=

e

y Zl40game$="5 A M E

height, flashing, blue characters on a steady white

background, we use the following lines of code:

10 MODE 7

20 PRINT CHRS(141);:CHRS(136); CHRS (132);
CHRS(157);CHR$(135); “IN THE NAVY”

30 PRINT CHRS(141):CHRS (136): CHRS (132);
CHRS(157);:CHRS(135); “IN THE NAVY" 4"

You can see that all these control codes take up a
lot of program space and are time-¢onsuming to
type out. An alternative method isto chain several
codes together into a single string that can then be
used in the PRINT statements, For example, if we
need to do a lot of PRINTing using red characters
on a yellow background, we can start by creating a
string (red$) that can then be used in each
PRINT statement requiring this effect. Thus:

10 MODE 7
20 red$=CHRS(#29)+CHRS (157)+CHRS$(131)
30 PRINTredg: * GAME OVER"

40 PRINTrgdS; “YOUR SCORE”

THE END-OF-GAME PROCEDURE
Let'siow look more closely at how we employ
these effects in our end-of-game screen:

Bl (DEF PROCend_game

120 IF. scoresd2h| score® THEM hi_scores=score®

B | 30 e H=CHRS ( 1297 +CHRE( 157 )+ CHRS (1317
DUER:”

4 ZISOPRINTTABO , S¥neae i CHRS( 1411 ;CHR$( 1320 3 TABIL1 2) s qame®
2140PRINTred® ;CHREC TSI GEHRT (1 380 s TAB 1 20 jgame?
ZITOPRINT tPRINTred$ ;" Your Score! ;TAB! 30 2o
2180PRINT:PRINTrede; "Hi score " tTABLS0) thi_5
21P0PRINT:PRINTred®:; " T Iime" ; TAB! 30 Himes

2200b)ues=CHRS( 1 3Z}+CHRE (157 ) +CHRE( 1 24)
2210gos="A N O T HER
Z220PRINT :PRINT
ZZR0PRINTEIue® ;CHR$C 141 ) jCHRECL 380
Z240PRINTE I ue® :CHRE( 1415 j;THRE( L 320
ZZSOREM =% REPLY 7 =%

Z240%FX 15,1

2270answers=INKEY#( 0

22801F GET®="p" THEMW finish_+1ag=1
2290ENDPROC

Line 2120 checks to see if the score in the game just
concluded was greater than the previous highest
score and updates the high score if necessary.

The message GAME OVER is then printed in
double-height, red flashing characters on a yellow
background (lines 2130 to 2160) and the details of
the scores and time are displayed (lines 2170 to
2190). The player is then asked if another game is
required. If the answer is N then a variable (finish
flag) is set to one.

Notice that mode 7 has not been set durmg this
procedure. This is because the BBC Micro will not
allow a mode change to be made within a
procedure. An attempt to do this will result in a
BAD MODE error message. We must, instead, set
mode 7 in the short main program that calls the
procedures. The following lines should be added
to complete the program. Notice that the whole of
the calling program has now been placed in a
REPEAT ... UNTIL loop, which will repeat until finish
flag is set to one.

G0 TV L Iy

sTRE(S) jgos
1 TABLS) sgos

11 00REFEAT

1Z200M0DET

1210REM ## TURN OFF CURSOR ==x
1220UDUZ23,1,.040;0;03

1230PROCend_game
1240UNTIL finish_+1ag=l
L 250CLS

L Z40END

FF:ékﬁh
BBC GRAPHICS/PROGRAMMING PROJECTS ¢
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THE ELECTRON ALTERNATIVE

‘Electron users may have been a little worried

during our discussion of mode 7, as the Electron
does not feature this mode. As an alternative, we
have prepared a different procedure that uses
mode 5 for the end-of-game screen. Omit line
1200 from the calling program just given and enter
this procedure in place of the BBC’s end-of-game
procedure:

L, 2100, 2300

2100 DEF PROCend _game

2110 IF scores>hi_scores THEN hi_score$=score®
2120 REM EMSURE BACKGROUND YELLOW

2130 VDULT, 130, 3,0,0,0

2140 BCOLO, 130:CLG: REM COLOUR SCREEN

2150 COLOURL:COLOURLZO: REM SET TEXT COLOURS
T140 game$="6 A ME OWVER"

170 PRINTTARB(Z,4)igamet

2180 COLOURG

2190 PRINTTAB(O,8)1 "Your Score"sTAE(1S)scores
0 PRINTIPRINT“HI score"iTAB(1S5)1hi_scores
O FRINTiFRINT " Time" i TABO1S) 8 £ 1mes
gos="ANOTHER BO Y/N 7"

0 REM CHANGE COLE TO FLASH YELL/BLUE
JOVDULT, 3,11 ,0,0,0

o COLOURS

PRINT:FPRINT

PRINTTAB(2) go%

REM ## REFLY 7 %%

*F¥ 15,1

0 answert=INKEYS ()

5 1IF GETa="N" THEN finish_flag=1

2290 VDU 20:REM RESET DEFALLT COLOURS

2300 ENDPROC

The Final I.isting

@... P ————.
LO30R 9
1040REM wes - e

oood

[1:11: 43
10400 _score$="

LO70Finish_+1ag=0

10801

10POREM =#xs MAIN PROGRAM w=sxa
11 00REPEAT

1110MODES

1120REM ## TURN OFF CURSOR s
113000023;8202103040;
1190PROCt | tle_page

1150CLS

1140FR0OCs+ tup

1170:

11B0PROCT nop

11%0¢:

1200MODET

1210REM == TURN OFF CURSOR e

OVSQ

1220VDU23,1,03040;0¢
1230PROCend_game
1240UNTIL Finish_+1ag=]
1250CLE

1 ZS0END

12704

12801

I ZP0REM sews DEFINE FROCEDURES sees
13000DEF PROCtitle_page
13i00C0L 0,129

1320CLE

1330GCOL 3,3
1340FROCMuUs i
1350%=100 1 x=0
1B40REPEAT

L370x=x+20: v=Y +50
1380F0R 1=1 TO 2
13P0PROCMIines

L400NEXT |

191 0UNTIL ¥3>700

1420

1430PROCMInes
LA40PRINTTABCO , 200 Sk I 11 Factor (0-737"
La50PROCMUS i ©

1 4&0REPEAT

L4705k i1 | =BET-48
1480UNTIL skilli=1 AND sxi 1410
L 4?0ENDPROC

1500

15100EF PROCmines
1820PLOTA X, Y

| S30REM e« LETTER M =

1540FLOT1 0,200
| T1,80,-100
s0FLUT 1,580,100
200
l=“upLﬁm
1 400PLOT1 , 80
1&10PLOTD, -40,0

1420PLOTL ,0, 200
1 &430PLOTD,—40,
laanPLe1l,au.o

14S0REM wa LETTER N =
1880PLOTO , 40, -200
1&70FLOTL,0, 200
1480PLOTH ,120,-200
1&50FLOT 0,200
1700REM #x LETTER E #x
1710PLOTO, 140,0
1720PLOT ,~120,0
1730PLOTI 0, -200

O
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