10 "spNEREFissnsssnisin e R
2@ “ewwe PRIEST AND VAMP. ssss

L 15985,
4R eeew FOR THE
R Cwmess  AMSTHAD CPCA&4. CEE R
&8 Cenew WRITTEN BY aEnEE
7@ Cemas ADAM FMURRAY. L e

Bl "eemrrsrssasni s m s eEEENEEE

@ -

18@ HODE O

119 VUL=48: VDX=49: VI L=%S0; VRE=S] : VF =S
‘KEYS FOR VamMP

120 PUZ=72:PDU= 72 PLYE=74: PRY=TS: PFFE=7&
"EEYS FOR FPRIEST

130 not-0:50TO 184

128 no¥=noi+lzIF neZ=3% THEN RESTORE
16@8: not=-a

15@ READ d¥,nZsSOUND 1,n%,d%,15,1,4:RE

TSR

168 DATA 25,568,50,478,25,424, I7,379,1

2,358,25,379,50,4256, 23, SB& =T &33 12,5

&8, 25,5046, 50, Q?E,Zﬁ.ﬁéﬁ 37 ..pﬁﬁ 12,602,

25,540,50, 504,25, L0z, 58 ,758,25,550

|:ra DATA =3, 478,25, 426,37 379, 1‘.353 z

F79 ., 426,75 ,504,37 ,638,12,526, 25,5

aa. 27,.A78,12,506,75,5468, 3:_&.&1.:.,-?_.:;}?.

25.::.33,?5,553.'5?!.5&9.3.3

1688 BORDER 11

190 SKA=SB0

288 ENV 1 ,10,-1,2

218 FOR 2%=8 TO 15: INK i%,i%:NEXT

220 SYMBOL AFTER 229

258 -

240 “define graves

250

260 SYMBOL 230,8,8,24.468,110,94,255,.25

5

Zva

<88 “define priest

299

TBR SYMBUL 232,48 40,255,40,40, 24,255,

255

318 SYMBOL 253,795, 169, 189,189, 189,124
v124, 126

T30 SYMBOL 234,126, 126,126,126,7208,4,4
r

FI0 SYHMBOL 235,124,126, 126,3%,52,32,22
&

1]
T50 ‘define vampire

350

70 SYMBOL 234,117,249,61,65,15,15,3,35
BB SYMBOL 237,148,143, 188,252,240,240,
192,192

290 SYHMBOL 238.1,1,7,31,43,57,48,32
40@ SYMBOL 239,178, 126.224,2408,252,156
12,4

418

A28 “DEFINE WINDOWKS

438 °

442 SYMBOL 240,@.8,24,52,82,82, 145,145
450 SYMBOL 241,255,145,145, 145 145,145

145 J‘K!
465

47@ ‘DEFINE BRASS
ADl

4¥8 SYHMBOL 242,32,34,148,72,42,26,40,1
-]

=1 ]

518 GOSUB 2448 instructions

520 GOTO 81a@

== - I

548 'FILL ROUTINE

=8 -

568 xol=xiiyok=yi

570 wolkmxil: yoi=yi

580 WHILE TEST(x¥,y%)<rck:FLOT Ky Y4 C
W wEEe A WEND

S0 wl=xoi-4

4BB WHILE TEST (x%,yE) <3ch:PLOT =¥, v%:
X A= A=d 2 WEND

618 x¥=woik

620 1F TEST(xX,y%+2)< ek THEN yX=yX+2:
GOTD SEa

&30 RETURN

548

650 IF TEST (uvi+32,yvE-1&)<>& THEN RE
TURN

4468 SOUND 4,208, %, 7: TAGOFF: PRINT CHF# {
23)+CHRE (D) 3 : TAB

678 FLOT —18,0, 10:MOVE (xvi+15}, (yvieB
P2PRINT CHR® (230) 51 MOVE (svi+14), (yvi-
Bl =PRINT CHR¥ (143}

GEB TAGOFF: PRINT CHR$ (22) «CHREC(L) 3 : TAG
458 FLOT -19,8,9

700 wekewe=111F wei=@ THEN vopwi=1
718 RETURN

r72a °

TI@ IF TEST (xpi+lé,yp%-32)<310 THEN R
ETURN

748 SOUND 4, 109,35, 7: TABOFF : FRINT CHRS (
2TI+CHRE (D) ; : TAG

TS@ PLOT -10,8,43:M0VE xph, (ypi-16) PRI
NT CHR#${230) ; :HOVE wp¥, (yp2i—32) :PRINT
CHRE{1A3) 3

768 TAGOFF: FRINT CHR$(25) +CHRS$ (1) ; : TAG

SOFTWA

should be fairly compact
and sent on a cassette.
Please include clear

instructions and say what
computer it’s for. We pay

Programs for Software File

between £6 and £36 for programs published.
They must be double-checked and submitted

Vampire and priest

Adam Murray,
12 AD Regt.,
BFPO 20,

VAMPIRE AND PRIEST is a two-player game for
the Amsirad CPC-464 and occupies just over
8K. It makes usc of both sound and graphics
with the latter being in Mode (0 — low
resolution with 15 colours.

The game itself is written entirely in
Amstrad Basic and is explained with the use
of remark statements which can be left out
when typing in the program.

Full instructions of how to play the game
are provided within the program as is an op-
tion to change the skill level,

Provisions have been made for each player
to use a joystick bur with a few simple changes
any keyboard/joystick layour is possible, This
is how you do it

Turn to appendix 111 page 16 of the user
manual which should show a picrure of the
keyboard with appropriate values written on
the individual keys.

Now look at lines 110 and 120, These hold
the values of the keys to be used, and can be
changed to your own choice. Initially they are
set 1o use joysticks. The variable names are
short but meaningful, e.g. VU%= key to use
to move vampire up, PF% = key to use as fire
for priest erc.

The routine between 560-630 is a simple fill
routine and could be placed outside the pro-
gram if the following paramelers are passed:
x%-X co-ord to start filling from. y%-Y co-ord
to start filling from. c%- the colour ro use in
filling the area. In this case it must be the
same as the outline of the shape. This could
casily be changed to suite your own purposes.

I have used this routine to fill the church
and castle at the start of the game and
although slow does not need to be repeated
alter every game.

If all is well there should be a runeful
version of Greensleeves playing in the back-
ground. This is achieved simply by using the
interrupts in the form of ON SQ(?) Gosub.

I think this program demonstrates whar can
be done with Locomotive Basic and without
special techniques.

TTR PLOT -10,0,R

TR weiewci+1:IF weik=24 THEN wvopwi=1
IR0 RETLRN

=1

H1@ BORDER 11:INK B,13

820 FOR i1¥%=1 TO 15:INK i%,iZzMNEXT

H3@ FRINT CHR$(23)+CHRE(Q)

BAD aF=CHRF (23O} +* "+LCHRE(23Q) 4" "+CHR
FI2TB®+" “+CHRE(23D)

G50 bF«CHRE(1ATI+" "+CHRS (1420 4" “+CHR

FL1AZI+" “+CHRELLAT)
B&@

878 ‘met skyline
BEO

B899 INK 13,24

FO0 PEN Z:LOCATE L,1:iPRINT STRINGE(CY,
143)

218 PEN 14:LOCATE 1,5:FRINT STRINGS (80
s 1431

P2W FEN 13:LOCATE 1,9:PRINT STRINGS (6@
;143)

P30 FOR Tx=1 TO 20:LOCATE I%,11:FAPER
IZ:PEN 12:PRINT CHHR$(242) sMEXT

740 FOR i%=1 TO 3

F5B PEN D:LOCATE =,04i%:PRINT STRINGS
4,143 s LOCATE 14,0+i X:PRINT STRINGS (3,
143)

P60 MNEXT

F70 MOVE 0,225 DRAWA 448,80
FER

P90 “draw castle

Do -

1810 ACSTORE 104@

1020 MOVE &&,226

LBZD FOR dr¥=1 TO 4S5:READ =%, y%: DRAWR
Hh YL IINEXT

1840 DaTA 3,55,—13,Iﬂ.—lﬂ.ﬂ.ﬁ.24.—4.lb
»=10,0,.8,34,14, 4

1050 DATA B,—14,14,8,7,12,16.0,@0.-6,12
TR b, 0,14

1a&8 DATA 108,0,.0, Z0,-1@, 18,16,~4,.0,~

1200 DATA 411,229,432, ,334,516, 209

14, 40,0,8,12
1878 DATA 10,10.0,19,-18.10,0,7,12.6,
B,-14,%,0

1888 DATA 7,168,10,0,0,-18,14,0,8, 16,14
JB, = —&0, - 14,0

1890 DATA -14,-20,0,-85,-19,8,0,47,-%a
V0,8, —a7 14,8

1128

1118 "draw church

1128

1138 RESTORE 1140

1148 MOWE At , 224

1158 FOR dri=l TO 11:READ wX,v2s DRANT
KWk 15 NEXT

1160 DATA @,9@,35,80,35,-9@, 108,0,20, -
25.9.—ﬁB.—j'E.B.G‘q?.—Iﬂﬁ_a.u.--4", ~1@,0
117a

1168 ‘#1111 castle

1190

1200 ci=3

L1218 FOR 1%=1 TO T:READ w¥,y%Z:GOSUR S&
B:NEXT

P220 DATH TL, 229,101 359, 4@ ,355 193 e |
B, 228,575, 149, 375, 180, 229

1278

1248 "#111 church

1258

1248 CE=13

1278 FOR 1 X=1 TO 3:READ %%, yi:G0SUR S&
BINEXT

1290 RESTORE 1&8

1580 LOCATE 3Z,4:FPEN B:PAPER Z: FRINT CH
F# {2401 CHRE (R} CHRE ( 18} CHRE (241 )

1518 LOCATE 18,B:PFAPER 1S:PRINT CHRE(Z
40) CHRE (B CHRS (10) CHRE (241 )

I528 PAPER R

1378

1348 “‘sot up graves

1358 _
(continued on page 103)
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SOFTWARE /24

(continued from page 101)

1358 INK LD, 20: INK &,24

137@ FOR y¥i=14 TO 22 STEP 4

1388 LOCATE 2,y%:1FEN 1@:PRINT a¥

1399 LOCATE Z,y%+1:PEN 10:PRINT b$
1580 NEXT

1418 FOR y¥X=14 TO 22 BTEP 4

1420 LOCATE 13,y%:PEN 4:FPRINT a%

1938 LOCATE 13,y%+1:PEN &:PRINT bsf
1448 MEXT

1450 °

1468 “set up variables

147a *

1488 wpX=41&: ypi=a270 “co-ord of priest
1490 xvi=00:ywi=245 ‘co-ord of vampir
-

1508 woi=12

1518 tod=1:vopwi=0

1528

1538 ‘start of main game
1548 -

1558 PRINT CHRE(23)+CHR$01);
1568 TAB

157@ PLOT -18,2,8

1508 HOVE xpX,ypL:PRINT CHRS (232); MOV
E =p¥, {ypX-14) :PRINT CHR$(233);:MHOVE =
P, (ypE=321 : PRINT CHR$ (2343

159@ PLOT —-18.8.9

1608 MOVE =vi,yvwi:PRINT CHR$ {234} +CHRS
(23733

1510 Tas

1a2a

1ATA ‘main game loop

1640 °

1650 timel=TIME+SKI+INT (RND=1290)

166@ WHILE timel>TIME AND vopwi=@8

1678 IF (XPE=XVE)=1& AND (YPE-YV¥)=24
THEN vopwi=1

L14BB PLOT —1@,0,8:HOVE xp%,vpr:PRINT C
HES {2320 ; tHOVE xpi, (ypH—14&) s PRINT CHR#®
(2TT) 3 MOVE =pX, {ypi-22) :PRINT CHR®({23Z
arg

1498 IF =pX<320 AND ypi>200 THEN 1718
1708 IF INKEY (PU%X) =03 AND TEST (xpi+lé,y
pr+30) =@ THEMN ypi=ypi+3I2

1718 IF TMEKEY (PD¥)I=0 AND ypi>4A8 THEN
YRE=yRE=32

1728 IF INKEY(PLY)=8 AND TEST (zp¥-4,vp
LY<P1S AND xpi>32 THEN xpi=xp¥-32
I7Z0 IF INEEY (PREI=08 AND TEST (xpZ+32,v
PAILHIS AND xpACS50 THEN wpi=xpi+32
1740 HOVE =p%,ypX:PRINT CHRE(232);:HOV
E xpi, {yp¥E=15&) : PRINT CHR# (233); :HOVE »
p¥, (ypX—32) 1 PRINT CHRS$(235);

1758 °

1768 PLOT —-10,8,7

1770 HOVE xvi,yvi:iPRINT CHR$(2I5)CHRS(
237) 3

1788 IF xvi>328 AND ywi>Z8B THEN 1528
179@ IF INKEY (VUX)=0 AND TEST (xvi+28,y
wE+SA) =0 THEN ywieywi+32

1B8@ IF INKEY(VDZ)=8 AND yvi>32 THEN y
vik=ywE—X52 -

LB10 IF INKEY(VLL)=@ AND TEST (xvi—4,yv
EICHFE AND =mwEI=ZF THEM xvi=xwvi-32

1820 IF INKEY (VRX)=@ AND TEST (xviedd,v
VEZI<FS AND xvEC=S38 THEN xvi=xvi+32
IB3@ MOVE xvi,yvi:PRINT CHR$ (Z38)CHRS(
2T9) 5

16848 OM S2(1) GOSUB 148

18%@ PLOT —-1@,8,8:HOVE xpk,ypLiFRINT C
HRE(2I2) 3 2 HOVE xpi, (ypi-1&6) :PRINT CHRS
{233) pr MOVE uplX, (ypX—-32) 1 PRINT CHR#¥ (23
Sy

les@ IF IMEEY (FFX) =0 aND tod=1 THEN GO
SuUB 738

1B7@ MOVE wpi,ypr:PRINT CHRE(232);:MOV
E =pi, {yp¥—1&) tPRINT CHE$(233); :HOVE x
ph, (ypd=32) tPRINT CHRS$(234);

1880 PLOT -10,8,%

1890 HOVE xvi,ywXiPRINT CHR¥(238)CHR$(
2390z

1708 IF IMKEY(VWFX)=@ AND tod=2 THEN GO
SUE &5a

L1710 HOVE xvwi,yvi:PRINT CHR$ (234) CHRE (

237 ;

1928 WEND

1938 IF vopwi=1 THEN GOTO 197@

1948 SOUND Z,15@,3,7,0,8,18

19358 IF tod=1 THEN INK 2,9:IMK 18,21:1
MK 13,19:BORDER 18: INK @,8:tod=2:60T0
14618

19468 IMNE 2,2: IMK 14,14: INK 13,24: BORDE
R 11:tod=1:INK @,13:60T0 1&1@

1978 IF tod=2 THEMN GOTO ZB1@ ELSE 50TO
2180

1988 '

1998 ‘vamp win

e

2818 TAGOFFE

2020 PRINT CHREE (2T +CHRE(A) 3

IaIa TAG

2040 PLOT -18.8,.8

2050 MOVE xpX,yp%hiPRINT CHRS$ (143} 3 MOV
E xpi,yp¥—l&:PRINT CHR#(143) 311 MOVE xp%
SYPE=SZrPRINT CHR$(143);

2050 TABOFF

70 PRINT CHRE(ZI)+CHRE(1)

2080 PEM 15

J098 FOR rX=12 TO 24

2180 INE B, RND*2s

2118 LOCATE &,r XLaPRINT"Eval wins"

2120 SOUND 1,rX*10,1,7

2138 NEXT: INK @,@:RESTORE 2ZT1@

214Q GOTO 2308

2158

2160 ‘priest win

2178 *

2188 TAGOFF

2198 PRINT CHR#(23)+CHR$(8)

2208 TAG

2218 PLOT —18,18,0

22720 MOVE mvZ,yvE:FRINT CHRS (143) MOV
E svE+32,yvEk:PRINT CHR®(143)

2238 TAGOFF

2248 PRINT CHR¥ (25)+CHR¥(1) 3

2258 FOR r¥%=12 TO 24

2268 INK O,RND#25

2278 LOCATE &,r%:PEN B:PRINT"Bood wins
u

2288 SOUND 1,r%el0,1,7

2290 NEXT:TNK @,8:RESTORE 2310

2300 FOR di=1 TO 2&:READ nx:SOUND 1.n%

4,20, 7rSOUND 2,n%, 28, TNEXT

2T18 DATA &B,52,47,45,560,8,45,47,45,48
V5.8, 53,08,53.47,45,36,40,90,45,45,47,

53,47 .48

23290 FOR i¥=@ TO 13:LOCATE 1,1:PRINT C

HRE{11) s NEXT

2330 BOTO 2350

2348 °

2358 "another go

2358 °

2I70 INK L, 1+RND*25

2388 LOCATE 3,7:PRINT “Another go Y/N?
ZE7@ 1F INKEY (45)=8 THEM noX=0:RESTORE
15@: GOTO 2420

2498 1F INKEY (46)=8 THEN RUN

2418 GOTO ZE70

2928 FOR 1%=0 TO 13:LOCATE 1.2é&:PRINT

CHR*(B) zNEAT

2430 GOTO 13302

24450 NEXT

2858 °

2458 "anstructions
2472

2488 INK @,24: 1IN 13,3.8

2490 LOCATE 5,1:PEN 12:PRINT="&ssslnatr
uctionsesss®

2500 LOCATE T, 1@:FFEN 1S PRINT press sp
ace to cont.®

2510 LOCATE 3,18:PEN F:PRINT"presa S t
o start."

2520 IF INKEY (&) =8 THEN CLE:RETURN
2538 IF INKEY$=" " THEN GOTO 2542 ELSE
BOTO 2520

2740 BOSUB T08&0

7558 LOCATE 1 ,B:PEN T:PRINT"ssssssamp
re-essaes

2560 LOCATE 9, 10:PRINT' CHRE (238) ; CHRS {
235

257@ LOCATE 2,15:PEN F:PRINT “up dowmn
left right™

Z58@ LDCATE S5,;15:PEN L1:PRINT “joy sti
ok LY

Z590 IF TNKEY#${:>" “THEN 2598

2400 GOSUBR Iosa

2610 LODCATE 1,8:1PEN &:PRINT ssssssfrie
s 2 2 2 2 2 2 b

FHZA LDCATE 18, 10xPEN 4rPRINT CHRE(2I2
b CHRS (1@) 3 CHR#F (8) ; CHR® (233) ; CHR# (1) §
CHR¥ (R) ; CHRE (234

2630 LOCATE 2,14:PEN 9:PRINT "up down
loft right™

26408 LDCATE 5,14:PEN 11:PRINT "“joy =ti
ck B*

265@ IF INKEY#{>" STHEN 2450

2660 GOSUB I060

25678 IF INKEY#$<{>" “THEN 24670

2600 HODE 1:INK 1,0:INK 2,7.8

26598 PRINT"THE PRIEST MUST CHANGE ALL
THE CYAN"

2708 PRINT"BRAVES TO YELLOW AND THE VA
MPIRE SHOULD®

2718 FRINT"DD THE OFFOSITE.*®

27208 PRINT

2730 PRINTYTHE PRIEST HAY OMLY CHANGE
GRAVES ™

2748 PRINT"DURING THE DAY AMD THE VAMF
1IRE"

2758 PRINT"HAY OHLY CHANGE GRAVES DURL
NG

2748 PRINT“THE NIGHT.*™

2778 PRINT

Z78@ PRINT"MIBHT IS5 INDICATED BY A SH
ADED GRECHN®

Z778 PRINTSKY WHEREAS DAY IS INDICATE
o BY A"

2008 PRINT"GHADED BLUE SKY."

Z81@ FRINT

2828 PRINT"GRAVES ARE CHANBED BY POSIT
TONING YOuR™

FAIA FRINT"PLAYER OVER THE TOF AND PRE
S5INMG "FIRE'™

2840 PRINTON THE JOYSTICK."

ZASA PRINT

ZE&A FPEN 2zPRINT™
CONT INLE . ¥

2878 IF INKEY#<3>= * THEMN GOTO 2870
ZHBA CLS

2898 PEN 2:LOCATE 15,2:PRINTWARNING. =
2980 FPRINT

2918 PEN 3:PRINTDURING HIS DWN PLAYINM
G PERIOD A®

2920 PRINTY“FLAYER MAY CAPTURE HIS OFPD
NENT FOR®

2938 PRINT"AN IMMEDIATE VICTORY.™

2948 PRINT

THE0 PRINT #essssssssssstssnransanssns
L e T

=758 FRINT

2970 PRINT:PRINT:PRINT"
LEVEL (1 TO 2@y~
2988 PRINT™

ZFFA INPFUT Skt
To0d IF SKX<1 DR SK%>28 THEN SOUWD 1,5
2,10,7:60T0 2990

TR10 SKN= (SKEI=108)

I@2@ FPRINT:PEN 2:PRINT"

CE BAR TO PLAY."

ZBIO IF INKEY®<>" * THEMN 3@IQ0
IQan mMODE @

IS0 RETURM

TRLB FOR i¥=1 TO 23:LOCATE 1,1:PRINT C
HRE(B) s NEXT

IATA FOR i¥=1 TO 2T:LOCATE 1,2&4:PRINT
CHRFC(11)zMEXT

3988 BORDER @:SOUND 1,100,10,7

3070 FOR D=1 TO 10@:MNEXT

I10@ BORDER 2&6:SOUND 1,200,18,7

3119 FOR D=1 TO 10@:NEXT

F12@ LOCATE 3,19:PEN 13:PRINT"press sp
acte to conkt.”

S130 RETURN

PRESS SPACE TO

IMFUT SEILL

1-—HARD LW-EASY "3

PRESS SPA
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