
ADVENTURE GAMES/PROGRAMMING PROJECTS 

The 'Shoot' routine at line 8310 chooses a 
random point at the bottom of the screen and 
directs sprite 1 down to it, the process repeating 
until the player presses a key. The screen colours 
are reset to normal, the screen is cleared and the 
sprites are turned off before returning to the main 
program. To use this subroutine with Digitaya, the 
following line should be inserted: 

3845 GOSUB 8000:REM JOYSTICK PORT PICTURE 

The other listing provides a graphics display for 
the ALU location in E)igitaya and demonstrates 
different methods of displaying characters on the 
screen. Lines 7040 to 7090 read a number of DATA 
statements and POKE the values straight into the 
screen area. The corresponding location in the 
colour area is also POKEd with the colour code for 
the character. In this example the colour code is 2, 
causing characters to be displayed in red. 

A rather unusual trick is used to cause the large 
letters ALU to scroll down the screen. The first 
line of graphics character codes that go to make up 
the letters ALU are POKEd to the second line on  

the screen. The subroutine at line 7680 is then 
called, causing the screen to scroll down one line. 
The second line of codes can then be POKEd into 
the same screen area as the first, and the 
subroutine is called again. Repeating this for each 
of the eight lines of code makes the letters ALU 
appear to scroll from the top of the screen. 

Two other methods of presenting character 
data to the screen are demonstrated. Characters 
can be PRINTed directly, as at lines 7l30 and 7140, 
or read as  data string to be PRINTed, as is the case 
with the question mark design at lines 7170 and 
7590 to 7670. This second method allows ease of 
design within the DATA statements. 

To use this routine add the following line: 

4565 GOSUB 7000: ALU PICTURE 

Letter Writing 
The ALU location for Digitaya is 
created from three PET low-
resolution graphics characters, 
as shown. The large letters 
formed appear to scroll down 
from the top of the screen into 
their resting position 
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PETCraphics 	Screen Codes 
Character 	Normal 	Reverse 
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ALU Screen 
'00* 	ALL FICTURE SR 8*8* 

@10 vic 35441 S. 89615C1024 

702 821*11 V14P2'14)'REM CLEAR SCREEN 
7*30 P0*8K VIC.32,O;POKE VIC*33,O8REM SET SCREEN/BORD 

7*841' CC'-O 
72870 FOR J.I TO 8D0SU87686REM SCROLL 

7006FOR 147 TO 72 

7270 READ A1CC8CCAPOKE SC8I.A8POKE CS-1,2 

7080 EAT I,J 
7090 READ CS*IF CS<>CC THEN PRINTCHECKSUM ERROR8STOF 

7186 60S11876808REM SCROLL 

7110 PRINTCHRS(158)'REM TEXT YELLOW 

7120 FOR II TO 88PRINT6I'XT I*REII PVE 008.11 

7130 PRINTTAB(9) ,SPC(7)8"ORSPC(8)J'T 

7140 PRINTTAB8I0)"O8SPC<9)8'OJSPC(9)7O 

7170 PRINTCHR$(28)IREM TEST RED 

7100 REM 8* QUESTION r.RK *8 
7170 FOR 1.8 TO 9READ Q*8PRINTTAB(I6)OSI'EXT I 

7100 REM 8*8* AWAIT KEY AND RESET 8*8* 

7190 SET 981 IF AS'" - THEN 7190 

7200 POKE VIC*32.I4IPOKE VIC+33,61REM SCREEN/BORO 

7216 PRINTCHRS(154)8REM LT BLUE TEXT 

7220 PRINTKHR$(147)IREM CLEAR SCREEN 

7230 RETURN 

7740 REM *88* SCREEN DATA 8*8* 

7270 REM *8 ROW 1 *8 

7260 DATA 160 32,32,32,32,160,32,32,32,32 

7270 DATA 93,l60,160.160,160,107 

72*80 DATA 32,37,32,32,95,160,l60.168,160,105 

7290 REM •*ROW 2 *8 

730: 	160,32,32,32.32,160.32.32.32.32 

7310 DATA 16  0,223.32.32,32.32,32,32.32.32 

7320 DATA 160,223,32,32.233,160 

7330 REM *8 ROW 3 *8 
7340 DATA 160,32 ,32.32.32.160,32.32,32.32 

7370 DATA 16032.32.32,32.32.32,32,32.32 

7360 DATA 860.32,32,32,32,160 

7370 REM *8 ROW 4 *8 

7380 DATA 160,160.l60,160,160.160.32,32.32.32 

7390 DATA 160.32.32.32.32.32.32.32,32,32 

7400 DATA 160.32,32,32,32,160 

7410 REM .8 ROW 7 8* 

7420 DATA 160,32,32,32.32.168,32.32,32.32 

7430 OATA 160.32,32.32,32.32.36.32,32.32 

7440 DATA 160,32.32.32,32,160 

7470 REM *8 ROW 6 8* 

7460 DATA 233,I05,32,32,95.223,32,32.32.32 

7470 DATA 160,32.32.32.32.32.32,32.32.32 

7480 DATA 160,32.32.32.32,860 

7490 REM *8 ROW 7 *8 

7560 DATA 32,233,105.97.223.32.32.32.32,32 

7510 DATA 160,32,32,32.32,32,32,32,32,32 

7520 DATA 160,32,32,32,32,166 

7730 REM 8* ROW 8 *8 

7540 DATA 32.32,233,223,32,32.32.32.32.32 

7550 DATA 160.32.32,32,32,32.32.32.32,32 

7760 DATA 160.32.32,32,32.160 

7576 DATA 144638REM CHECKSUM 

7580 REM 8* QUESTION MARK DATA *8 

7790 DATA 

7600 DATA 
7010 DATA ' 

7620 DATA 	77  

76388 DATA 

7248 DATA 

7870 DATA 

766€' DATA 

7670 DATA ' S 

7880 REM *A*A SCROLL SCREEN S/R 8*08 

7690 POKE 218,160 
7700 PRINTCHRS(19),CHR$(17),CHRS(157))CHRS(148) 

7710 RETURN 

Joystick Port Screen 
8600 REM *8*8 JOYSTICK PICTURE S/R *8*8 

8010PRINTC*4R$(147)IREM CLEAR SCREEN 

8020 S0.838891 -SO *64'REM SPR DATA START AQOR 

8030 CC.O8VIC.532481R6M START OF VIC CHIP 

8040 FOR I-SO TO SO*6580E40 F'8CC.CC*AIPOKE l.Al8EXT 

8050 FOR 1853 TO SI*62'POKE 1,0*EXT I 

6060 FOR 151*25 TO S1A37*READ A8CC'CC ,A'POKE 1,Ri*EXT 

8065 READ CS*IF CS<>CC THEN FRINTCHECKSUM ERROR8STOP 

8070 FOKEVIC*33.O8POKEVIC*32.O 8 REM SET SCREENBOROER 

8080REM *8 SET SPRITE POINTERS *8 

8090 POKE 2840,S0/64P0KE 2048.81/64 

88830 REM 8* SET VIC SPRITE CONTROL RIGS *4 

8110 POKE VIC*39,7:REM SET SF8 0 COLOUR 

8820 POKE VIC+46,7'REM SET SPR I COLOUR 

8830 POKE V1C,6S8REM SET SPR 0 X COORD 

8840 POKE VIC*1.7O8REM SET SF0 0 7 COORD 

8150POKE VIC*2,74IREM SET SPR I X C0080 

8860 POKE V1C83,7OIREM SET SPR I 7 COORO 

8170 POKE VIC*29,l'REM EXPAND SPR 0 HO 12 
8190 LE*."IFOR 1.1 TO 408L1S.LE$,CHR511951'I'EXT I 

8200 O1.*"IFOR I'I TO 258D14$8DW$*CHR$(I7)1I'XT I 

8280 LSZ.'8FOR 181 TO II1L98'LSS+CHR$(206)'
..  '.

8FXT I 

8826 RS$."IFOR I'! TO lI8RSS.RS$*CHR$(05 .. ..I'EXT I 

8236 PRINTCHRS(158)IREM TEXT YELLOW 
8240 PPIUTCHRS(19)8PRINT TAB(2)JOYSTICK PORT 

9250PRINTCHR$(I54)8REM TEXT LT BLUE 

8260 PRINTCHRS 'IS )ILEFT$(OWS,17))LES 

8270 PRINT CHRS( 845)) 

8280 PTS.LEFT$(LSS, 19)*LEFTS(RS$,21) 

890 PTS.PT$,RIGHTS(LSS.19) ,RIGHTS(RSS.21) 

8360 FOR 11 TO 3IPRINT PTS78IEXT I 

8305 POKE VIC+28.38R11'1 TURN ON 28K 0 & I 

8386 REM 4* SHOOT *8 

8320 YB.2468Y1.70 

8336 XI'748X.INT(RF( 1)8850)824 

8346 O.2*14X1)/(,'BYI) 

8356 FOR Y-YI TO YO STEP 2 

8360 1I.XI*D8POKE VIC*2,XI1POKE VIC*3.* 

8376 NEXT 2 

8

8380 SET A$8 IF AS''' THEN 8338 

390 REM 8* RESET SCREEN 8* 

8400 POKE VIC*21,O8REM TURN SPRITES OFF 

8410 POKE VIC+32.I4IPOKEVIC*33.6IREM RESET SCREEN.'BORD 

8420 PRINT CMOS) I47)IREM CLEAR SCREEN 

8430 RETURN 

8440 REM *88* SPRITE DATA **.A 

8470 DATA 0.0,6,53.27S.252,64,0.2,64 .0,2 

8460 DATA 128,0,I,128,0,I.162,16,&33,162.16.I33 

8470 DATA 188,2,1.128,0,1.188.0,1,128,0,1 

8480 DATA 128,€l,l.128,0.I,136,66.17.72.66.18 

4 8490 DATA 64,8,2,64,0.2.32.0.,31.255.248 

8495 DATA O,6,6,l6,8,0,56,0,6.124,0.8,56.8,@,16 

8497 DATA 37611REM CHECKSUM 
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