LANDMINE

In Landmine the player must traverse a 10 by 10 field of possible
mine locations, from top left to bottom right. The program sets up
an almost too easy first two or three attempts but the machine is
programmed to place the mines randomly increasing the numbers
of mines by 2 each time. Rapidly the player is faced with the near
impossible task of negotiating 48, 50 and more mines.

The program does offer the player a little help, in that it issues
a warning whenever the player is one and/or two moves away from
being blown to smithereens.

In giving the reader (and eventual user), the bare outlines of this
addictive game, a lot of scope opens up for the ambitious and
inventive home programmer. In this quiet utility program, he can
create a more attractive display and with the increased sound
capabilities of the 64 develop an exciting range of explosive
sounds and warnings.

RUNNING THE PROGRAM

After the usual feat of typing in the program and typing ‘RUN’, the
screen will display the instructions, giving the most important
instruction of how to move the player’s character:

7 89
4 6
1 2 3

The player takes the number 5 position, and corresponding to

the compass, may use the numbers to move in any direction.
Hitting any key will renew the game.

PROGRAM STRUCTURE

For an easy view of the positioning of interesting lines in the listing,
the following has been correlated for the user’s convenience:
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70
90-130
150- 190
200-210

220-410
420-450
460-640

660 - 760
780-810
830-920
930-950
1000 - 1080
1110- 1230

1320 - 1530

Array for storing grass and mines.

Sets up grass in all positions of the array.
Chooses random positions for mines.

Sets grass in top left, house in bottom right
position.

Displays minefield.

Input move.

Increase or decrease x and y position
according to move input.

Check for mines near man.

Displays minefield successfully crossed.
Displays mine stepped on.

Pause for keypress, increase number of mines.
Display routine.

Checks and gives warning of mines near to
man.

Instructions.
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16 REM #*#¥$*#*#*#**#*#ﬁ**#**#*****$$$$

28 REM ¥GAMES PROGRAM - SEE IF YOU CAM

36 REM #SUCCESSFULLY CROSS THE MIMEFIELD
48 FEM #¥¥EEEEEbvERrrerisifErreisrsy

=@ REM SET UF MIMEFIELD IH HEFH”’

55 POKESZ2E81.1

56 HM=16:REM MO MIHES = 168 IMITIALLY

78 DIM AF(1S. 16D

86 GOSUE 131@

9@ FOR I=1 TO 15

168 FOR J=1 TO 13

118 AFI, Ja=s""

120 HEXT J

128 HEXT I

14@ FEM SET UP MINES AT RANIOM

15@ FOR I=1 TO MM

1660 Xx=RHIC1>¥15+1

Y -FHD-1*+19+1

SEF aastp

HE¥ T I

Hi— 1 1 -|_ll i

HI 1!:' 1 :l...ll n

FRINT"X ZEEbbERBEEERREE. A H DM [ H E”
FREINT"BrEPEEBEREERERET "
FRIWT"HD OF MIHMES = ".HH

FEM FRIMT MIHEFIELD OH SCREEEM
CL=1S8 HO=15:2%="," :T$="H"

FOR RW=5 TO 132

GOEURE 9528

o o
DO DN I A R

o
b’

s= eV o
1?2050 000y

@ MEXT R
8 CL=14:NO=17:RH=4:2$="5"  Te="H"
@ GOSUE 966

FH—;.U
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340 CL=14: 7iRM=4 ZE="E TS
o8 GOsUE
SER CL=38
78 GOSUR el
Zea Hi=1YR=1

290 E0TO el

4LE GOSUERE 1248

FEINT"a":

GET GG#F: IF GG$="" THEHW 488

GG=YHL {GGE >

IF GG<1 OR GG>2 THEH 464

OH GGGOTO 460,428, 568, 520, 348, 358, 5
WenEne-1 1 YYE=EYE+ L CRE= S

UDTU t;U

WEsERa Y=Y CCRE=

GOTO e2d
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8 GOTO &2
S0 MMESHE-WYHSYH CRE="I"

AR

=8 GHTU =2H

GOTO 440

NHR=HE+] Y H=YR CRE="0"
UHTD &2

_l.,-,_l lTlll._ll_.'__l CF$...II1III
U“TD c:G

_' .._.\' |Tuv;_u_-_1 |F$_u-]u
GOTO &0

‘\'. l".'+1 lTl _ll_._l CFf_ll",lll
IF¥=RC1 OR Rei»15 THEW 486

MO
O S '

TN anencnonincnon

DU R U [ S9N W)

A ILOU OO R AR R )

T
)
DA

36 IFYY:1 OR ¥YR>1S THEM 480
G461 HESMKH  YH=YH
& REM NOW CHECK FOR MINES IN YICINITY

IF A$CHN. YHI="M" THEM 820
HI'- '_.'.ll) _l|.ll

IF }%=15 AMD Y3=15 THEM 72

REM CHECK FOR 1 MOVE A
MEH=1:GOSUE 1650

IF MH<xE THEM 740

REM CHECK FOR 2 MOVES AAY
MEH=2:GOSUE 1690

REM RESET CURSOR HITHIM MINEFIELT
S6 GOSUE 1248
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8 GOTO 488
78 EEM MIMEFIELD CREOSSED SUCCESSFULLY
S0 CL=1HO=1:RKM=23: T$="H"
Tag SF="MIMEFIELD SUCCESSFULLY CROSSED "
SE8 GOSUE =254
210 GOTO 24
=28 REM LAMIMIME EXFLODES
228 CL=1 HO=1:RMW=23: T$="H"
24l FE="RR MG HENLELe ,
ad5 SE=f+" "
253 GOSUE 284

Hf. l..' Il' l_ll ll
FOR Vo1 TO 15
=1:¥H=Y:GOSUE 1240
FOR %=1 TQ 15
FRINT A$CH, YD
HEXT
HET
GET Gn$ IF GG#="" THEM 5@
IF GG "E" THEHHH=HIM+Z2 : GOTOS@
EHI
FEM SUEROUTIME TO DRAW LIME OH SCREEM
REM CL=START COLUMM, RM=START RO
REM HO=HO OF CHARS,T$= V(YERT).HCHORIZ)
REM Z$=TEXT TO PRINT
3R FRINT e

LS RS R RN R W RN WU I O N o s O
DU OIS W S0 ) IS O aod I O et Nt o
l"t l’_{l Lo o IO O IO IO DU KA
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1618
1626
1638

1848
1658
16560
1678
1656
16590
1166
1116
1126
1136
114@
1156
1168
1176

1128 K
1198 £

1238
1264
1288
12146

224
1226
1245

2544

[

g

1268
1=vi
it
1234
1206
1218
1320
13k
1344
1350
1368
1378
1380
1250
1400
1418
1428
1425
1420
144
1450
14c8
1476
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FOR I=1 TO CL-1:FRIHT"M"; HEXT I
FOR I=1 TO FW-1:FRIMT"ME";:HEXT I
IF T#="H" THEH I#=""

IF T#="y" THEMW I$="FE8I"

FOR I=1 TO HO

FRINTZ®: 1#;

HE®T 1

FETURH

FEM CHECKE FOR MIMES IHM WVICIHITY
REM MZX=1 CLOSE SEARCH,MSH=2 WIDE SEARCH
MH=A

FOR I=Re-MS:E TO Re+MSq

FOR J=Yu-MSx TO Yea+MEL

IF I<1 OR J<1 THEH 1176

IF I>15 OR Jx15 THEH 1176

IF A$FCI.J2="M" THEH MH=MH+1

IF MH<=8 THEM 1218
ZE=ETRECMHO+" MIMESCSY M
EE=ZF+ETRECMSIO+" FMOVES AWAY"
CL=1:HO=1:RW=23:T#="H"

GOSUE 2ed

FETURH

REM CURZOR ADDRESS TO WITHIM MIMEFIELD
REM Ri=¥ ARIS, Y=Y ARIS

FRINT"S":

FOR I=1 TO SE+414:PRINT"BM G (HEST I

FOR I=1 TO YH+4:PRINT"E"; :HEST I
FRINT"BI":

RETURH

REM IWTRODUCTION & IMSTRUCTICHS FOLLOW
FRINT"B 2ERRRRERREDPRBBE. A H DM I N E
FEINT"IDBRRRERRERBEED "
FRINT"THE OEJECT OF THIS GRME IS TO
FRINT"TRAYERSE A MIMEFIELD. YOUR MIHE®
FRIMT"DETECTOR GIWES SOME WARHIHG"
FEIMT"OF HEARREY MIHEZ. EBEUT CAH-TY
FEIMT"GIWE THEIF EXACT LOCATION.®
FRIMT"SO EE CRREFUL OF "

FRINT"E EAHG I m

FRINT"YO0U START AT THE TOF LEFT CORMHER™
FEINT"AHMD FIMISH CHOPEFULLY> AT THE"
FRIHNT"EQTTOM RIGHT."

FREIMT"USE THE MUMERIC FPADN TO MOVE."
FRINT"WITH YOUR POSITION EEING RELATED
FEINT"TO THE S KEY.s@"

FRIMT" 783

FRIMT" ~1s
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1428 FRINT" 40—

1498 PRINT" PR

1568 PRINT" z 3

1516 PRINT"WEGFRESS AHY KEY WHEM RERTY,m"

1326 GET GG#:IF GGI""" THEN 1326
153268 RETUREH
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