‘ RND(100) can be as small as 1—50 = —49,
By repeatedly MOVEing to the centre of the

| explosion and then drawing a relative line up to 50
| units in any direction and colour, we can produce a
visually exciting effect.

Now let’s consider how we can produce d
effects ompany the explosive graphies on
screen. IEIS possible to create quite sophiSticated
sounds using BBC Basic’s SOUND and ENVELOPE
commands. SOUND can generate er pitched
notes (80 you can play a tune) or ‘adise’ for special
sound effects. The ENVELOPE cammand is used in
conjunetion with SOUND to ‘shape’ the sound you
hear, @nd thus simulate musical instruments.
SQUND has four nugabers (or parameters)
asspciated with it, whiéheontrol the characteristics
> tone produce ese are as follows:
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annel that we s here.
e Ais theamplitude, or,_ terms, the volume
of souftd producedgaximum volume is set when
A i8'=15 and rafiges to silence when A is zero.
Ppsttive valuesOF A are used tggselect the shape of
sound®and  ar together with the
EN v CO A a.
is pitch of the note — in other words
high or low the sound is.
® D s the

>f ti hat the tone
alues of D frorn 0 to 254 cause the
sof 1/20th
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sound effel garly needs to

me, and thus our command
> the maximum amplitude, signified by a
. The pitch c_is slightly more
en used wit nel 0, P takes
p 7 according to Sirules:

ThB UEC
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p of four pulse wavef@rms produce
pe sounds, whereas noise
waveforms produce what sounds like af€levision
set befor@ighas been correctly tuned. OUND
command we will use in our program is:

SOUND 0,-15,4,40
| which produces a high pitched hiss, lasting two

| seconds (40/20) with the volume set to maximum.
Here is the complete listing for the procedure:

BBC GRAPHICS/PROGRAMMING PROJECTS

I9S00DEF PROCexpiode(x_explode,y explode)
3S40REM #= SOUND EFFECT ==
357080UND 0,-184y&,30

3SE0REM =% SET FLASH RATE =
I5P0%FXY, 20

F&00=F>10,50

SILL0FOR I=1 TO 100

FILZ20MOVE » _explode,» _explode
Z&S0UDUL S, 2,RNDC1SY ,0,0,0

2440GCOL 0,RMNDC2)

SESOPLOT 1 RNDC100) -S0,RMNDCLO0) S0
SAAONEXT I

2470PROCre et

ZA80ENDPROC

THE ‘RESET’ PROCEDURE

After an explosion there are several tasks to do:
© We must reduce the number of lives remaining
and check to see if all the lives have been used.
® We must clear up the mess made on the screen
by the explosion.

® We must reposition the detector and assistant in
their starting position.

The first of these is easily accomplished by use
of a count that is incremented each time the
procedure is called. If the count exceeds four after
incrementation then a special variable, end flag, is
set to one to signal the fact that the game is over.

Having tested for the end of game, we have to
clear up the explosion. Several methods could be
employed here, such as PRINTing blank spaces
over the area of the explosion. However, the
method we use is to clear the screen, relay the

iesand reprint the time and scores information.

To make it slightly fairer, we should relay only the
same number of mines as were left before the
xplosion. This can be easily calculated from the
score. As each mine is worth 150 points and there
were 50 originally, we can calculate the number of
mines left and pass it to the ‘lay mines’ procedure.

The mine detector and assistant are
repositioned by re-initialising their co-ordinates
(by calling the initialise variables procedure), and
then calling the position chars procedure. The full
Reset listing is shown below. Add this and the
explode procedure to your program.

JBEODEF PROCrsset

ZEPlcount=count+]

AFO0IF count 4 THEN end_f1lag=1:ENDFROC
Z510CLS

3720VDULS, 2, 2,0,0 .0

-c3u[nLouR 2

PADFROCInikial jse_variables
S0mines_left=S0-score 150
PAOPROCT &y _minesimines_left)

TOPROCr aw_border

PRIMTTAB( 2,277 4" Time"
FFPOPRINTTABL 2,282 "Scare"
SOU0OPRIMNTTAEBCLL 28 scared
AO010PRINTTRE(2,27 1 "HI score"
SOZOPRINTTAEC L] 27 h 1 _scored
4020remaining menE=LEFT$imen% ,d-count)
4040C0O0LOUR 1

GOSOFRINTTAEBCZ,, 200 sremaining_men$;" .
4040COLOUR 2

4070PROCpos  tion_chars

40E0ENDRROC

Also, the following modification is needed on the
temporary calling program (see page 405):

60 UNTIL TIME=>12099 OR end flag=1

ot bad G 00 ||_
et R ]
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