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WHICH BIKE
subroutine calls to increment the score and flash
the screen.

Because BBC BASIC runs considerably faster
than Spectrum or Commodore BASIC, and allows
structured modules to be called as procedures, the
BBC version of the game is written in a highly
structured way. Most versions of BASIC allow
structuring by using subroutines, but this slows
down execution speed because a search must be
made each time a subroutine is called. BBC BASIC,

however, makes a note of the location of a
procedure when it is first called, and stores this in a
reference table.

In the last instalment we gave you a BASIC

program for a motorcycle game on the ZX
Spectrum (see page 632). Here we provide
versions of the same game for two other
machines — the Commodore 64 and the
BBC Micro.

Unlike the versions of BASIC used by the Spectrum
and BBC, Commodore 64 BASIC doesn't have any
commands that allow us to plot individual pixels.
In the version of the game we give here, we use low
resolution characters to draw the path of the 'fight
cycles'. A reverse-field space character, with POKE
code 160, is used: to plot this character to the
screen we have to POKE this value to the screen
map in memory and specify the colour in the
corresponding location in the colour map.

Like the Spectrum version, the Commodore
game is unstructured for maximum speed of
execution. At those points in the game where
speed is unimportant, such as after a collision,
some structuring is introduced in the way of

Commo
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10 REM CP
43 PokesA 64

SC1024
a2e1,e,PokEsa280.cREm SCR/BORD COLOUR

20
 .:C0.55296

25 PRINTCHRt(147)REN CLEAR SCREEN 30 
X1=2:Y1.12'X2.37,Y2=12

35 DX.1.1/M.-LDN=0:DY.0
40 PRINTCHRS(19/CHRti

Mi'PLAYER 1,"Si 59 PR/NTCHR$(19)TRD(2?)"PLAYER 

2'"S2

52 

POR/=/708:PRINTCHRS(/7)::NEXT
54 PRIATTRE(14)"PRESS R KEY"
55 GET/$:IFJ$<>""THENS5
56 GETAS:/Eas...THEN36 57 

PRINTTRE(14)CHR$<145)" 69 REM MMIN 
LOOP 70 OEMS

80 
IFF44"W"THENDV.-1:DX=0

90 IFAt="X"TNENDV=1,DX.0 100 
IFFIS="0"THEND%=-VDY=0

110 IFRS."D"THENDR=I:DY=0 120 
1PF=""THEN144.-1:DH=0 130 IFft

S0
="M"THENDN=

PM=0 140 IFFIE="J"THENDM.-1

0 150 IFFIS="1"THENDM=1:144=0 155 YI=Y1+DY

156 IFYRIORY1:24THFAF=0,Gosu$1000:G07-02.5
/57 Xl.R1

+EX

/58 /Fh1(00RX1)39THENF=0:00suB1000..60T023

GOSV

/60 V2=Y
2.0

11N
162 IPY2<10RY2)24THENP=1:

P1900,60T025

164 x2=
x2+Dm

166 IFX2(00RX2)39THEAP=1,GOSUP1999,00T025
167 P/=X1+

40*Y/ 168 P2=X2+
4002

/70 /PPEEK(SC+1.1).160TNENP=0:00SUB1000'00T025
/SO IFPEEK(SC+P2>=160THENF./:60suplege:Garws /9e FoKE sc+p1.16e ::-,oe POKE co+P

I.14 2/0 POKE SC+P
2,1

 
6.0 220 POKE co

+p
2,3 23o 

GOT0704ZEM RESTART LOOP 240
1000 REM 1020SCORE S/R

1999
 

IF P.ITHENSISI+LGOSUB2000:RETURN
1030 

S2.82+1:60SUP2000 RE
TURN 2090 REM 

FLASH SC 2010 
RORJ=1T010REEN S

/R 2020 PORI.
OT0/5 "iO30 POKE5
3281

2
040,I NEN'TI.J e045 POKE53

281.0 ;050 RET
URN ---

BBC 141113o
10 REM BBC
20 MODEIscycle1ist

=0tCycIe2=0

30 PROCinItial 
40 PROCKeY
50 PROCborder
60 PROCccore
70 PROCplot
80 PROCK

eyboard
t 90 PROCtest_poin

100 GOT070
110 END 128 DEF PROCborder
130 OCOLO,border
140 MOVE0,9
150 DRAW1279,9
16e DRAW1279,980
170 DRAW0,980
180 DRAW0,0

,

20N T
190 ENDPROCc

4rd
0 DEF PRO Keybo

210 REM PLAYER OE.
220 IF INKEY( -51). -1

Z dx.4,dr.0

230 IF INKEY< -87). -IT Es dm,,=.4:4
4d,Z8

240 IF INKEY( -66). -1TH
-1T

ddm=-1c1n=0

2180 18F iNKKEEY( -67).
 HEN dx=0tdy= -4

279
INKEY(( -34). -1THEN dx=0:dy44

=4

280 IF INKEY( -55). -1THEN d40.81;_
.4

290 IF INKEY( -102). -11,HEN„ 4.cin

10
08 KEZ:dqx.y.dYtW.m dm =

320 DEF8PROCInitialise .4
3
3 

3e x•leety.,490tm.11791n 98
40 dy=4,dy..91dm=-41dn=0.2

359 col1=Itco12.2tborder
360 ENDPROC
370 DEF 

PRoctest_point
388 pixell•POINI(x,y)
390 pixe12.POINTs(601) T 

EN PROCexp10dety,y,1)

Atie IF 9".11
clode(m,n,2)

410 IF pixel2 THm. PRO exP
420 ENDPROC
438 DEF PROCPIEt 440 GCOL0,coll,PLOT69,x,y
450 GCOL0,co12tPLO169,m,n
46$ ENDPROC 470 DEF PROCexplodetex,ey,which)
480 FOR1.170190
490 MOVEex,eY GCOL8,RN0(3) 500 510 PLOT1,RND(50) -25,RND(50) -25

520 NEXT F which=2 THEN cyclie12:ccyyc,11:12T.11
530 I
5110=1 THEN cyc
40 IF 0

•

550 PROCinitia1,31
568 CLS 578 PROCKeY
580 PROCborder
590 PROCscor,
600 ENDPROC
68
620

 DPERFINITTPCS8616,BI'Cycle One.etcyclel
630 PRIATITO STA

ABC29,8)*Cycit Two..tcycle2

649 ENDPROC
650 DEF 

PROCKeY 
2).--ESS ANY 

KEY

660 PRINATAS(S0
 PH

RT.

A8,n_;n10ET18 8 12).

9686
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