24K Cassette or
32K Disk

a

That in and of

: L‘g{hml‘ reported
ami er!wny uctlwlv It au*uwd that a major
move to captuie and destroy the ;,unbﬂst'h that pro-
tected tho dnterior was h{‘l!'l" plannied.
Further. the eneny. hud: developed a new tvpe of

intelligent robot, whic leould stand the shock ufhe--_-.._ §

ing parachuted to Earth and, once there, could team
up with ather robots to destroy the g gunbases. Intel-
ligenee reportsindicated that each robot cauld ¢ arry
-dmu-ﬂlmr.wr of the explosives necessary ta pierce the
armor ﬂflh&' gunbase vou muonned,
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—’%:’ "3.. -TE!
: ¥ “ % will drop robots, w
Nt ifig Hcidd shown

The <'II‘|!I¢ ipated p[ﬁ 15”{1‘11 the enemv choppers
hich: i they land successfully,
will wait until three more trﬂ)nf': have also landed,
then team up to destroy,vouir base. Since radio si-
lence must be maintained, the robots enly “know”
about otherrobets in their direct line of sight, so four
robots must land suceessfully on one side of vour
base.

These robots are not invulnerable; however. If one
parachuting robol lands on anothér, the one under-

neath will bercrushed and immohilized.

Your gunbase is a pretty awesome weapon. The
‘gun is mounted on a concrete pedestal and is aimed
by vour jovstick. The missiles timleashed by vour fire
button are steerable— they will travel left and right
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é Snﬁ‘ak AttaCk continued

if you press the joystick control in the appropriate
direction, and rise toward the top of your scanner
screen if you center the stick.

*

Level: 1

Sneak Attack.

The missiles are powerful, capable of obliterating
the enemy’s helicopters, as well as the robots, One
strategic trick, learned in advanced gunnery class,
is to use a missile to destroy a parachute by careful
aiming, thus causing the robot to plummet to Earth,
destroving any robots that happen to be beneath it.

This is really the only method of destroying robots
that are already on the ground. The enemy has split
the attack into levels, and each level is faster and
fiercer than the previous one. Duty calls, so plug your
joystick into port 1 and prepare to defend your home
as the attack commences! Good luck.

Programming information.

Each procedure is commented with a brief descrip-
tion of what it does. Some of the procedures illus-
trate interesting programming tricks, however, and
[ want to expand on them.

The first is the procedure Title(). As stated, it prints

the title screen. Notice that it checks the location of

the vertical scan VCOUNT and puts color informa-
tion directly into the hardware registers COLPFO-
COLPF3. This causes each scan line on the TV screen
to be drawn in a different color. Action! is so fast that
vou can do this without resorting to machine lan-
guage display list interrupts.

By using the built-in jiffy timer (RTCLOCK), which
advances by one each time a new screen is drawn,
in the equation to compute what color is actually
used, the colors are made to “scroll” up the screen,
providing a rather neat effect. The speed of the scroll
is determined by the RSH portion of the color term.
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RSH essentially does a divide, so the more times you
RSH the RTCLOCK, the slower the scroll will be.

The other interesting procedure is Movelroopers(],
which moves the robots down the screen. As you can
see by looking at the program listing, Sneak Attack
is written in graphics 0, with a redefined character
set. Yet the robots scroll smoothly down.

The way it works is this: each robot is two charac-
ters high (chute and robot) and is initially put on the
screen by simply printing three characters one above
the other—the two characters which make up the
shape and a third character which is initially blank.
These three characters appear one after the other in
the character set.

To move the robot in what locks like a smooth
scroll down the screen, the 16 bytes which make up
the shape (two gharacters at § bytes per character)
are shifted 1 byte further into the 24 bytes of the three
characters which were printed on the screen.

This “dynamic character redefinition” goes on until
the figure has been shifted 8 bytes down, at which
time the top character of the three is blank, and the
16-byte figure resides in the lower two characters.
Then, you move the 16 bytes back into the top two
characters, and then print the three characters one
pasition lower on the screen.

The shifting of 16 byte blocks is done using
MOVEBLOCK. The location of the character set and
the location of the 16 bytes which make up the shape
are passed to MOVEBLOCK by using the names of
the arrays which contain the data. Used in this man-
ner, array names are treated as the memory addresses
of the data in the array.

Sneaking around.

I've been programming Atari home computers for
four yvears. The very first video game I ever saw run-
ning on a home computer was a little something from
Sierra (then OnLine), called Sabotage. It was only
available on the Apple and was never translated.

I've always enjoyed Sabotage and several times
tried to program something similar myself. 1 was
never very successful, mostly because BASIC just isn't
up to the job. But Action! is, and I think you'll enjoy
this version of a venerable game.

One more thing. The end is worth waiting for. 8

David Plotkin is a Project Engineer for Chevron
U.S.A., with u Master’s in Chemical Engineering. He
bought his Atari in 1980 and is interested in program-
ming and design of games, as well as word process-
ing. His work has been seen in ANALOG Computing,
Compute! and other computer magazines.
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Listing 1.

; Sneak Attack by David Plotkin
HODLULE

BYTE
ChrBase=756,Max,Bkgrnd=718,
Fate=53770,Level=[1],cCursIn=752,
S5tick=632,Ps,Loud=(0],Indx=[01,
DownlL= [8] ,DownR=[81,Loud1=[8],
Snd1=5D203, Snd2=5D20F ,Freq=[169]1,
Wsync=5D48A,Colbk=5D0018,
Nmien=5D48E,Hard=[15],
Consol=53279

CARD
Scrn=88,RamSet,HiMen=52ES,
Score=[0] ,Comp=1[30061,5d1s5t=560,
Udslst=512

CARD ARRAY Linept(24)

BYTE ARRAY
Charset,Chopperstatus(3a),
Chopperx(38) ,Choppery(3a),
Expx(608) ,Expyi(b60) ,ExpStatus(6a),
Tr5tatus{30d) , Trx{(38),Tryi3a),
MisStatus(30) ,Misx(30),Misy (30},
LI1(28) ,Rr(28) ,Dlist,
ShapeTable(8l=

[254 16 124 71 127 12 62 a
127 8 62 226 254 24 126 a8
26 36 48 48 24 68 231 255
24 24 24 24 24 68 231 255
6 6 12 12 24 68 231 255
128 85 17 66 24 178 91 131
60 126 255 255 195 66 3I6 24
60 3I6 24 55 68 24 316 102
L 8 0 ) 1) a L 8
68 3I6 24 255 €60 24 3I6 162
68 3I6 219 255 60 24 JI6 182
680 68 24 60 60 4 24 28
68 686 24 60 68 60 162 1951

PROC Download ()
;5tep back HiMem and move the
;Character set into RAM
CARD Index
BYTE Val
RamSet=(HiMem—5408) &5FCOND
ChrBase-Ran5et RSH 8
HiMem=RamSet
FOR Index=6 TO0 1423 DO
Val=Peek (57344+Index)
Poke{RamSet+Index,Vall

oD
Charset=-RamsSet
RETURN

PROC Dlint()
;the disp]ag list interrupt routine
[548 580 348 598 5481
Hsync=1
Colbk=50
[568 508 568 5a0 568 540)

PROC ScoreLine(d
;set up the dli
Blist=5dist
Ydslst=pDlint
Dlist(27)=138

Nmien=5ce
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RETURN

PROC Update()

iprint score and level
Positiondi,23)
Print(“*Score: ")
Position(8,23)
PrintC{Score}
Position{18,23)
Print(Level: ")
Position(25,23)
PrintB(Level)

RETURN

PROC TitleQ)

BYTE colpf8=53278,colpfi1=53271,
culpr:SI??:,colgfI:ssz?z,
rtclock=20,vcount=54283

Graphics(18)

Position(3, 4)

PrintD(6,"SNEAK ATTACK'™)

Position(8,5)

PrintD {6, 'BY")

Position(3,7)

PrintD(6,""david plotkin')

Position(3, 9}

Printb (6, "ﬁl;]ﬁﬁ s tar T

MHILE Consol<?6 DO
CoOlpfi=Fate
Hsync=9
colpfo=-128-vcount4rtclock RSH 2

upcolpfltutuunt+rtclock RSH 2

RETURM

PROC GreInitdd
;5et up the address of each screen
;line and initialize
CARD xX
Graphicsigl
cursin=1
Print{™ "3
FOR xXx=8 T0O 23 DO
uDLineptlxx!:ﬁcrn+(4ﬁ*xx)
FOR xXxX=8 T0O 29 DO
Chopperstatusi{xx)=d
Chopperx(xxl)=g
Chopperv(xxi=eo
HisxX({xx2=8
Misy(xx)=0
Misstatus{xx)=8
uDTFﬁtatustxx]:U
FOR XX=8 T0 59 DO
unExpStatus(xx):ﬂ

FOR Xx=6 T0 19 DO
LICxx)=8
Rr{xx)=8

oD

Bkgrnd=9

lipdate()

RETLURN

PROC PLlOTB(BYTE x,vy,ch)
;Plot a char at location X,y
BYTE ARRAY line

line-Linept(y)

line{x)=ch

LRN

BYTE FUNC LocateB(BYTE x,y)

NOVEMBER 1985 / PAGE 35




é Sneak AttaCk continued

;Returns the value of the char at X,y
BYTE ARRAY line

linezLinept{y)
RETURN(Iine(x})

PROC Noise()
;the explosion noises
IF Loud=8 AND Loudi=é@
AOND Freq=-169 THEN
RETURN

FI

IF Loud THEN
Loud==-2
Sound(8,90,8,Loud)

FI

IF Loudi THENW
Loudi==-2
Sound(i,150,8,Loudi)

FI

IF Freq{i68 THENM
Freq==%8
Sound{2,Freq, 10,42

ELSE
Freq=169
Iiuundtz.ﬂ.ﬂ.ai

F
RETURN

PROC HitChute (BYTE whl
;see which chute was hit by missile wh
BYTE 1p
FOR 1p=6G TO 29 DO
IF Misx({wh)=Trx{lp) AND
(Masyiwh)=Trydlp} OR
Misy(wh)=Tryclp)+1) THEN
TrStatus{lp)=2
PlutG:Trxtlp),Trytlpliu)
Plot@(Trx(lp) ,Try(lpl+i,18)
Plota(Trx(lp ,Try(ip)+2,8)
EXIT
FI
oD
IF Tryi{lp) LSH 3 ¢ Freq THEN
Freq=Tryl(lp) LSH 3

FI
RETURN

PROC HitMan(BYTE wh)
;see which man was hit by missile wh
BYTE 1p
FOR 1p=0 TO 29 DO
IF Misx{whl=Trx(lp) AND
Misyi{wh)=Trytlpl+1 OR
Misy(whl=Try(lp)+2) THEN
Trstatus{lpl=3
PlotB(Trx{lp), Tryl{lp)+i,62
Plota{Trx<{ip),Try(lp) b0}
FIPlutB(TrxthI.Trytlpl+z.ﬂl

oD
Loudi=12
RETLRN

PROC ExplodeChopper (BYTE 1p)

ieXplosions in place of Chopper lp

BYTE 1q

FOR 1q=8 TO 59 STEP Z DO ;find empty
IF ExpStatus(lq)=0 THEM

Exp5tatusiliqi=1
ExpStatus(lq#+il=1
Expx(lq)=Chopperx(ipl
Expxtliqtid=Chopperx(lp)+i
Expy(lq)=Choppery(lp)
Expyilqtid=Choppery(ipl}
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Chopperstatus(lpl)=o
Plote (Expx(lq} ,Expy(lq),6)
Plote (Expx(lq+1) ,Expy(lqti) 6}
EXIT
FI
oD
RETURN

PROC HitChopper (BYTE whl
iwhich chopper was hit by missile wh
BYTE 1p
FOR 1p=06 TO 29 DO
IF Misy{wh)=Choppervy(lp} AND
(MisxX{wh)=Chopperx{lp} OR
HMisx (wh)=Chopperx{1lp)+1) THEN
ExplodeChopper (1p)
fIEHIT

oD
Loud=12
RETURN

PROC MissileHit(BYTE wh)
;see if missile wh hit anything
BYTE dum .
dum=Located (Misx{wh) ,Misy(whl}}
IF dum=8 THEN
PlotB (Misx(wh) ,Hisyiwh) , 843}
RETURN

FI
MisStatus (wh)=0
IF dum=1 OR dum=Z THEN
HitChopper (wh)
score=-=+1
ELSEIF (dum=7 AND Indx<{6 OR
dum=38 AND Indx*3) THEN
HitChute{wh)
SCore==+2
ELSEIF (duwm=3 aND Indx<{4 OR
dum=9 AND Indx>1) THEM

HitMan (wh)
Score=c+1
FI
RETURM

PROC Modi fy ()
iModify the RAM character set
CARD XX
FOR xx=0 T0 16X DO
GDCharsettxx+a):Shaperahle(xxz

RETLRN

PROC LaunchTrooper{(BYTE wh)
;drop a paratrooper from chopper wh
BYTE 1p
IF Fate})Z40—-(Level LSH 1) THENW
FOR 1p=0 T0O 29 PO ;find MT troaoper
IF TrStatustlr!:ﬁ THEN :g90t one
Tr5tatuscipli=1
Trx(ip) =Chapperx{wh)
IF TrXx(lp)=8 THEN
ITthlp):I

F
Try(ipl=Chopperyi{whl #1
PlotB(Trx{ipl . Trycip},?)
Plotd8{Trx(lp),Tryllpi+1,8)
PlotddTrx(lp),Try(lpd+2,9)
EXIT
FI
[1] 1]
FI
RETURN

PROC EraseChopper (BYTE whl
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;jerase Chopper number wh
PlotB(Chopperx{wh) ,Chopperyi{wh) ,b 8]
PlotB(Chopperx(wh)+1,Chopperyi{whl ,8)
Chopperstatusi{whl)=8
Chopperxi{wh)=8
Chopperyiwhl=o

RETURN

PROC DrawChopper (BYTE wh)

jdraw chopper number wh
Plot@(Chopperx(wh) ,Choppery(wh), 1)

nE¥&g=n(chopperxtth+1 Chnppery(whi 2)

PROC Clearscreen(l
;iclear the screen
BYTE 1p
FOR 1lp=9 TO 29
Do

IF Chopperstatus(lp) THEN
Erasechoppertlp}

IF Tr5tatus{lp) THENW
Tr5tatus{ipl=o
Plotd(Trx{lp),Try(lp) @
PlotB{Trx(lp),Trylip)+1,8)

FIPlutBtTrx{lp:,Trg(lp}+2,ﬂ)

IF MisStatusClp)=1 THEN
Misstatus{lpl=8
FIPlﬂtﬂtHisxtlpJ.Misy(lpl,ﬂ)

oD
FOR Ip=® T0 59 STEP Z DO
IF Exp5tatus(ip)=1 THENM
ExpStatus{lpl=a
ExpSstatus(lp+1) =8
PlotO{ExXpxClp) ,Expyllp),d)
PlOtOC(EXpX{lp+1) ,Expy(lp+1i},0)

PROC MoveChopper Q)
inove the choppers
BYTE lp,ps5=[8]
FOR 1p=06 TO 29 DO
IF Chopperstatus(lp)=1 THEN ;right
IF Chopperx(lp)=38 THEN
EraseChopper(lpl
ELSE
Plote(Chopperx{lp),
Choppery{lp) ,8)
Chopperx(lp)==+1i
DrawChopperclp)
FILaunchTroopertlp)

FI
IF Chopperstatus(lp)=2 THEN :left
IF Chopperx(ip)=8 THEN
EraseChopperilpl)
ELSE
PlotB(Chopperx(lpl+1,
Choppery{lpl ,a)
Chopperx(lpl==-1
DrawChopper{lpl
LaunchTrooper (1p)
FI
FI
oD
IF ps=8 THEN
Charset(a8)=56
Charset(i6)=28
ps=1
ELSE
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ps=@
Charset(8)=254
FIChaFSEt(lE}Zli?

RETURN

PROC LaunchChopper (2
;Decide whether to send off a new
jchopper, which side, how high up
BYTE 1p
IF Fate»238-(Level LSH 1) THEN
Fﬂn lg =8 TO 29 DO ;find MT chopper
happerstatustlp1 8 THENW
Choppery(lp)=Rand (Hard)}
IF Faters128 THEN
Chopperx{1p3=38 ;right side
Chopperstatus(lpl)=2

ELSE
Chopperx(lp2=8 ;left side
FIthopperstatus{lp1:
DrawChopper(lp)
EXIT
FI <
op
FI
RETURN

PROC DrawBase ()
;jdraw the base
BYTE 1p
FOR lp=19 TO 21 DO
unPlntﬂ{!P.if,liﬂ)

Pilota(2e,21,4)
ETURN

PROC aAamGun()
iread the joystick and move the base
IF 5S5tick=11 THEN
P5=3
ELSEIF 5Stick=7 THEN
Ps=5

ELSE
Ps=4
F

I
Plote(2e,21,Ps)
RETURN

PROC Shoot(2
;send off a bullet
BYTE trig=644,1p, flg=[a]
IF trig=i1 OR flg=8 THEN
flg=1
RETURN

FI
FOR 1p=8 T0 29 DO ;find empty shot
IF Mis5tatus{lp)=0 THEN ;got one
MisStatus(lp)=1
Misy(lp)=286
IF Ps=3 THEN
HMisxX(lp)=19
ELSEIF Ps=5 THEN
Misxflpd=Z1
ELSE
Misx(1p) =29

FI
MissileHit<lp)

EXIT
FI

op
F19-0 it inue
8 (Listing continued
on page 60)
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Sneak Attack

continued from page 37

PROC MoveShots()
jmove the fired bullets
BYTE 1p
FOR 1p=08 TO 29 DO ;for each shot
IF MisStatus(lp)=1 THEN
PlotB(MisxClp)  Misy(lp),8)
IF Stick=11 THEN
Misx(lp)==-
ELSEIF Stick=7 THEN
Misx(lpl==+}
LSE

Misyllpli==-1
FI

IF (Misx(Ip)<)3I9 AND
Misy(lp) {»255 AND
MisxC{1p)<>®) THEN

Lgéssileﬂittlpl

E
MisStatus(lpl=o
FI
FI
oD
RETURN

PROC MoveExplosionsi()
;move the explosions
BYTE 1p
FOR 1p=8 TO 59 STEP 2 DO
IF ExpStatus{lp)=1 THEN
PlotB(Expx(1p) ,Expy(lp),a)
PlotB(ExpxClp+1) ,Expyllp+1),8)
Expyllp)==+1
Expyllptil==+1
Expx(lp)==-1
Expx(lptid==+1
IF Expy(lp)<{>22 AND ExpxClp){>0
AND Expx(lp+1){>39 THEN
PiotB(Expx(lp) ,Expyilpl,6l
ELgéntB(Expx(1p+£J,Expy(lp+1),ﬁ)
ExpStatus(lpl=8
ExpStatus(lp+1)=8
FI
FI

op
RETURN

PROC BaseExplode()
;eéXplode the base
BYTE ARRAY endx(B)=[16 24 17 23 28],
. endy(@y=[22 22 19 19 171
BYTE 1p,time=20
color=318
FOR 1p=8 TO 4 DO
Plot{(28,22)
uDDraqutendxllp},endgtlp))
FOR 1p=8 TO 16 DO
Sound(@,Fate,8,16-1p)
Sound(i,Fate,8,16-1p)

tTime=0
Do
UNTIL timez=15
oD
ap
sndRst i)
color=32
FOR 1p=0 TO 4 DO
Ploti2a,22)
ﬂbbrawTutendxtlp),endy(lp))
RETURN

PROC EndRight{)
;move the troopers from the right
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;to the base

BYTE 1p,lq,nn,time=20

FOR 1p=6 T0 19 DO

IF Rr(lp)=1 THENM
19=21+1p

WHILE 19>28 DO

IF nn=12 THEN

FI
Plote(lq,22,nn)

timezg

Do
UNTIL timez=
op

i8

Plotd(lq,22,8)
1q==-1

oD

Plotei21,22,11)
FI

oD
FOR 1p=8 TO 3 DO

Ploted21,22-1p.11)

time=0 .
Do
DmnII. time=18

oD
BaseExplode ()
RETUERN

PROC EndLeft()

iMove the troopers from the left to

;the base

BYTE 1p,19,1c,nn,tiMe=28

FOR 1p=90 TO 1% DO
1q=19-1p
IF L1(1q2=1 THEN

FOR lc=1q9 TO0 19 DO
IF nn=12 THEN

Ploté(lc,22,nn)

Tine=o
Do

UDHHTIL time=18
Plotetlc,22,8)

oD
FI

op
FOR 1p=8 TO0 I DO

Plot8(i%,22-1p, 113

time=0

Do
UNTIL timec=10
oD
op
BaseExplode ()
RETURN

PROC EndPrint(

;jprint the end of game Message and

;test for new game
BYTE trig=644,1p
Positiond{ia, ?7)

Print("Game Over...Final

Positioni(l5,8)
PrintC{5core)
Position(15,9)
Print(“FIHnL LEVEL
PrintBilLevell

Score:'™)
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Position(1@,28
Print("Press
Do

UNTIL trig=e

oD

DownlL=#8

DownR=0

Put(i2s)

FOR 1p=8® TO 19 DO
LiClp)=
Dnrtlpi-a

Score=0
Level=1
DrawBase ()
lipdate ()
Hard=1%5
RETLRN

to play again*™}

PROC GameODverTwo()
jgame over when four troopers down
BYTE 1p
SndRst )
Clearscreen()
Loud=9
Loudi=a
Freq=169%
FOR 1p=9@ TO 19 DO
IF L1Clp)=1 THEN
IPlDtﬂllP,iE,Ill

F
IF RrClp)=1 THEN
FIPIOTﬂ(lP*il,iZ,ll)

oD
IF DownlL=4 THEN
EndLeft ()
ELSE
EndRight()

FI
EndPrint()
RETURMN

PROC GameOverone ()
;9ame over when trooper lands on base
BYTE 1p
SndRs5t ()
Clearscreen(l
Loud=@
Loudi=e
Freq=16%
FOR 1p=0© TO 12 DO
IF L1C1p)=1 THEN
FIPlotBt!P,zz,iil

IF Rr(lp)=1 THEN
FIPIGIB(IP+21,22,11)
op
BaseExplode ()
EndPrint()
RETLRN

PROC TrooperDown(BYTE wh)
iredraw irooper wh at bottom Oof screen
BYTE cc
Trstatusiwhl=0
CC=TrX (Wh)
PlotB(Trx (wh) LTryiwh) ,8) :erase chute
PlotO(Trx(wh) ,Trylwh) +1,11) :replace
IF Trx(whl(Zﬂ AND L1Ccc)=8 THEN
Lltced=
DanL::+1
ELSEIF Trx(wh)>20 AND
Rr(cc-2131=8 THEN
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Rricc-21)=1

DownR==+1
ELSEIF Trx(wh)=2Z8 THEN
FIGS““UEI‘GHE L& ]
IF DownL=4 OR DownR=4 THEN
FIEEHUUEI’"“ 0

RETURN

PROC TrooperfFall ()
jMake truoper fall when Cchute hit
BYTE 1p,q99,cC
FOR 1p=@© Tﬂ 29 pO
IF TrStatus(lp)=2 THENW
PlntatTrx{lP] Try(lp)+1,8)
Try{lpl==#1
IF TrytIP) 21 THEN
CC=Trx(lp)
IF Trxthl(Zﬁ AND LICcc)=1 THEN
DownL==-1
Ll(cc!uﬂ
ELSEIF Trx{lp)}>28 AND
Rr(cc—-21)=1 THEN
RFfcc-213=8
DownR==—-1
FI

FI
IF (Try(lp) <22 AND TrxcClp2<{>28)
OR (Tryl{lp}<Za8 aND
Trx{lp)=28) THEN
Plote(Trx{lp) ,,Try(lp)+i,ia)
ELSE
ITrStatusIlP):ﬂ

F
FI
oD
RETLURN

PROC HMoveTroopers()
jmove paratroopers down screen
BYTE 1p,qq
BYTE ARRAY Trooper{(@)=
[68 126 255 25% 195 66 36 24
68 3I6 24 255 60 24 36 182
0 8 1] a a L B 13
FOR 1p=6 T0 Indx DO
uDGhBFEEt(EB*IP):H

MoveBlock{Charset+56+Indx+1,
Trooper, 16}
Indx==%#1
IF Indx<{8 THEN
RETURMN
FI
Indx=9
FOR 1p=8 TO0 292 DO
IF Tr5tatus(lp)=1 THEN
PlotedTrx{lp),Tryilp),B)
Trytlpl==+1
IF Trydlp)=21 THEN
ITroopeanunllpl

FI
IF TrStatus({lp)=3 THEN
TrStatusilplz=a
FIPlntSITrxtlpJ,Try(lp)*l,al
ap '
HoueﬁlocktCharset*sa Trooper,24)
FOR 1p=8 TO 29
IF Trﬁtatustlplhl THEN
Plot8(Trx(lp),Try(lpl,?)
Plotatfrxt:p),Trg{1p1+1,a}
FIP]utB(Trx(lpl.Trytlpl+2,3l
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ab
RETLURN

PROC NewLevel ()
90 to higher level
B?EE lp tiﬂe 28
ey
IF Leuel 106 THEM
Level=188

FI

SndRst ()

Loud=

Loud1=8

Frqu.I.E?

Comp==+300

FOR 1lp=18 TO 150 STEP 10 DO
sound (@, 1p, 10,43
Sound (1, 1p+10,18,4)
tiwe=0
po

LUNTIL time=2
oD
oD
Position(25,23)
PrintB{Level)
IF Level?>8 THEN
Hard=19
FI
SndRst ()
RETLIRN

Veeliin
PASCAI.

For the Atari

kyan pascal is the most complete package available for learn-
ing and using the Pascal language. And now, il's available for
the Alari family of computers
kyan pascal iseasy to use. lightning fast. and loaded with fea-
tures Il's a full Pascal implementation and perfect for both be-
ginming and advanced programmers
hyan pascal features:
+ Optimized Machine Code Compiler;
Built-In Full Screen Text Editor;
String-Handling, Chaining, Include File. and Other
Powertul Extensions
it Anthmetic Precision and Full Graphics
Support,
Buill-in Assembler (Allows Full Hardware Control). and.,
Tutorial Manual with Sample Programs
kyan pascal requires 48K ¢
Noadditional hardw yan ¢
MOMNEY BACK _'IUH.F'hﬂ'NTEE It not completely satistied,
return it within 15 days for a full refund.
kyan pascal for the Atari

Send Check/Money Order to:
Call; (415) 775-2923 wemm

MC/Visa Accepted =

C"IﬁCLE #1159 ON HEADER SEFNILE CARD
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PROC Main()
BY

TE time=20,1p,ch=764
Title()

GraInit()

Sndi=9

Snd2=3

Pownload ()

Modi Fy ()

PrawBase ()
ScoreLine ()

po

LaunchChopper (2
MoveChopper ()
MoveExXplosions ()
Hoise ()
TrooperFall (3
MoveTroopers ()
Position(d,23)
PrintC(score)

IF Scnre)Cunp THEN
INewLeue {2

tine=o

FOR 1p=2 TO0 6 STEP 2 DO
fimGun ()
Shoot()
Moveshots ()

0
DIIliTIL tTime=1p

op
oD

RETLRN

S

e i

PARTS / SERVICE FOR ATARI*COMPUTERS

Flat Service Rates Below Include Parts & Labor, 60-Day Warranty

800 Compuner Aepas 549,50 B0 Disk Drive Repsir $79.50
850 Imertace Repar $49.50  BOOXL Computer Repax 54950
G00XL Compater Repar 449 50 1050 Desk Deyve Repair £85 00
1200%1 Computas Repail $49.50  BOO Keyboard Aépair $35.00

Abvn unds repaired o exchanged wih rebulidable exchange. Inchude $7.00 return shipping and
INSuiance

INTEGRATED CIRCUITS BARE BOARDS
il i $11.50 With parts lists
Lpgs Sdie wilh NS GG 1
10% Aoy, B 0S Upgade — for 400/800 850 MTERFACE BOARD .. .. ..... 516.50
3.Chip AOM ser with instruchons, . $10,00  Build your awn mterface! .
0017294 $6.50 810 Analg Board 53150
012296 §9.50 810 Rear Board §3.00
Eg”ggg e ;g gg DISK DRIVES, Ete.
14 : . #10 Cugtom Disk Drive .., .. ... $145.00
wRIE 51500 850 Custom imierface . ........, $79.50
. ’ Reglacement B10 Orrve Mach %SFU 0o
Replacement lransformer for S00/404,
MDDULESJ'CIF!CUIT BOARDS $10. 1050, 12004, 1020 $15.00
complete with IC's BOOALIGOOXL, 1 I0XE
TGEAAM Memony Modiute - CXB53 . §15.00 Pawer Supply 52500
BOO 10K Rev, B 05 Modula §15.00 SAMS Service Manual
BOO/400 CPU Board with GTIA $19.50 Yor BOOUA00 o BODXL 19,95
BOO Main Board $24.50 D& Re Aan £12 50
400 Main Board $20.00 fnside Atar Basic $6 50
BO0 Power Supply Board §$10.50
B0 Data Separator Board
upgtade with Instructions. $25.00 SOFTWARE
610 Side Board wio Sep - $171 £43.50 Basic Cariridgs 51500
B10 Rear Power Board §25.00 Editor/Assembier $1500
810 Analog Board §16.00  (0°Ber Cariridge $1250
£10 Rear Boarg/Analog Board Upgrade Popeye Canridge $12.50
with 10 pin jumper Kindercomp Can $10.00
and nsiruciions $37.50 Buck Aogers Can 750
800 0K Board Set $65.00 Jumba-Jet Priot 1000
810 Board Sat £99.50 Grosstug Can 500
B00 48K Bagra Sat §79.50 Cricken Canidge 5500
-
AMERICANTV — 415-352-3787
Mall Ordar and Repair......... 15338 Inverness 51., San Leandro, CA 84579
Aetall Store |, 1988 Washinglon Avenua, San Leandro, CA S4577

Tarms: We accept haney cders, personal ehecks of CO0s — VISA, MasterCard okay on
oeders ovee $20.00 . Mo personal checks on C.0.D

Shupping: $4.00 shippmg and handing on orders under $150.00 Add 52.00 for CO.0 odders
Cafrlomia reswdents mciude 6'¢% saes tax. Dverséas shipping exira

Prices subject to change wilhout notice. We reserve the nght to limd quantities. Sales fmaed 1o
S16Ck pn hand. Foregn Sheppeng exira

Much mara!

Sent SASE lor lree price list, *Aldn 15 3 regisiered rademark ol Asan Corp
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