOLR(4) =704

CARD
PUCKRY, PUCKYY, PUCKX , PUCKY
MAXU=[5001,DLISTL=560,SAVNSC=88,
HITUBU=SE462

; === Miscellaneous Procedures ---
PROC SETVBV=SE4SC(BYTE CMD,VBIHI,
VBILOD

PRUC UBI D)

7 VBI to play mu
SOUND (8, HOTE(HIHQER} 18, VOLUME)
agfﬁbli.!ﬂ'E(ﬂIlDEx)-! ii,UOLuNE)

IF VOLUME=8 THEN
VOLUME=15
NINDEX=—#1
IF MINDEK=8 THEN
FINIHDEH=0

FI
i JMP RITUBV
[54C XITVBY]
RETURN

PROC INITUBIC)
; Initialize music VBI
NINDEX=8
VOLUME=15
SNPRST (2
i set deferred vbi vector

szrunu:7 VBI R5H 8,VBI)
RETUR

PROC DEBOUNCE Q)

CarD I

; Debounce console keys
FQ:QI-O TO0 S896 DO

nnuﬂ'll CONSOL=NONE
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* Air Hockey continued

an
RETURN

3 === Title Sctreen —-—=
PROC INITTITLECQ)

BYTE I

3 Initialize title screen

HU

gkISIZDLISTL
UNTIL VYCOUNT=@

oD

FOR I=3 TO 5 DO
DDI.IS'I(I*'H:DLIST(I)

0

SETBLOCK (DLIST,18,578)

FOR I=i3 TO 25 STEP Z DO
PLISTC(I}=®

oD
SETBLOCK(DLIST+#27,2,570)
SETCOLOR(C1L, a 143
SETCOLOR(Z
POSITIONCAL, %
PRINT ("air Hotkey“)
Pnsxtxunt1 1)
PRIN “8% ehrns Page')
POSITIONCZ
pnrurt"rhan s. p.5. and D.B.™
POSITIONC17,2)
pnxnr(
une 30. 1984 - August 9, 1985
Puser N(Z7,4)
nIur(”coggr;?ht tc) 1984
POSITIO!
PRINT (“Press BT
SOMCTL=33
RETURN

PROC TITLECOLORSOQ)
ITIE I
: Mid-screen color changes
H ::fiz
IF HUE THEN
CHACT==%#1&3

FI
FU:UI:B TO 38 DO
HSYNC=0
COLOR4=UCOLNT LSH 1+HUE
IF UCOUNT=48 THEN
” COLOR1=®

I
UNTIL VCOUNTELZ8
oD
ap
RETURN
PROC TITLE()
; Dbis t:tle screen
INI YI LED)
INITVBICQ)

1 ]1]
TITLECOLORS O
UNTIL CONSOL=5TART

ap
SDMCTL=0
RETURN
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; ——— Game Options -—-
PROC INITOPTIONSQ

i Initialize procedure OPTIONS()
GRﬁPHIG 17
MCTL=@
GRMC?L-O

Do
UNTIL VCOLUNT-®
op

DEBOLUMNCE O3
SCRMEM=SAUMSC
DPLIST=PLISTL
DLIST(3I)==+1
SETCOLOR(B, 3 id4)
SETGGLOR(R. 4%

PRINT i AME OPTIONS™)
POS TTON S, 2)

PRINTD(6," -~ MEXT OPTION')
PRINTDE (6, - CHOOSE™)
PRINTDE (6, * - PLAY GAME™)
POSITION

PRINTD (6 "iuxct:nu. 0"

Er PRICTHON

Pn!ﬂTD(B “H"!
ELSE

PRINTD(6,"'FF")
FI

POSITIONCS,8)

PRINTD (6, "VELOCITY: )
pnznr;n(s MAXY/1088)
POSITIONCS,18)
PRINTD (6 “BOUNCE : ™)
pnxuranci BOUNCE/18)
POSITION(S, 12)
PRINID (S iR AT &
PRINTED (6, MIN)
POSITIONCS,14)
PRINTD (6, PLAYERS : ')
PRINTBD (6, PLAYERS)
SDMCTL=34

0PT=0

RETUIRN

PROC OPTIONCOLORS(BYTE OPT)
7 Mid-screen color changes
; OPT=option line to hi-light

Do
W5YNC=8
UNTIL VCOUNT=15

oD

LuM=8

HSYNC=@

DO
CULURO“LHHGSEFYQIG
LUM==+2

o»UITIL VCOLNT=25

HS5YNC=8

COLORO=®

COLOR4=6
H3YNC=8
UNTIL VCOUNT=40

op
COLORO=5F8
ggT::LSH I+41

HWSYNC=8
uDUlTIL VCOLUNT=0PT
COLORO=SFE
Do

WSYNC=8
UNTIL VCOUNT=OPT+8
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& Air Hockey continuea

oD
COLORO=5F8
RETURN

PROC OPTIONS ()
CARD I

; Get game options from player(s)
ESIIUPTIDIS (8]

FOR I=8 TO 18 DO
OPTIONCOLORS (OPT)
UNTIL CONSOL=START

op
IanﬂliﬁL"OPI’Iﬂl THEN
IF OPT S THEN
oPT=0
FI

FI
IF CONSOL=SELECT THEM
IF OPT=8 THEN
FRICTION==!1
IF FRICTION THEN
SCRMEM{134]1=46
SCRMEMC135) =@
ELSE

SCRMEM({134)=38
SCRMEMC135)=38

FI
ELSEIF OPT=1 THEN
IF _MAXVU=988 THEN
SCRMEM({173) ==~
ﬁﬂ“‘ﬂﬁo

SCRMEM{173)==#1
MAXV==+108

S
ELSEIF OPT=2 THEN
IF BOUNCE=98 THEN
SCRMEM(213)==-9

ELSE
SCRMEM(Z13)==+1
BOUNCE==+19

FI
ELSEIF OPT=3 THEN

IF _MIN=98@8 THEN
SCRMEM(253)==-8
WIN=18

ELSE
SCRMEMI253)==+1
HIN==+18@

FI
ELSE
IF PLAYERS=2 THEN
SCRMEM({Z93)==-1
PLAYERS=1
ELSE

SCRMEM(293)==+1
PLAYERS=2
FI
FI
oolllTIL CONSOL=5TART

SDHCTL=8
SHPRST O
RETURN

=== Play air Hockey -—-

PROC MAKEFONT O

BYTE I

CARD J

; Change character set

-
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BYTE ARRAY

CDATIB)=[555555555555554554550540] ,

EDﬁTtO) [$483558 54254 55 55 55 551;

apaT (8= ISBI 95

RPAT(8)=L g 55955 3 ;55 55].

SPAT L8)=[SFFSFFSFF FF FF3F

TDATL8)=[5nA ﬂﬁﬁzﬁ AdSARSAZSAN] ,

ZDATEBI=[555555%555 55 1551550855811

RAMFONT= (RAMTOP-B8) %5108
l'lﬂlJE BLOCK (RAMFONT , ROHSET 54882
O (RAMFONT+536, 192y

CHBQS"HQHTOP 8

SDMCTL=61

Fllll I'G T0 7

J=8 Joee po 0

Ilﬂlfl]l" CSJS*I! =CpAarT (IJ
RAMFONT (55241 =EDAT (1)
RAMFONT (648+I)=0QDAT (I)
RAMFONT (656 +I)=RDAT (1)
RAMFONT (664 +I)=5DAT (1)
RAMFONT (672+1)=TDAT (12
RAMFONT (728+I)=ZDAT (1D

oD
RETURN

PROC POSPLAYER(CARD PLAYER
BYTE X,Y,LENGTH
BYTE ARRAY SHAPE)
; Position Playe
HPOSP (PLAYER) ~R+LEFT
PLAYER==X*5$100+5400
MOVEBLOCK (PMMEM+PLAYER#Y+TOP,
SHAPE , LENGTH)
RETULRN

PROC POSPDL IIYYE PADDLE X, Y)
; Position

PUSPL.\YEMI"IDDLE K,Y,2,B4R)
RETLRN

PROC POSPUCKI(CARD X,Y)
; ;nsitinn puck

==/108
POSPLAYER(2Z,X,Y,8,PUCK)
RETLRN

PROC ERASEPDL (CARD PADDLE BYTE Y2
; Erase

PﬂtbLE::!glna!$4aa

ZERO (PMMEM#PADDLE+Y4TOP, 2)
RETLRN

PROC EIMSEPIICKICMW ¥

TOP
ZERD (PMMEN®+5608+Y,8)
RETURN

PROC ERASEALL 0

: Clear Player memor
ERASEPDL (8,PDLY (@)
ERASEPDLC(L,PDLY (1))
ERASEPUCK (PUCKY)

RETURN

PROC INITPMGC)

; Initialize PMG
PMMEM= (RAMTOP~-16) %5100
Zero (PMMEN, 58082
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PCOLR(BI=576
PCOLR(1)=576
PCOLR(2)=536
PMBASE=RAMTOP-16
GRACTL=3

RETURN

PROC INITPLAYOD)
CARD X

; Initialize game
GROPHICS (@)
SDMCTL=8

Do

nDHHIIL VCOLUNT=®
SETUBU(?,5E4,%62)
SNPRST (2
DEBOUNCE (3
INITPMG ()
SCRMEM=5AUNMSC
SCORE (8) =8
SCORE(1)=9

O05TIK(8)=15
OSTIK(1)=15

DLIST=PLISTL
DLIST(2)=DLIST(I)+4
PLIST(3I=DLIST(4)
DLIST(4)=DLIST(5)
DLIST(5)=530
DLIST(7)=538
SETBLOCK (DLIST+8,21,4)
SETCOLOR(O,3,
SETCOLOR(1,0,14)
SETCOLOR(Z,0,4)
SETCOLOR(I,2,14)
SETCOLOR(4,0,6)
POSITION(Z,0)
PRINTE("air hockey'™)
SAYNSC==+16
POSITION(S,8)
PRINTF(

" One : 88 | Win : ¥B | Two : 08“,

win)

MOVEBLOCK (SCRNEMSS  TTOP. 18)
FOR T0 663 STEP 32 DO

- HoUEnLucxtscnnEH+1 THID 18)

P
MOVEBLOCK {5SCRMEM+*695, TBOT, 18}
MAKEFONT ()
SOLUND(3,8,08,33
KEY=8
CH=5FF
RETURN

PROC SERVE(BYTE PLAYER)
CARD I

; Initialize positions
ERASEALL (3
PDLE(B) =23
PDLEC1)=28
PDLY(BY=YTOP (D)
PDLY(C1)=YBOT (1)
PLUCKK=3088
PUCKY=4000+6800%PLAYER
PUCKHV=0

PUCKYVY=0
POSPDL (0, PDLX(8) ,PDLY (6))

POSPDL(1,PDLY L) ,PDLY (13D
POSPUCK (PUCKX , PLHCKY)
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p
B
.
i

snc NUUEPHDDLE(B?TE 28]

ERﬁSEBDL(P PDLY (P))
STIK=STICK(P)

move puck 2 for one player game

IF PLA?ERﬁ'P THEN
STIK=%F

IF PDLE(1)+2{PLCKX/188 THEN
STIK==-8

FI

IF _POLY(1)-6(PUCKY/100 THEN
ELEEIF_FDLVII) ~8)PUCKY/108 THEN
ELSE. !

STIK
IF RAND(2) THEN
FISIIR::*I

FI
ave stick position

FI
G5TIK(P)=5TIK

nove H;ﬂe Uer‘t:caly

ir tsTI

PDL
IF PDLV(P)(?TQP(P) THEN
POLYCPY=YTOPIP)

FI
ELSEIF KSTIKGE) 8 THEN
PRLY(P)=

IF PDL?(PJ}YBﬁT(P) THEN
FIPDlYtPJ ZYBOT (P}

FI
iF“°99 Paddle hor:zontaly
P

(SYIK&B) THE

DLRC 2

IF PDLMIP)}HIGHT-4 THEN
PDLE(P)=RIGHT-4

FI
ELSEIF (STIK&4)=0 THEN
PDLEIP)==-2

IF PDLX(P3})>248 THEN
FIPDLH(P):B

FI
POSPRL(P,PDLX(P) ,PDLY (P))
RETURN

PROC REVERSEPX ()

H

Reverse horizontal puck direction
VOLLUME=14

PUCKXD=Z!
IF PUCKXVS(98-BOLNCE) THEM

PUCKHV=8

ELSE
FIPHCKHUEE-(SO-BUHHCEJ
RETURN

PROC REVERSEPY (O

Reverse vertical puck direction
VOLUME=14

PUCKYD==!1

IF PUtK?U(I?O BOLUINCE} THEN

ggcxvu
PUCKYV==-(90-BOLINCE)

FI
RETURN
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é Ail‘ HOCkey continued

PROC MOVEPUCK()
BYTE PADDLE,XDIF,YDIF,STIK,ABOVE
CARD ARRAY
HVELDC(B)=[400 140 100 30 40 @
49 80 100 149 406081
Move the puck

ERASEPUCK {PUCKY)
i check for paddle collisions
PADDLE=0
IF PUCKY/180>79 THEMN
PADDLE=1

FI
STIK=0STIK{PADDLE)
IF P2PL THEN
IF HITFLAG=9 THEN
lml.mlE 14
; % X velocity & direction
ublr_rucxxuosu PDLX(PADDLE)
gHtlﬁU-nvﬁLoC(HnIFJ

IF xnxr)s THEN

PUCKXD

new y velocity & direction
xggrspucn?fian PDLY (PADDLE)

IF _PADDLE THEN
Ifnsgﬁl?lioi(PbL?(ll THEN

FI
ELSE
IF PUCKY/100+3<{PDLY (@) THEN
ABOVE=1

FI
FI
paddle not nov in
IFNEETIK&:Q THEN

-

puck not MoOving
ELSEIF PUCKYU=8 THEN
PUCKYV=288
PUCKYD=8
IF (STIK&EII=1 THEN
FIPUCK?D:l
i puck and paddle equal y coor
%aEﬁF PHCKT/IDO+I*PDL?(P#DDLEJ

; d0 nothing
ELSE

H ng puck and paddle down
IF PUCK?D—I AND (STIK&3II=1
THEN
IF ABOVE THEN
PUCKYY==-288
IF PHCK?U)IOG THEN
FIPHGKVD”'i

ELSE
FIPHCK?V::*ZGB
ELSEIF PUCKV ﬂ AND
{5TIK ‘2 THEN
IF ABOVE=® THE
PHcK?UZZ“IB'

IF PUCKYV>288 THEN
FIPHBI?D::!I

ELSE
FIPHGKT“==*290
ELSEIF PﬂGK?E:& AND
{STIK&3II=2 THEN
IF ABOVE THEN
PUCKYD==!1
PUCKYVY==+268

FI
ELSEIF PUCKYD=86 AND

PAGE 66 / JANUARY 1986

(511(&3)-l THEN
IF ABOVE=® TH
UCKYD=

FI
HITFLAG=1
L5E
HITFLAG=@
FI
HITCLR=8

nove hnri:ontal¥
IF _PUCKHY>MAXY THEN
PUCKXU=MAKY

FI
IF PUCKXD THEN
PUCKE==+PLCKHY

ELSE
FIPUBHK=Z-PHCKHU

Check houndaries
IF PECIS)ZJQOB THEM
REVERSEPX ()

PUCKH=8

ELSEIF PUCKX)>RIGHT¥*108 THEN
REVERSEPXO)
PUCKH=RIGHT*i88

FI
IF PUCKYVY>MORY THEN
PUCKYV=MAXV

FI
verticaly
IF PﬂtKYD THEN
PUCKY==+PUCKYV

ELSE
FIPUBKY::“FHCKYU

check boundaries
IF PUCKY>24880 THENM
REVERSEPY (2

PLUCKY=8

ELSEIF PHEKY}BUI*IOG THEN
REVERSEPY
PUBK?‘BOT*IOS

FI

handle friction

IF PUCKHYV THEN
PUCKRV==-FRICTION

FI
IF PUCKYY
PUCK YU::-FRICTIOH

fading collision sound

IF YOLUME THEN
VOLUME==-2
50“!'(0,10 VOLUNE)

EngUlD(i +18,18, VOLLME)

S0UND(8,6,6,8)
S0UND(1,98,0,8)

FX
POSPUCK (PUCKX , PUCKY)
ETURN

LT

e

PROC GOAL (BYTE PLAYER)

BYTE I

CARD J

; Inc score; check for a winner

SNDRST ()
ERn5EPﬂCK(PﬂCK?)
ME=9

VoLL

SERVEIT=1

SERVER=PLAYE
SCORE(PLQYER)::+

IF SCORE(PLAYERI=WIN THEN
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GAMEOVER=1
FI

flash score
FOR I=90 T0 5 DO
SETBLOCK (SCRMEN#23+22%PLAYER, 2, 0)
FOR J=6 T0 5000 DO 0D
SCRMEM(23422XPLA
onEtPanznmzxo
scanznt2¢+zzﬁr
16+ sconecvtnvtna MOD 10
suuunto.za 16,8
FOR J=8 5966 00 0D
opsuuubto,n,o L83
cheering
IF_GAMEOUERZO_THEN
FOR 1=0 T0 ® DO
FOR J=8 70 1088 DO 0D
op OUND (€, 10,8, 1 RSH 1)
FOR J=0 TO 48000 DO 0D
FOR I=8 T0O 36 DO
FOR J=8 TO 1868 DO 0
ousounn(a.ln 8,15-1 RSH 1

FI

SNDRST 0

SOUND(3,0,8,32
RETURN

-

-

PROC MOVEALL D)
; Move paddles and puck
1 keep attract mode at bay
ATRACT=0
3 Check for gna
IF PUCKX>2408 AMD PUCKX{3I700 THEN
IF PUCKY=8 THEN
GOAL (1)
ELSEIF PUCKY=BOT¥*188 THEN
GOAL (@)

FI

IF GAMEOVER=8© THEN
MOVEPUCK (2
MOVEPADDLE (6)
MOVEPADDLE (1)

FI
RETLRN
PROC ENDGAME (2
BYTE I

CarRD J,K
: Cheer profusly and end game
SHDRST(}

FOR I=@ TO
FOR .J=8 TD 1008 po DD
SOUND (P ,18,8,T RSH 1

ap
FOR J=G T0_ 2006 DO
FOR K=8 TO 508 DO OD
IF _RAND (1302 =8 THEN
FOR I=6 TO

15 b0
FOR K=@ TO iz@@ DO oD
SOUND(1,306-1I,18,1)

oD
FOR I=8® TO 15 DO
FOR K=@ TO 1206 DO OD
SOUND(1,15+41,18,15-12
oD
FI
oD
FOR I=8 TO_ 38 DO
FOR J=@ TO 1606 DO OD
SOLND (6,10,8,15-T RSH 1)

oD
FOR J=8 TO 48860 DO 0D

ANALOG COMPUTING

RETURN

PROC PLAY ()

;s Play aar Hockey
INITPLAY D)
oERUEKSElUER)

Do
0nlllTIl VCOUNT=188

IF CH{>SFF THEN
KEY=GETD (1}

FI
IF KEY=32 OR SERVEIT=1 THEN
SERUE(SERUER)

KEY=#8
CH=5FF
SERVEIT=#@
FI
MOVEALL ()
UNTIL GAMEOVER=1 OR KEY=27 OR
CONSO0L=6

oD
IF KEY{}»27 AND CONSOL{}6 THEN
ENDGAME O3

FI
SNDRST ()
RETURN

: ——— Main Procedure —--——
PROC MAINC)
LMARGN=0
CLOSE (1)
gEEHKI.“I:“.4,03

TITLE ()

HHILE CONSOL=6 DO
OPTIONSC)
PLAY ()

oD
UNTIL KEY=27
op
CLOSE (1)
GRAPHICS (8)
GRACTL=8
RETURN

unigue club
beats them all

DISK-OF-THE-MONTH CLUB
PD. BOX 116, FAIR LAWN, N.J. D7410-0116

F d

NS 6
CIRCLE #130 ON READER SERVICE CARD

JANUARY 1986 / PAGE 67




