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Minefield

Sean Igo 64 Translation by Gregg Peele

Your job is to get your trucks in quickly, defuse the bombs (especially the
flashing ones which are about to go off), and get out as fast as you can.
This game has four skill levels.

In this game, you drive a truck around to gather and defuse time
bombs before they explode—all the while avoiding mines and
bomb craters.

Playing the Game

You find yourself in the center of a small minefield with several
bombs, represented by circles, and a generous number of mines,
shown as X’s. Your truck is a diamond. To defuse the bombs, just
run over them with the truck.

When the bombs first appear, they are innocent-looking little
circles. After a short time—the rate varies from bomb to bomb—
they turn reverse-field. This means watch it. Soon they begin to
blink, and you have only a few blinks to defuse them before they
explode. Any mines (or heroic defusing teams) caught in the
explosion will be instantly lost. Bombs caught in the explosion
will explode, whether they were ready to or not.

Your truck can move in only four directions. It can wrap
around all four edges of the screen. Don't run it into the mines or
the craters (*) left by the bombs or your truck will be destroyed.
Once you begin moving, your truck cannot stop until it is blown
up or until the current minefield is cleared of bombs.

Skill Levels and Scoring

“Minefield” has four skill levels. Skill levels differ only in the
number of trucks you get. Level 0, the easiest, has four trucks.
Level 1 has three. Level 2 has two, and level 3 has one.

Scoring: 10 points for a normal bomb
20 points for a reverse-field bomb
30 points for a blinking bomb
—10 points at the end of an explosion for every bomb that
went off. This is incentive to defuse more than one or two
bombs in the later explosions.
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REM MINEFIELD FOR C-64
POKES53280,0:POKE53281,0

GOSUB 113@

REM ---INITIALIZE VARIABLES---

DIM BT(37),B3(37),B4(37),BP(37),BS(37),XM(4),¥YM

(4),BC(25)
DEF FNY(X)=INT((X-1824)/40)
DEF FNX(X)=(X-40*FNY(X))-1024

DEF FNS(X)=1024+PX+4@*PY

??F FNP(X)=1307+INT(34*RND(1))+40*INT(15*RND(1
DEF FNN(X)=PEEK(FNS(X))

FORJ=1 TO 4:READ XM(J),YM(J) :NEXT

DATA 0,-1,0,1,-1,0,1,0

SC=0:BT=1680:NB=4 :NW=0:D=54272

PRINT" {CLR}"; :POKE 53272,21

PRINT" {RVS} {WHT }JMINE****-~ SCORE: 0"

PRINT" {RVS} {WHT} ********_{RIGHT JHI SCORE:";HS
PRINT" {RVS}{WHT}***FIELD-{ RIGHT }JWAVE: 1"
PRINT" {RVS}{WHT} {8 SPACES}-{RIGHT}";:IF NL<>1
{SPACE}THEN FORJ=1 TO NL-1:PRINT"Z"; :NEXT
FORJ=1@24 TO 1183:IFPEEK(J)=32 THEN POKE J, 169
:POKEJ+D, 1

NEXT

XP$="{RED}U-I{DOWN}{4 LEFT}UU-II{DOWN}{6 LEFT)
UUU-III{DOWNJ{7 LEFT}******¥*DowN]}

{7 LEFT}JJJ-KKK" '

XP$=XP$+" [REDJ [DOWN} {6 LEFT}JJ-KK{DOWN}

{4 LEFT}J-K"

S$="{HOMEJ {24 DOWN}"

QS="{WHT} {49 RIGHT}"

XR$="{WHT}{3 SPACES}{DOWN}{4 LEFT}{5 SPACES}
{DOowN} {6 LEFT}{7 SPACES}{DOwN}{7 LEFT}

{3 sPACES}*{3 sPACEs}{DOWN}{7 LEFT}{7 SPACES}"
XRS$=XRS$+"{DOwWN}{6 LEFT}{5 SPACES}{DOWN]}

{4 LEFT}{3 SPACES}"

REM ---SET UP NEXT WAVE---

BG=0 :NW=NW+1:IF Nw>11l THEN 310

NB=NB+1.5:IF NW=1 THEN 330

IF Nw<6 THEN BT=BT-180

PRINT" (HOME} {2 DOWN]}{RVS}";TAB(15);NW

POKE FNS(1),32:FORJ=1 TO NB:POKEBP(J),32:NEXT
FORJ=1 TO 25:POKE BC(J),32:NEXT

BN=INT(NB) :FORJ=1] TO NB:BS(J)=1:NEXT

FORJ=1 TO NB

BT(J)=(.4+INT(61*RND(1))/100)*BT
B3(J)=BT(J)+.5*BT(J):B4(J)=B3(J)+.25*BT(J)
NEXT
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PX=19:PY=15:POKE FNS(1),90:POKEFNS(1)+D,1
FORJ=1 TO NB

BP(J)=FNP(1):IF PEEK(BP(J))<>32 THEN 400
POKE BP(J),87:POKEBP(J)+D,8:NEXT :NN=0
FORJ=1 TO 25

BC(J)=FNP(1):IF PEEK(BC(J))<>32 THEN 416
IF PEEK(BC(J)+1)=87 THEN 416
POKEBC(J),86 : POKEBC(J)+D, 5:NEXT

GET RS$:IF R$<>"" THEN 420

DR=0 : TX=T1

REM ~--GET COMMANDS--~
R=(15-(PEEK(56321)AND15))*2
IFR<>@THENDR=LOG(R) /LOG(2) {41 SPACES}
IFR=GTHEN490

REM ~--MOVE TRUCK---

IF DR=@ THEN 60440

POKE FNS(1),32:PX=PX+XM(DR) : PY=PY+YM(DR)
IF PX<@ THEN PX=39

IF PX>39 THEN PX=0

IF PY<4 THEN PY=24

IF PY>24 THEN PY=4

X=FNN(1)

IF X=32 THEN POKE FNS(1l),90:POKEFNS(1)+D,1:GOT
O 600

IF X=42 OR X=86 THEN 960

GOTO 890

REM ---UPDATE BOMBS---
NN=NN+1:IF NN>INT(NB)THEN NN=1

IF BS(NN)=0 THEN 690

TG=TI-TX

IF TG>B4(NN) THEN N1=NN:GOTO 720

IF BS(NN)>2 THEN 690

IF TG>BT(NN) THEN BS(NN)=2

IF TG>B3(NN) THEN BS(NN)=3

IF BS(NN)=1 THEN 450

IF BS(NN)=2 THEN POKE BP(NN),215:POKEBP(NN)+D,
1:GOTO 459

IF BS(NN)=3 THEN POKE BP(NN),87:POKEBP(NN)+D,1
:BS(NN)=4:GOTO 450

IF BS(NN)=4 THEN POKE BP(NN),215:POKEBP(NN)+D,
1:BS(NN)=3:GO0TO 459

REM ---BOMB EXPLODES---

TQ=TI:PD=0
X$="{OFF}"+LEFTS$(S$,FNY(BP(N1))=2)+LEFT$(QS$,FN
X{(BP(N1))-1)

BS(N1)=0:N2=0:PRINTXS;XPS;

FORJ=1 TO NB:X=PEEK(BP(J)):IF BS(J)=0 THEN 760
IF X<>87 AND X<>215 AND X<>218 THEN N2=J
NEXT:IF FNN(1)<>90 AND FNN(1)<>218 THEN PD=1
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PRINTXS$;XR$; :GR=129{4 SPACES)}:GOSUB20@0
FORJ=1TONB:IF PEEK(BP(J))=32 AND Bs(J)<>9 THEN
POKE BP(J),87-128%*(BS(J)>1)

NEXT : BN=BN-1

IF PD=1 THEN 960

IF BN=0 THEN 840

IF N2=@ THEN TX=TX+(TI-TQ):GOTO 459
N1=N2:GOTO 725

PRINT" {HOME} {2 DOWN}{RVS}";TAB(20);

FORJ=1 TO 20:PRINT"{RVS}COMPLETED{9 LEFT}"; :FO
RK=1 TO 10@ :NEXT

PRINT"{RVS}{9 SPACES}{9 LEFT}";:FORK=1 TO 100 :
NEXT : NEXT

SC=SC-10* (INT(NB)-BG):IF SC<@ THEN SC=0
PRINT"{4 LEFT}{3 UP}{10 SPACES}{16 LEFT}";SC:G
OTO 280

REM ---BOMB GATHERED---
BG=BG+1:TQ=TI:POKE FNS(1),218
FORJ=1 TO NB:IF PEEK(BP(J)) 218 THEN AJ=BS(J):
BS(J)=0
NEXT

IF AJ=4 THEN AJ=3
SC=SC+10*AJ: PRINT" {HOME} {RVS}";TAB(16):SC
GR=33:GOSUB200@0 : BN=BN-1:IF BN=@ THEN 840
TX=TX+(TI-TQ) :GOTO 458
REM ---PLAYER DESTROYED---
GR=129 :G0OSUB2030
TQ=TI:FORJ=1 TO 20:POKE FNS(1l),42:FORK=1 TO 25
:NEXT:POKE FNS(1),170
FORK=1 TO 25:NEXT:NEXT:POKE FNS(1),32:NL=NL-1
{19 SPACES]}
POKE 1153+NL,160:DR=0:PX=19:PY=15
IF NL=@ THEN 1045

IF BN=@ THEN 840

GET RS$:IF R$<>"" THEN 19010

FORJ=1TONB:IF PEEK(BP(J))=32 AND BS(J)<>@ THE
N POKE BP(J),87-128*(BS(J)>1)

NEXT

POKE FNS(1),90:TX=TX+(TI-TQ) :GOTO 450

IF SC>HS THEN HS=SC:PRINT"{HOME}{DOWN}{RVS}";
TAB(19);HS

FORJ=1 TO 15@0@:NEXT:PRINT"{HOME}{WHT} {2 DOWN}
{RVS]}";TAB(20);: "GAME OVER{DOWN} {WHT} {9 LEFT]}P
LAY AGAIN?";

PRINT"(Y/N){4 LEFT}";

PRINT"{RVS}Y/{OFF}N{3 LEFT]}";

FORJ=1 TO 99:NEXT

PRINT"{OFF}Y{RVS}/N{3 LEFT}";

FORJ=1 TO 99:NEXT
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GET RS$:IF RS="Y" THEN 1110

IF R$<>"N" THEN 1080

PRINT" {CLR} {WHT}LATER ON!":END

GOSUB 113@:GOTO 150

REM —---INSTRUCTIONS—---

PRINT"{CLR} (RVS} (WHT}M{SHIFT-SPACE}I

{SHIFT-SPACE}N{SHIFT-SPACE}E{SHIFT-SPACE}F

{SHIFT-SPACE}I{SHIFT-SPACE}E{SHIFT-SPACE}L

{SHIFT-SPACE}D" :POKE 53272,23

PRINT" {WHT}DO YOU NEED INSTRUCTIONS (Y¥/N)"

GET R$:IF RS="N" THEN 1410

IF R$<>"Y" THEN 1150

PRINT" {CLR} {WHT} { DOWN}THE OBJECT OF THIS GAME
IS TO PICK UP" -

PRINT" {WHT }JAS MANY BOMBS AS YOU CAN BEFORE TH

EY"

PRINT" {WHT ) EXPLODE. TO PICK UP A BOMB, JUST R

UNII

PRINT" {WHT}JOVER IT WITH YOUR TRUCK."

PRINT" {WHT } BOMBS WILL EXPLODE AFTER A SHORT T

IME i 1

PRINT" {WHT}IF A BOMB TURNS REVERSE-FIELD, BE
{SPACE}CARE-"

PRINT" (WHT}FUL WITH IT. IF IT STARTS TO BLINK
5 IT“

PRINT" {WHT}WILL VERY SHORTLY EXPLODE-WATCH OU

TLL"

PRINT" {WHT}BOMBS WILL CHAIN-REACT; ONE BOMB C

AUGHT"

PRINT" {WHT}IN ANOTHER'S EXPLOSION WILL ALSO B

LOW"

PRINT" {WHT}UP. IF YOU ARE CAUGHT IN A BOMB'S
{SPACE}"

PRINT" {WHT } EXPLOSION, YOU WILL BE BLOWN UP."

PRINT"{WHT}ALSO, DO NOT RUN INTO BOMB CRATERS
(*) "

PRINT" (WHT JOR MINES (X) OR YOU'LL BE TOTALLED

PRINT" {WHT}THE CONTOLS ARE: 1 TO GO UP"
PRINT"{WHT}T17 SPACES}CTRL TO GO LEFT"
PRINT"{WHT)} {17 SPACES}2 TO GO RIGHT"
PRINT"{WHT} {17 SPACES}< TO GO DOWN"

PRINT" {WHTJOR YOU CAN USE A JOYSTICK IN PORT

{spacCE}1."
PRINT" {WHT }YOUR TRUCK CANNOT STOP ONCE YOU BE

GIN"

PRINT" {WHT}MOVING. IT CAN WRAP-AROUND BOTH TH
E"

PRINT" {WHT ] THE TOP AND SIDES OF THE SCREEN."

117



5 Arcade-Style Games

1390

1409
1410
1420
1430
1900
2000
2010
2020
2025
2030
2050
2060
2070
2080

118

PRINT" {DOWN} {WHT } P{WHT } RESS RETURN TO CONTINU
E";

GET R$:IF R$<>CHRS$(13) THEN 1400

PRINT" {CLR}S{WHT}ELECT SKILL SETTING (@-3)"
GET R$:IF R$<"@" OR R$>"3" THEN 1420
NL=4-VAL(R$ ) : RETURN

END

REM SOUND OF EXPLOSION

QW=54272

FORS=QWTOQW+24 : POKES, @ : NEXT

POKEQW+24 ,47

POKEQW+5,64+7 :POKEQW+6,240

POKEQW+4 ,GR :POKEQW+1, 36 : POKEQW, 85
FORT=1T025d : NEXT

FORT=15TOJSTEP-1 :POKEQW+24,INT(T) :NEXT
RETURN
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