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W ndowWN dth = Di splayWdth
W ndowHei ght = Di spl ayHei ght
gl obal winx , wny

wi nx = W ndowW dt h

w ny = W ndowHei ght

global px , py, pst , lastkey$ , pi , q, d,

gl obal points , lives , state , ufohasfired

gl obal true , false

false = 0

true = not( false)

pi =atn( 1) * 4

pXx = wnx [/ 2

py = winy / 2

lives = 3

state =rnd( O0) * ( winx / 2 ) +wnx / 4

uf ohasfired = fal se

for i = 0to 31

| oadbmp "p";i , DefaultDir$ + "\BM°\player" +
anint = anin + " p";i

next i

| oadbrmp "fire" , DefaultDir$ + "\BMP\ dot. bnp"

| oadbnmp "rock" , DefaultDir$ + "\BMP\rock. bmp"

| oadbnmp "ufo" , DefaultDir$ + "\BM\ ufo. bnp"

| oadbnmp "star" , DefaultDir$ + "\BMP\star.bnmp"

notice "Blua tigro presents :" + chr$( 13 ) _
+ "ASTERI ODS . " + chr$( 13 ) _
+ "use cursor keys" + chr$( 13 ) _
+ "to nove your ship" + chr$( 13 ) _
+ "spacebar : fire ." + chr$( 13 ) _
+ "[esc] : quit game ." + chr$( 13 ) _
+ "rock : 2 points ." + chr$( 13 ) _

+ "ufo : 7 points ."
readj oystick 1
if Joylx > 2 then
confirm"Use joystick ?" ; joyYN$
end if
"'graphicbox #mg , 0, O, winx , wny
nomai NWi n
open "asteriods" for graphics as #m
#m "trapclose [quit]"
#m "when characterlnput [key]"
#m"fill bl ack"
#m "backcol or white"
#m "col or white"
#m "getbnmp back 0 0 " ; wnx ; " " ; wny
#m " background back"

j OYYNS$

nr$( i

)

firetel

n . bn’p"
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for i =0 to 100
#m "addsprite star” ; i ; " star”
#m "spritexy star"; i ; " " _
;rnd( O) *winx ; " " ; rnd( O) * winy
#m "spritescale star"; i ; " " ; rnd( O) ~ 3 * 100
#m "spritenovexy star" ; i ; " 0 1"
next i
for i =0to 4
#m "addsprite live" ; i ; " p" ; O
#m"spritexy live" ; i ; " " ;i *50; " " ; wny - 50
#m "spritescale live"; i ; " 50"
next i
for i = 0to 20
#m "addsprite playerfire” ; i ; " fire"
#m "spritexy playerfire” ; i ; " -100 -100"
next i
#m "addsprite rock rock"
#m "spritenmovexy rock 3 1"
#m "addsprite ufo ufo”
#m "spritexy ufo w nx 50"
#m "spritenovexy ufo -2 0"
#m "addsprite ufofire fire"
#m "spritexy ufofire -100 -100"
#m "set f ocus”
#m "addsprite player " ; anin®
#m "spritexy player " ; px ; " " ; py
call drawpoints
timer 40 , [tnr]
wai t
function nr$( no )
nr$ = right$( "00" + str$( no ) , 2)
end function
[tnr]
q=q9-1
if q <0 then
g=int( rnd( 0) * 20)
d=int( rnd( 0) * 3)
end if
if joyYN$ = "yes" then
if Joylx < 256 * 256 / 3 then
pst = ( pst + 1)
if pst > 31 then pst =0
end if
if Joylx > 256 * 256 * 2 / 3 then
pst = ( pst - 1)
if pst < 0 then pst = 31
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end if
if Joyly < 256 * 256 / 3 then
px = ( px - sin( strad( pst ) ) * 5)
if px < -100 then px = w nx
if px > wnx then px = -100
py = ( py - cos( strad( pst ) ) * 5)
if py < -100 then py W ny
if py > winy then py -100
end if
if Joyly > 256 * 256 * 2 / 3 then
""here i wl place a hyperjunp in the furture
end if
el se
sel ect case |ower$( | astkey$ )
case chr$( _VK LEFT )
pst = ( pst + 1)
if pst > 32 then pst =0
case chr$( _VK RIGHT )
pst = ( pst - 1)
if pst < 0 then pst = 32
case chr$( _VK UP)
px = ( px - sin( strad( pst ) ) * 5)
if px < -100 then px = W nx
if px > winx then px = -100
py = ( py - cos( strad( pst ) ) * 5)
if py < -100 then py Wi ny
if py > wny then py - 100
case chr$( _VK _DOM )
"' hyperj unp
case chr$( 27 ) ''escape
goto [quit]
wai t
case " "
#m "spritexy playerfire” ; firetel ;
px - 16 - sin( strad( pst ) ) * 45 ;
;. pYy - 16 - cos( strad( pst ) ) * 45
#m "spritenovexy playerfire" ; firete
; sin( strad( pst ) ) * -6 ;
cos( strad( pst ) ) * -6
firetel = firetel + 1
if firetel > 20 then firetel =0
end sel ect
end if
| ast key$ = ""
#m "spritexy player " ; px - 50 ; " " ; py - 50
#m "spritei mge player p" ; pst
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for i = 0to 10
#m "spritexy? playerfire” ; i ; " x vy
if x <-100 or x > winx + 100 _
or y <-100 or y > winy + 100 then
#m "spritenovexy playerfire” ; i ; " 0 0"
end if
next i
#m "spritexy? ufo ufox ufoy”
if ufox < -100 then
uf ox = W nx
uf ohasfired = fal se
state =rnd( 0) * ( winx / 2 ) +wnx / 4
end if
state = state - 1
if state < 0 and not( ufohasfired ) then
uf ohasfired = true
dx = px - ufox

dy = py - ufoy

af = sqr( dx ~ 2 + dy ~ 2)

#m "spritexy ufofire " ; ufox ; " " ; ufoy

#m "spritenovexy ufofire " ; dx / af * 6 ; " " ; dy / af * 6
end if

#m "spritexy? ufofire x y"

if x <-100 then #m "spritenovexy ufofire
if x >wnx then #m "spritenovexy ufofire
if y <-100 then #m "spritenovexy ufofire
if y>wny then #m "spritenovexy ufofire

#m "spritexy ufo " ; ufox ; " " ; ufoy
#m "spritexy? rock x y"
if x <-100 then x = w nx

if x >wnx then x = -100

if y<-100 then vy Wi ny

if y>wny theny - 100

#m "spritexy rock " ; x ; " ",y

"' colisiondetecion and respons

#m "spritecol lides player playerhit$"

if instr( playerhit$ , "rock"” ) <> 0 _

or instr( playerhit$ , "ufo" ) <> 0 then
lives = lives - 1
call resetscene

end if

#m "spritecol lides rock rockhit$"

if instr( rockhit$ , "playerfire" ) then
points = points + 2
#m "spritexy rock -100 " ; rnd( O ) * winy - 50
call drawpoints
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end if
#m "spritecol | ides ufo ufohit$"

if instr( ufohit$ , "playerfire" ) then

points = points + 7

#m "spritexy ufo ; W nx ;

. rnd( 0) * (winy/ 2) +winy / 4 - 50

state = rnd( 0 ) * ( winx / 2)
uf ohasfired = fal se
call drawpoints

end if
for i =0 to 100
#m "spritexy? star" ; i ; " Xy

if y >wny then
#m "spritexy star™ ; i ; " " ;
#m "spritescale star” ; |
; rnd( O0) ~ 3 * 100
end if
next i
#m "drawsprites”
wai t
sub reset gane
| evel =0
lives = 3
points =0
ufohasfired = fal se

+ wnx / 4

state =rnd( 0) * ( winx / 2 ) +wnx / 4

call resetscene
notice "Gane Over !!"
end sub
sub resetscene
timer O
cal |l drawpoints
for i =1to 4
#m "spritexy live" ; i ; oo
next i
for i = 0to 20
#m "spritexy playerfire” ; i ; "
next i
#m "spritenovexy rock 3 1"
#m "spritexy ufo w nx 50"
#m "spritenovexy ufo -2 0"
#m "spritexy ufofire -100 -100"

px = wnx [/ 2
py = winy / 2
#m "spritexy player " ; px ; " " ;

if lives < 0 then call resetgane

*50 ; " " ; wny -

-100 -100"

py

50

- 30
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timer 40 , [tnr]
end sub
sub drawpoi nts
#m"fill bl ack"

#m "font Corier_New 50 bol d"

#m "col or green”
#m " backcol or bl ack"
#m "goto O 50"

#Mm"\PONTS : " ; right$( "
#m "getbnp back 0 0 " ; W nx
#m "background back"
for i =0 to lives

#m "spritexy live" ; i ;
next i
for i =lives to 3

#m "spritexy live" ; i ;
next i

end sub

function strad( st )
strad = st * pi / 16
end function
[ key]
| ast key$ = right$( | nkey$ ,
wai t
[quit]
unl oadbnp "fire"
unl oadbnp "uf 0"
unl oadbnp "star™

for i =0to 31
unl oadbnp "p" ; i
next i
cl ose #m
end

"+ str$( points )

; , W ny

-100 -100"

1)

8 )
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