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QBITS Galaxy AD2370

A ComputerGame for meis a bit like writing a novel, moments of creativity
generating the plot and sides of cortflifollowed bylong periods ofrefinement
and thenoccasiondy a flash of inspiration.Designing aComputer Game of
courseyou needa few basic skills in programmindhe next question do these
meet the needs of creating tineaginedenvironmentyour Gameexists inand to
the level of complexity you are aiming to achieue it function As to my
thoughs behindGalaxy AD2370 the nineteen eights not only landed me with a
QL computer and an interest in programmibgt it wasa time when kead and
followed a lot of science fiction.

Early yearsbegan withH.G Wells The War of th&Vorlds, The Time Machine
then theTV seriesof Star Trekandthe film Star Wars. This must have energised
my early thoughtsaand now eviving what was lost in the loft for yearscan
perhapsaddBattlestar Galactica artarGatgo my list Then there was always a
keen interest in board games with famifembers especiallyRisk with its later
versions suclasRisk AD2010.

So how and from whera@loes aComputerGameor any Game ide for that matter
begin togerminate My computer Gaming started witinkering and exploring
the capabilities of simple QtommandsThen & some point manipulating arrays
and filtering the outcon®eto a desired result. That was where the background
work is carriedout in any programand very oftenis theboring and potentially
very frustratingbit. What kept me absorbed and committeback in the eighties
was exploringny creativeability with QL graphic.

Note On Programming Frustration!!!

Well I canremember one of my early programmiaiemptsto load anArray. | had set out the lines

of DATAandused RESTORE to set the beginning |line n
didndét understand why my DATBRakodp .wor READB and |

After some moments of rant found out t was becausé had placed m FOR loopin a called
PROCedurébeforethe linewith my DIM array identifie and where theDATA was located| now

always set my DIM arrays at the beginning of a program beforanagli any PROCG6s or a
them within the first line ofheirrelevantPROCedure.
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QBITS Galaxy AD2370basic concept

My choice of backgrountb this Game isthe Star Systems of aGalaxy (far, far
away, really, no| 6 just kidding. The opposingorces are a straight choice
between The Federation &anets or Rebel Alliance. Thiatro page satthe
scene and basic instructioas to the ature ofthe Game.At initialisation, some
of the StarSystemsare randomly allocated to either The FederationRebel
Alliance. The other Star Systemsare classified agidependent civilisationgAll
are givervarous levels ofTechnologicadevelopmenandTradingabilities

Galaxy AD2370- The Game

The aim § toannihilatethe opposition, namely take all of th@omputerPlayer

Star Systemm so there are none leftom which to recover and retaliatehd@

Computerwill off course try to ddikewise, by increasng its number of occupied
Star Systemand taking anyStar Systems it can from th&ame PlayersThe

level of complexity inarriving atsuch a resulis dependent on thetrategies
employed.Therefore, imoever achieves thigimarygoalwins the Game.

The Game igeliart on a randomlygeneratechumber setl-8, this is gaphically
represented athe throw of a dice A major break at the start of plag howyou
are dealtyour opening hand10 Territories are allocated to each sideesh
Star/Planet systems amandomly sourcedwith Tec/Trade credits& MODs
(Machines Of Destructiorgt initialisation.However,the total number of MODs
is the same for bothides thadifferencealwaysbeing made up as extra StarShip
MODs givento the one with the least land basé@Ds.

Galaxy AD2370The beginnings

My initial thoughts began with constructing a Galdgp a screenwindow with
random POINTSs (stars) ararid. The xy coordinateseferencebeingdisplayed
on the screeim conjunction with the movement of vertical and horizontal lines.

A Star Systemis identified by a double circle set over the x,y coardies The
use of the cursor keysacting from within a REPeatloop move horizontal &
vertical Grid Linego align atthe crossoveposition..
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QBITS Galaxy AD2370 StarShips & MODS

A number of ideas to incorporate StarSegpeen imageand the like was gt of

my agenda. Creating these can be done in several ways, pixel by pixel, generated
from an image or as | do with the use of SuperBA&GMandARC, CIRCLE,

LINE, POINT commandsThat is not forgetting thaccompanying, INK, FILL,

Pl anduse of SCALE.

Creating a StarShip

The range of designs are humerous, but my aim was to keep it simple. As a Child
taking a set of points and linking them up to create a picture kept me busy for
hourssoemploying thigechniqudor designingwas not unknown to me.

y+5 y5
CIRCLE x-1,y+1,25,2,
y — — v
CIRCLEx,y,4
ys y5
x6 x4 X x+2 x4 x1 x x+4 x2 X xt4 xi6

LINE x,y TO x+2,y+5 TO x4,y+5 TO %6,y TO %4,y-5t0 x+2,¥5 TO X,y
LINE X,y TO x+2,y+5 TO x+4,y+5 TO x+6,y TO x+4%to %2,y-5 TO x,y

Individual demens of an imagearedrawn separatelyith their own+/- offsets to
global setingsandare broughtogether tacreate the full imageA PROCedure in
which each element LINE or CIRCL& an image has theawn local x,y offset
to a global coordinatis the method | decided to emp(sge page 20).

Creating the MODs
The LINE valuesagain are straightforward to work out.

y6
y+5
yH4 \
y y \
y-2
y4
¥ y6 x#2 x4 x+§
g x
REaA k2 % x6 X  x#2 xt6 x6 x2 X x+6
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QBITS Galaxy AD2370SpaceView Screen

As in any ComputeradventureGame theras an expecittion of aview screenjn
this casdhe vastness of space depicted by moving through the Hienes he use
of SupeBASIC PAN and SCROLLIcommandsre called in tglay ©o create the
illusion of movement The simple aimwas tomove $ar poins away from the
centre of the window towards the four corners. The first desigraslaisved by
suldividing the view screen in toofir quartershe PAN and SCROLLcommands
usedto movePOINTS Gtai directionallyout from the centre.

After playing around with the number
of generatedStar POINTSthe code
below gare a respectablirst result.

100 REMa@BGTO{Test for Space Wje
101:

102 WINDOW 512,256,0,0:PAPER 0:CLS
103 DATA 304,152,98,19

104 DATA 150,75,100,20,150,75,250,20
105 DATA 150,75,100,95,150,75,250,95
106 RESTORE 103

107 :

108 FOR i=3 TO 7:0OPEN#i,scr_:READ a,b,c,d:WINDOWH#i,a,b,c,d
109 BORDER#3,1,2:INK#3,7

110 FOR:IL TO 100:POINT#3,RND(10 TO 180),RND(10 TO 90)
111 REPeat Ip

112 FOR i=1 TO 6:POINT#3,RND(20 TO 180),RND(10 TO 90)
113 PAN#2;SCROLL#2;PAN#5,2:SCROLLEZ5,

114 PAN#8;SCROLL#6,2:PAN#7,2:SCROLL#7,2

115 PAUSE S5

116 IF KEYROW(1)=8:FOR i=XTOSE#i:STOP

117 END REPeat Ip

Note: At this point | shouldadd thatl developmostof my codeusing the QL2K emulator on a six

years old Desktop running Windows 7. The speednhigh faster thaneven acompiled program

running onan original QL hardware My guess is to run QBITS Galaxy AD 2370 at anything of a
respectful speed you are going to need expanded memory and a later version of QL hardware or
download ad useanemulator such a@L2K or SMQL.

You had best noteof my set up | use the PAUSE commdaa number of times to sloparts ofthe
program You might want to change tbevalues to improve your speed.

Galaxy 2370 Planetary Orbit

So | next went exploring ways in which to cresaiews to emulateapproaching a
Star System Homing in on a Star tlecided could be accomplished by an ever
enlarging filled circle. fien coming into orbit above a planeequired the
curvature of the planet to rise up from the lower part of the screen.
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QBITS GalayD2370 Map & Space View Program

100 REMa®BGTO38Test for Galaxy M&pace View & Orbit)

104 WINDOW 512,256,0,0:PAPER 0:CLS
106 DATA 304,152,98,19

108 DATA 150,75,100,20,150,75,250,20
110 DATA 150,75,100,95,150,75,250,95
112 DATA 304,12,98,2

116 sx=164:sy=48:RESTOREAUB# 2, 18, 0: PRI NT#2, 6 QBG035d
120 InitWin:InitGrid::Main

124DEFine PROCedure InitWin

126 FOR i=3 TO 8:0PEN#i,scr_:READ a,b,c,d:WINDOWH#i,a,b,c,d
128 BORDER#3,1,2:INK#3,7:BORDER#8,1,2:INK#8,7

130 FOR i=1 TO 100:POINT#3,RND(10 TO 160),RND(10 TO 90)
132END DEFine

Creating the Galaxy Mapvith its Starsand Grid was not difficult,moving the
Map Grid Lines | used the XOR function of OVER.

136DEFine PROCedure InitGrid

138 OPEN#13, scr_:WINDOW#13,260,60,120,170
140 OPEN#14, scr_:WINDOW#14,90,22,8,6

142 CLS#13:BORDER#13,1,7:INK#13,2: SCKIEBRD
144 FOR h=12 TO 96 STEP 18
146 LINE#13,6,h TO 326,h

148 END FOR h

150 FOR i=16 TO 330 STEP 20
152 LINE#13,i,3TO,98

154 END FOR i

156 INK#13,2:FOR i=1 TO 60 :POINT#13,RND(60 TO 260),RND(30 TO 70)
158 INK#13,4:FOR i=1 TO 30 :POINT#13,RIND{BPRND(40 TO 60)

160 INK#13,7:FOR i=1 TO 180:POINT#13,RND(20 TO 310),RND(10 TO 90)
182 OVER#13,1:PRINT#13," use the cursor keys to move grid line:OVER#13,0
164END DEFine

168DEFine PROCedure grid

170IF sx< 10:sx= 10

172 1F sx>320:5x=320

1741F s 5:sy= 5

1®IF sy> 95:sy= 95

1B OVER#13,.INK#13,4

180LINE#13,sx,5 TO sx,95:LINE#13,12,sy TO 320,sy:OVER#13,0

18 CLS#14:INK#14,2:PRINT#14,'Grid Rosltoq'y:';sy -

18 END DEFine
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188DEFine PROCedure Main

190 CLS#8:PRINT#8,' Preskeantp enter orbiesc to quit'
192 grid

194 REPeat Ip

196 StarMove

198 |IF KEYROW(1)=8:FOR i=3 TO 20:CLOSE#i:STOP
200 IF KEYROW(1)=&arView:Eorbit:PAUSE:Lorbit
202 IF KEYROW(1)=IRsx>5 :gridsx=s%6 :grid
204 IF KEYROW(1)=IBsy<95 :gridsy=sy+5 :grid
206 IF KEYROW(1)=IF6sx<32Qgridsx=sx+10:grid
208 IF KEYROW(1)=1R8y>5 :gridsy=sy10 :grid
210 END REPeat Ip

212END DEFine

216DEFine PROCedure StarMove

218 FOR i=1 TO 10:POINT#3,RND(10 TO 160J,R19D)10
220 PAN#2;PAN#5,2:PANRZERAN#7,2

222 SCROLL#SCROLL#3;SCROLL#6,2:SCROLL#7,2
224 PAUSE 5

226END DEFine

Note:This ishe simplase of PAN and SCROLL althouglaoddgrze of move values are important to get
the right balance..

230DEFine PROCedure StarView

232 CLS#8:PRINT#8,' Approching Alpha Centauri'
234 FORa=1TO 8

236 INK O:FILL 1:CIRCLE 90,70,a*.6:FILL O

238 x=90:y=70:m=a*.6:Star

240 FOR b=1 TO 6:POINT#3,RND(10 TO 160),RND(10 T(
242 PAN#4;SCROLL#4

244 PAN#6]1:SCROLL#6,.5:PAN#7,1:SCROLL#7,.5
246 PAUSE 10

248 END FOR a

250END DEFine

254DEFine PROCedure Star

256 INK 2 :FILL 1:CIRCLE x,y,m*1 :FILL O

258 INK 241:FILL 1:CIRCLE x,y,m*.95:FILL O

260 INK 7 :FILL 1:CIRCLE x,y,m*.9 :FILL O

262 INKAL:FILL 1:CIRCLE% 6,ym*.4,m*.2,.3,PI/4:FILL O
264END DEFine

The illusion of a Planet crest rising is achieved
basically by a large FILLed CIRCLE, which in
SuperBASIC graphics resides off screen until it
is SCROLL up to reveal its top.
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268DEFind®PROCedure Eorbit Enter ing Planetery Orbi¢
270 CLS#8:PRINT#8,' Entering Planetary Orbit' .
272 FORi=1TO 20

274 SCROLL#A3PAUSE 5

276 POINT#3,RND(10 TO 60), RND(5 TO 95)

278 END FOR i

280 PAUSE 5:INK#3,241

282 FOR p240 TG190 STEP 2

284 FILL#3,1:CIRCLE#3,76,p,2G8IISCROLLA3PAUSE 5
286 POINT#3,RND(10 TO 160),RND(5 TO 10)

288 END FOR p

290 CLS#8:PRINT#8,' Press any key to leave Orbit'
292END DEFine

296DEFine PROCedure Lorbit

298 CLS#8:PRINT#8,' Leaving Orbit'

300 CURSOR#3,0,60

302 FORi=1TO 10

304 SBOLL#3,2,2 :POINT#3,RND(40 TO 120),RND(10 T
306 SCROLL#31:PAN#L:SCROLL#4;PAN#5,2:SCROL
308 PAUSE 5

310 END FOR i

312 CLS#8:PRINT#8,' Press spacebar foeschib quit’
314END DEFine

These early codmvestigationgyavea starting point to develdjirther variations
and later incorporate them as part of fiid Game programThe view screen
vertical was shortenednd subdivded further into eight WI N D O Witk
overlapsto give flexibility with SCROLL & PANandhopefully morerealism to
the illusionl was trying to create

Win#3,122,50,104,20 Win#5,122,50,286,20

Win#4,90,55,211,20

: [
Win#6,122,40,104,55 -

Win#7,122,40,286,55

Win#8,122,50,104,80 Win#10,122,50,104,20

L]
[
Win#9,90,55,211,75 I

Win#1,312,120,100,18 >300,110,104,20
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QBITS Galaxy AD2370 Intro
TheIntro page sstthe €£enegiving some insight to the Games purpobeh e r € 6 s
no reason not to embellish it with an imaginative Title and background.

QBITS Title
| usemy standard QBITSGraphicStyle headingto give a 3DCharactereffect,
only this time playing with various colours and repeatimg line ofmy Title it
gave soméntriguing different colour arrangemesnt

128 WINDOW#1,512,256,0,0 :PAPER#1,0:CLSH1XBA¥ER

130 INK#1,2:FOR i=1 TO 3:CURSOR#1 A/RIiNPT#1,'QBITS Galaxy AD2370'

132 INK#1,7:FOR i=1 TO 2:CURSOR#1 A4RINTH1,'QBITS Galaxy AD2370'
134 OVER 0:CSIZE 0,0:

Try the code out for yourself, experiment with the INK value anéfged.

QBITS Galaxy AD2370Menu

This started out as a return to at End of Ghemu and ashe Gameprogressed
aninterim access toxpected(N)ew (L)oad §)ave (E)xit options.Then| added
the choice obide Federation or Rebel Alliance. Skill Leveltigms camelater.

Note: Device_Filename®persa file6 f | p1 _ QB A D 23.dad (INPHT) a 6
or Save(PRINT), which the user can alter for their own use.

Galaxy AD2370Array values & usage

A String aray astro$( ) for the StarPlanes name An Integerarray astro( ) for
the Star/Planetnformation: TedTrade credits, MODs, Population, Territpryy
Galaxy Map coordinates, Plar@irfaceColour andOrbital Approach

A integer aray side( holdingeachopponentsnformation:Tec/Trade/MODs.

astro$(n) Star/Planet System name

astro(nl) Tec (1 to 12 credits)
(n,2) Trade (1 to 20 credits)
(n3) MODs (0 to 20)
(n4) Pop (0.50 to 10 billionto 2 decimal placés
(n5) Independent=0, Federation=1, Rebel Alliance=2
(n6) x coordinate (10 to 320)
(n,7)  y coordinate (5t 95)
(n,8)  Orbital Approach (1 to 3)left/centre/ight
(n,9) Planet surface colour (RND 220 to 254)
side(Gp1,1) Tec (1 to 24credity  side(Gp2,1)
(Gpl1,2) Trade (1 to40credity (Gp2 2)
(Gp1,3) MODs (4 to 100) (Gp2,3)
Human Player Computer Player

Federation=ARebel Alliance=2

PageB8



QBITSGal axy AD2370 Opponents Whods Who
I 't s a swhankdeging frexkc df players turns and optionsaih get
confusing.Giving the player theoption to be on either the Federation or Rebel
Alliance sidejust doubled the problenwhen the human player Gpl is playing or
the computer player Gp2 is playing how to keep tabs wh o @rsd usmp o

what PROCed@s.

| start withthe arrayside(2,3)which holds the two playerand their status dfec,
Trade & MOD valuesGame Player Gpl represents the Hurpkayer and Gp2
represents thed@nputer player.

Gpl= 1 Federation or 2 Rebelssa versaGp2= 2 Rebed or 1 Federation
Gpl=1lor2 side(Gpl,1/2/3) Human Player
Gp2=1or2 side(Gp2,1/2/3) Computer Player

For the duration of the Game if the human player chooses the Federation side
Gpl=1 (Federation) and they usiEle(11/2/3). Opposite settings argiven to
Gp2=2 (Rebel Alliance) thereforside(21/2/3) is usedby the Computer. If the
player chooses Gpl1=2 then they si&ie(21/2/3) with the computeGp2=1using
side(11/23) .

The advantage afelecting thewo opponents arrays in this way means miieu
SAVE andthenre-LOAD you canif the player wisheswop sides.

QBITS Galaxy AD2370ldentifiers
At the beginning o programlisting the String & Integer identifierss probably
goodpractice It certainly helpswhenchecking througlprogrammirng code

Device_filenam$=0f1 p1l UgBDeiihad3et Wser deaite afitename

DIM astr$(50,20), astro(50,9) Star System Info

DIM side(2,3): side$=0 o} Side Info

Ps=5:en=0:set=1 Delay / Dice enable / (S)ave block
sk1=10:sk220:sk3=30 Skill levels

FMOD=0:Ft=0;FSSn=0 Federation MODs, Territories, SShips
RMOD=0;Rt=0:RSSn=0 Rebels MODs, Territories, SShips
Gp=0:Gp1=0:Gp2=0zr Game Pl ayer(Recuio6s who /
s=l:t=1:rz=1 Attack!Transfer>Tec/Trade/MODs (R)ecruit
sx=168sy=48:h1=10:v1=10:h2=10:v2=10 Galaxy Map /Player/Complagoordinates
dm=3ws=0Me s $ = 0 delete MODs warp speed Message$
Tm1=40:Tm2=5:Test=0 TimersTest=1 code checks
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QBITS Galaxy AD2370 Stratagems

What enhancea Game isd be able to access information and take decisions,
RI SKés as t oDeyelmpng amethadaogyra estratagem to achiev
successsth e p | paeyogativé My hopeis Galaxy AD2370offers this..

The Information

My first objective was one of cielctive positions. A display of eaapponents
Land and StarShip based MODs and the number of Territories held. The
information held in arraythat areinitialised at the start then updated as@aane
progresses.

PROCedureMODInfo
Deliversthis information
to the screen.

Star System

The Star name and Planetary informatises andom numbexto initialise the
entriesat start of GameEach StaPlanet system is rated for Technological
advancgTec 1 to 12)Tradingabilities(1 to 20)and MODs(1 to 20)for defence.
These are the first thremtriesand t her eds a reason for
hopefully become apparent. Theext coveredis the Rpulationlevel (0.50 to 10
Billion), this is usedin calculaing the Te&/Trade credits and MODs status
During the Gamdhese are exchanged the Transfer phase of playhe fifth

entry holagthe ownership, Independent=0, Federation=1, Rebel Allighce=

The next fourare theGalaxy Map X,y coordinates,
Planet surface colw and direction of Orbital
approachThese do not change during the game

Game Play

The () SelectStar System takes you to a display
where sing the up/down cursor keygou can
scroll through all of the fifty Star Systems,
providing Map x,y coordinass, Pop, Tec, Trade
and MODs statusThe Star $stemis chosen by
pressing the spacebar.

PROCedurePLInfo
(Star) Planet 1to50:Tec 1 to 12 : Trade 1 to 20
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QBITS Galaxy AA23700pponents Status

A p | aTE@Trablecredits & MODs are held btheinteger array initialised at
start of Game. To travel about the Galaxy egihyer needsa StarShip and to
Attack a Star System they will need a number of MODs.

At start ofGame 10 Territoriegach are allocated randonitythe Federation and

the RebelAlliance. The Federation and Rebelnd based MODs atben tallied

up andany differences compared. both the sameg20 MODs are allocated to

each opponents StarShips. If iohe opponent és with the
basel MODs has thelifference added to thie 20 alreadyallocated Therefore at

start ofGame both opponents hold the samenber ofMODs.

Attacking Mode

Onenteringthe Game the playstarts by §) Selecting a Star System. Moving the
Galaxy Map Grid Linego cross at the Star systems X,y coordinates takes you on
that Sard @approach and then into planetary orhift.the Planet is governed
Independentlyr bythe Qoponentsidethen you are Attacking.

Any key Rolls the Dice and the outcome desiddich sick loses MODs. The
Attacker looses to lower or even scoresthat of the defending Planet. If the
Attacker has less than 4 MODs the attack is aborteplayersent out of Orbit.

If on the other hand the Planet MODs are reduced to O then you take over the
StavPlanet systeniThis awards you additional Tec/Trade credits and MODs

Fedapration

PROCedureSSinfo
StarShips
1to5
Tec1to 24
Trade 1 to 40
MODs 4 to 100

MO

Transfer Mode

If the Planet has been recenthkenor alreadyunder your allegiancéenyou go
into Trarsfer Mode.Use Cursor keys teelect and fansfer BdTrade creditand
MODs to/from the Planet You canincrease the Populatioby use of the
(R)ecruit key to generate more MODsThese can & Transferredbackto your
StarShip for transport to othetanets further strengthening their defencestor
carry out more AttackdBe aware his may be your only means of raising MODS
after heavy lossesndto get back into Attack Mode.
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QBITS Galaxy AD2370 Complay

For the computer to be a worthwhile oppondrdve |been clever enough to
employ alevel of Artificial Intelligence Re s t assured | d&m not
programmer and my skdlare limited. Howeverthis areadid requirea good
amount offorethought

The obviousrouteto follow arethe actions ittated by the GameNamely seek
out a Star SystemAttack and/or Transfer Tec/Trade creditsprove the
Population andherebygenerate and étruit more MODsHoweverif this is to
be truly representativéhen the same fortunes and misfortunes of I{roking
the dicg must apply as to a human player.

ThePr o6s a nfConflicdcn 6 s

At Gamestartif the computeris the one with the extra MODs assigned to their
StarShip fleet this is a straightadvantagewhen sallying forth to AttaclStar
SystemsYet the fickle hand of fatevhen rolling the diceean beboth fortuitous
andequallyas quickiead topendingdisaster

Mechanisms to guard against the worst outcomessrteduk provisioned as part
of the ComputerGamePlan. Therefore anumber of checkaseed to be carried out
before proceeding with an Attackhe number ofStarShip MODs shouldhaybe
be three or four times larger thtre StarSystems MODsAs the Game progress
if the ComputersStarShips MODdall low in value,the computer shouldvoid
attackingStar Systems without aefiniteadvantagendseek tarecruit more from
its own StarPlanetsystems

If on the other handthenthe Gmputer StarShip MODs are significhnhigh in
number maybeit shouldseekto prop up its own Planets defencesTransferring
MODs to themTransferring Tec & Trade credits anding the Recruit function
built into the Gamés the obvious way tonprovethe numbers of MODs.

Choice of Star Systems

For a Human player this is elatively easydecision making cho& For the
Computerhowever what becomes the criteriagdadtcheck each and every Star
System analysing and weighing the Proc
action orcould asimple use ofrandom choice be suffice.

At this stage,the taskof how am when the Computer Playeould interact

seemed little beyond myprogrammingcapabilities so turned to look at it from
a different perspective.
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QBITS Galaxy AD2370Simple Turns

How and when to allow the computer to take its tdroonsidered a nungs of
options The first and obvious choice is a straight flipp between Human and
Computer. Thisas I might havehinted earlier, with the Game played on random
numbers, will put theomputer at a disadvantagierey les®r actions of value
are accompshedandleadto a relatively easy win by the human player.

play=1
IF play=1 AND sx=r AND sy=c StarView : Eorbit : GPlayer : Lorbit : play=2
IF play=2: Complay : play=1

sx,sy are the Galaxy Map Grid Line coordinates

r,c are the Star Systenesordinated relative to the Galaxy Map

GPlayeri the ID tag for hunaame Player Complayi the ID tag for my Computer Player

Alternative Turn Arrangements
Here my thoughts weren letting the computer compete for acc@sthe main
Game loopcontwolled by a random number...

IF sx=r AND sy=c StarView : Eorbit : GPlayer : Lorbit

IF RND(1 TO 99)=13 : n=RND(1 TO 50)Complay
My short experimentation down this routiepending on thehoice and range of
random numbeg, provedineffectualor at timesa bit o easy for the computer to
block the human player out of plasitogetherleading to an almost impossible
task of ever winning.

It would appeat hadbeenlooking at g@posite ends othe spectrunor what |

wasafter. In theend,| decidedon a simplerchoicethat of atimer that locked the
Computer out of playfor a finite time rather than astraight flip-flop or an

inconsistent random period.

Variable Level
It followed thatthe value of delagould beincreasd or decreasgéto putpressire
of actiononthe human playegiving thepretenceof a variablelevel of skill.

IF DATE>oldclock: Complay : oldclock =DATE+tim
ChooseSkill Level (1)Fast (2)Speedy (3)Averagedefault(Beginner)

I think t heatrl§jsurneyoosvtoverdit Gregrto thefull program
codeof QBITS Galaxy AD237Q Any problems foundsensible suggestionso
improvement or ways to expand t@ames potentialommunicated to meill be
mostwelcome.

ENJOY!
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QBTS GalaxpD237Flow Chart

=) e

¥ ]

Select (Flederation or (RjebelAlSance [ Default—Fedesaion]
Skill Level (1) Fast (2) Speedy (3)Average [Default- beginner]
{L)oad {Shave (Exit)

|

([mecsery ] (omaozsro ] (cmomso sme}o_wincise ]

[ wiwan Hmm]

StarView
StarMove Starloct




QBIT Galaxy ADA2017 PROCedures

Intro

EndGame
QBAD2370_load
QBAD2370_save

InitGalaxy
InitWin
WinClose
InitMap
SS01
SS02
SS03
MODL
MODR

RollDice
DiceA
DiceB

GameAD2370
StarMove
Map
StarSel
StarLocl
StarView
Star
Eorbit
Lorbit

GPlayer
PTInfo
SSinfo
MODInfo
TranPS
TranSP
Recruit
Victory

ComPlay
StarLoc2

GPlayer2

Introduction tathe Game

Main Menu (N)ew (L)oad §)ave E)xit /Choice ofSide/Skill Level
Load previously saved Game
Save current Game for-tead at a later time

Initialise theStar/ Planet DATA

Initialise thescreens (WINDOWS 3 to 18)
Close down thecseers and clean up...
Initialise the grid and stars of Galaxy Map
StarShip 01

StarShip @

StarShip 8

MOD Left view

MOD Right view

Dice throw of random numbers 1 to 8
Square shot
Diamond shot

Main Game Loop

PAN/ SCROLL of screens 3 to X&pace View)

Moves Grid line on Galaxy Stars Map

Scroll through Stars list and selecte

Displays double circle over grid location of Selected Star
Star Approach

Enlarging Star

PAN/ SCROLL screen takes StarShips in to Planetary Orbit
PAN/ SCROLL leaves Orbit.

Player decisions over Attackfansferi Tec/Trade/MODtc.
Planet- Pop/Tec/Trade/ MODs

StarShip- Pop/Tec/Trade/ MODs

MODs distributionof Federation and Rebel allianardTerritories
Transfer Tec/Trade/MODs Plane t >Starship

Transfer Tec/Tade/MODs Starship>Planet

Re-Calculate MOD,s after increase in Credit

Updates Attacking Sides Tec/Trade Credits and MOD

Computer player decisions over Attack/ Transfer Tec/Trade/MODs
Displays double circle over griddation of Selected Star

This rurs in theguise ofasimulated humaplayer to ativate press
(t)estmode from the Main Menuchecksout various codelements

Note: GPlayer2 andComplay can play against each other to check strength ofegees.
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QBIT Galaxy ADA2017 Code

100 REMa@®BAD2370_Gam@BITS Galxay AD2370 v2.00 2017

101:

102 REMaikse the Esc key to access Menu (N)ew (L)oad (S)ave (E)xit

103:

104device_filename$lpl_QBAD2370_data’ ‘REMark set user device_filename
105 :

106 DIM astro$(50,20),astro(50,9) :REMark Star/Planet DATA

107 DIM side(2,3) :REMark Player2 DATA

108 :

109 ps=5:en=0:set=1 :REMark delay:Dice enable:block (S)ave

110 sk1=10:sk2=20:sk3=30 :REMark SkKilevels

111 FMOD=0:Ft=10:FSSn=1 :REMark Federation MODs:Territories:SShips
112 RMOD=0:Rt=10:RSSn=1 :REMark Rebel MODs:Territories:SShips

113 Gp=0:Gp1=0:Gp2=0 :REMark Game Player Computer Player

114 s=1:t=1:zr=1 :RBMark Attack:Transfer>Tec/Trade/MODs:(R)ecruit
115:

116 sx=168:5y=48:491w1=0:h2=9:v2=9 :REMark Galaxy Map coordinates

117 dm=3:ws=1:Mes$="' ' :REMark delete MODs:warp speed:message
118 Tm1=40:Tm2=5:Test=0 :REMark Timers Test=1 cbhdeks

119:

120Intro :REMark Title pag@layer Choice

121:

122DEFine PROCedure Intro

123 WINDOW#2,488,200,12,10:PAPER#2,0:CLS#2

124 WINDOW#1,512,256,0,0 :PAPER#1,0:CLS#1:CSIZE#1,2,1:0VER

125 INK#1,2:FOR i=1 TO 3:CURSOR#2A4HRINTA#NBITS Galaxy AD2370'

126 INK#1,7:FOR i=1 TO 2:CURSOR#1 AFRINTHDBITS Galaxy AD2370'

127 OVER 0:CSIZE 0,0:SCALE li6@B7nk2-241

128 x=60 :y=13501x=180:y=13501x=180:y=3BS02x=20:y=38S03

129 SCALE 100,0,0:Edrto 250:ink i:POINT RND(10 to 40),(RND(15 to 90)

130 INK 7

131 CURSOR,86 :PRINT 'ltis a turbulent time in the Galaxy as the Federation’

132 CURSOR,56 :PRINT 'seek to install new rules on trade and interstellar routes.’
133 CURSORB 74 :PRINBelect a Star System from thidistmove tt&tar Magerid Lines
134 CURSOR,84 :PRINT'itsloation, this will take you itenefary Orbit. If the Planet'
135 CURSOR,94 :PRINiEbne recentkaken or part of your graapsier Teadde credits'
136 CURSOR 64,104 :PRINT 'to increase the Population. Recruit more MODS to be transported'
137 CURSOR 136,114:PRINT 'to other planets for Defence or Attack.'

138 CURSOR 18:PRINT 'Ready to Attack see whaVINe.":INK 2

139 CURSOR 18®:PRINTRoll the DiteINK 7

140CURSOR5D 160PRINTWHch sidevillyouchoose tbe on:!INK 4

141 CURSOR7R2172:INK 4:PRINrederatioor Rebel Alliance":INK 7

1£2 CURSORI15184:PRINT 'press any key'

143 For i=1 t6OINKi:POINT RND(25 to 125),RND(40 to 50)

144 1nk 7:FILL 1:CIRCLE 74,46,1.5,L:FILL

14 LINE 58,46 to 90,46:LINE 74,50 taFAURENdGame

146 END DEFine
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148 DEFine PROCedure EndGame
149¢ch=1G=0:Gp1=1:GpZRRAPER#ch,0:INK#ch,0:WINDOWH#ch,268,82,122
150FOR i=1 TO 20:FILL#ch,1:CIRCLE#ch,160,50,i*3:FILL#ch,0:PAUSE ps/5
151 BORDERY#ch,1,2:CLS#ch:INK#tNF#ch,30,68 to 300B3RSOR#ch,46,8
122 IF set=0 AND Ft=0

183 INK#ch,PRINT#chRebel Alliance wins the Game'

1% x=30:y=80:SS02#6:y=80:5SS02

155 ink1=7:x=30:y=80:5SS02:x=290:y=80:SS02:PAUSE 50

1%5END IF

157 IF set=0 AND Rt=0

18 INK#ch,PRINT#ch Federation wins the Game'

13 x=20:y=80:SS03:x=260:y=80:SS03

160 ink1=7:ink2=241:x=20:y=80:SS03:x=260:y=80SES53:PAU

159END IF

160 INK#ch,2:CURSORZ0R4PRINT#cBElect (F)ederationefR¢ | Al | i ance 6
16l INK#ch,4:CURSOR#6[24:PRINT#ch,'Choose Level (1)Fast (2)Speedy (3)Average'
162 INK#ch,7:CURSOR#ch@RRINT#ch,'(N)ew (L)oad (S)ave (E)xit'

18 REPeat Ip

164 k=CODE(INKE Y]

16 SELect ON k

16 =49:IF Tm1=40:Tm1=sk1:CURSOR#GRRINT#ch,'(1)' :REMark Fast
167 =50:IF Tm1=40:Tm1=sk2:CURSOR#NRBINT#ch,'(2)' :REMark Mid
18 =51:IF Tm1=40:Tm1=sk3:CURSORAIRE} T#c(3)' :REMark Slow
180 =70,102: IF G=0:G=1:Gpl=1:Gp2=2:CURSOR3#RIRZ#ch,(F)

170 =82,114: IF G=0:G=1:Gpl1=2:Gp2=1:CURSORZE&RIMT#ch,(R)

171 =78,110:set=0:InitGalaxy:InitWin:InitMap:GameAD2370 :REMark (N)ew
172 =76,108e4=0 :QBAD2370_load:InitWin:InitMap:GameADRBRark (L)oad
173 =83,115:IF set£PBAD2370_save:WinClose :REMark (S)ave
174 =69,10WinClose :REMark (E)xit
15 =84,116:AT#1,0,0:IF T&Jtest=1:PRINT#1, Test.ELSE Test=0:CLS#1,3
1% END SELect

177 END REPeat Ip

1B END DEFine

Note G=0/Defaults choices for Game Player are Federation and-Bktiihaeel

180DEFine PROCedure QBAD2370_lo

181 AT#2,19,10:PRINT#2,'Loading’;

182 OPEN_IN#9%yvice filename$

18FOR a=1TO 50 193DEFine PROCedure QBAD2370_save
181 PRINT#2,".";:INPUT#99,astro$(a) 194AT#2,19,10:PRINT#2,'Saving.";

1& FOR b=1 TO 9:INPUT#99,astro(a,b 195DELETHEevice_filename$

186END FOR a 1% OPEN_NEW#86yice_filename$

187FOR a=1TO 2192 197 FOR a=1TO 50

18 FOR b=1 TO 3:INPUT#99,side(a,b) 198 PRINT#2,"";:PRINT#99,astro$(a)

1®MEND FOR a 19 FOR b=1 TO 9:PRINT#99,astro(a,b):END FOR b
190CLOSE#99:AT#2,19,10:CLS#2,4 200END FOR a

191 END DEFine 20LFOR a=1TO 2

2@ FOR b=1 TO 3:PRINT#99,side(a,b) :END FOR b
2BEND FOR a

204 CLOSE#99:AT#2,19,10:CLS#2,4

2 END DEFine
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207 DATA 'Vega','Bellatrix','Zibal','Castor','Naos'
2B DATA Tabit','Diphda’,'Elnath','Acrux’,'Errai'

2 DATA 'Polaris','HofyiRgel','Sabik','Sarin’

210 DATA 'Furud','Gienah','Hadar','Propus','lzar'
211 DATA 'Enif','Algol','Mirzarm','Libeta’,'Atria’

212 DATA 'Keid','Kochab','Lesath’,'/Ankaa’,'Marsic'
213DATA 'Meissa’,'Subra’,'Menkib',Altair','Muscida'
214 DATA 'Cursa’,'NaahiNunki','Ogma’,'Pollux'
215DATA 'Sirius','Merack','Serena','Denab’, Tureis'
216 DATA 'Beid','Wesen',"Yildun','Caph’,’Zosma’

217DEFine PROCedure InitGalaxy

218 RESTORE 206:AT#2,19,8:PRINT#2,'Initilising’;

219 FORn=1TO 50

220 READ aS$:astroS(nprRINT#2,'.",

221 pop=RND(2 TO 20)/RND(2 TO 8):IF pop<.5:pop=.5
222 astro(n,1)=INT(pop*1.2):REMark Tec

223 astro(n,2)=INT(pop*2) :REMark Trade

224  astro(n,3)=INT(pop*2) :REMark MODs

225 astro(n,4)=pop :REMark o
226 astro(n,5)=0 :REMark Side
227 astro(n,6)=n*6+10 :REMark x coordinate

228 astro(n,7)=RND(10 TO 9®EMark y coordinate

229 astro(n,8)=RND(220 TO:R&Nlark Planet Colour

230 astro(n,9)=RND(1 TO 3):REMark Orbit Approach

231 END FOR n

232 REMark astro(n,5) O=Independent 1=Federation 2=Rebel Alliance
233 FORi=1TO 10

234 n=RND(15 TO 35):IF astro(n,5)=0:astro(n,5)=1:ELSE GO TO 234
235 END FOR i

236 FORi=1TO 5

237 n=RND( 5 TO 20):IF astr@@@djo(n,5)=2:ELSE GO TO 237

238 n=RND(35 TO 50):IF astro(n,5)=0:astro(n,5)=2:ELSE GO TO 238
239 END FOR i

240 FOR n=1 TO 50:IF astro(n,5)>0 AND astro(n,3)<3:astro(n,3)=3

241 FOR p=1 TO 2 :side(p,1)=5:side(p,2)=5:side(p,3)=0

242END DEFine
Galaxy AD2378

WINDOW#1
Space view screen

WINDOW#2
Background screen

WINDOW#3 to 10
Star movement screens

WINDOW#11 to 18
Information screens
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244 DATA 122,50,104,20,90,55,211,20,120,50,286REMark winl
245 DATA 122,40,104,55,128865

246 DATA 122,50,104,80,90,55,211,75,120,50,286,80

247 DATA 90,62,8,30,90,62,414,30,268,62,122,132REMark win-1B
248 DATA 90,22,8,6,90,22,414,6,192,12,214,6  :REMark win14
249 DATA 90,42,8,106,90,42,414,106 ‘REMarlin 1718

251DEFine PROCedure InitWin

252WINDOW#1,512,256(1.&# for i=3 to 18:CLOSE#i

253 OPEN#3,scr_112x10a104x6:CSIZE#3,1,0:INK#3,7:OVER#3,1

254 FOR i=1 TO 2:CURSOR#3,i,0:PRINT#3,'Galaxy AD2370'

255 OVER#3,0:CLOSE#3

256 RESTORE 244

257 FOR i=3 TIG

258 OPEN#i,scr_:READ a,b,c,d:WINDOWH#i,a,b,c,d

259 IF i=11 OR i=12:BORDER#i,1,2

260 END FOR i

261 ch=1:WINDOW#ch,312,120,100,18:BORDER#ch,2,2:PAPER#ch,0:CLS
262 WINDOWH#:ch,300,110,104,20

263 INK#ch,7:FOR i=1 TO 120:POINT#ch,RND(10 TO 200),RND( 5 TO 95)
264MODL:MODR?2.8:dy=26:dx=BiteAdx=14®iceAm=1

265 INK#2, 7:CURSOR#2,176,186:PRINT#2,'(s)Select Star System'

266 IF Tm1=10:Tm$="Fast'

267 IF Tm1=20:Tm$='Speedy"'

268 IF Tm1=30:Tm$="Average'

269 IF Tm1=40:Tm$='Beginner'

270 INK#2 4T#2,19;BRINT#XKIll Level ';Tm$ Note: Screen display of Skill Level
271 INK#16,4:PRINT#16 &4, => to move Grid Lines'

272END DEFine

274DEFine PROCedure WinClose

275 CLOSE#99:FOR w=3 TO 18:CLOSE#w
276 WINDOW 512,256,0,0:PAPER 0:CLS

277 WINDOW 4200,16,8:PRINT#0,'bye...""STOP
278END DEFine

280DEFine PROCedure InitMap

281 CLS#13:BORDER#13,1,7:INK#13,2:SCALE#13,100,0,0

282 FOR h=12 TO 96 STEP 18

283 LINE#13,6,h TO 326,h

284 END FOR h

285 FOR v=16 TO 330 STEP 20

286 LINE#13,v,3 TO v,98

287 ENBOR v

288 INK#13,2:FOR i=1 TO 60 :POINT#13,RND(60 TO 260),RND(30 TO 70)
289 INK#13,4:FOR i=1 TO 30 :POINT#13,RND(80 TO 240),RND(40 TO 60)
290 INK#13,7:FOR i=1 TO 180:POINT#13,RND(20 TO 310),RND(10 TO 90)
291 CLS#14:INK#14,2:PRINT#14,'Grid Position’

292END DEFine
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294DEFine PROCedure SS01
295 ch=1:REMark x=20:y=40
296 x=0:y=y+2:INK#ch,241:FILL#ch,1:LINE&CR x+1,y+5 T@,x+5 TO&,y TO4,y5 TO x+1y
TO x1,y:FILL#ch,0

297 INK#ch,7:FILL#ch,1:CIRCLE#ch,x,y,4:FILL O

298 INK#ch,0:FILhAAcCIRCLE#cH,¥,2.5,.2,PI/2:FILL#ch,0

299 x=x+2:y4dyINK#ch,241:FILL#ch,1:LINE#ch,x+1lyyFO XO x+4,y+5 TO x+6,y TOXFQwd ,y5
TO x+1,y:FILL#ch,0:INK#ch,7

300END DEFine

302DEFine PROCedure SS02

303 ch=1:INK#ch,inkl :REMark x=120:y=4

304 FILL#ch,1:CIRCLE#ch,x,y,10,.6,P1/2 :FILL#ch,0

305 FILL#ch,1:CIRCLE#eR,%(,.6,PI/2:FILL#ch,0

306 INK#ch,0:CIRCLE#ch,x,y+1,10,.6,P1/2:INK#ch,ink1

307 x=%6:y=y:FILL#ch,1:LINE#ch,x,y TO x+16,y+10 TO x+16,y+5 TO x,y:FILL#ch,0
308 x=x+4:y€yFILL#AT,1:LINE#ch,x,y TO x+16,y+10 TO x+16,y+5 TO x,y:FILL#ch,0
309END DEFine

311DEFine PROCedure SS03

312 ch=1:INK#ch,ink1l :REMark x=50:y=40
313 FILL#ch,1:LINE#ch,x,y TO x+8,y+6 TO x+6,y+12 TO x+45,y+3 TO x+42,y+1 TO x,y:FILL#ch,0:INK#c
314 FILL#chLINE#ch,x+8,y+8 TO x+14,y+12 TO x+24,y+8 TO x+20,y+4 TO x+8,y+4 TO x+8,y+8:FILL#ck
315 FILL#ch,1:CIRCLE#ch,x+22,y+6,9,.35,PI/2:FILL#ch,0:INK#ch,0

316 FILL#ch,1:CIRCLE#ch,x+26,y+6,.5,3,Pl/4:FILL#ch,0

317 LINE#ch,x+8,y+8 TO x+20,y+6:LINE#ch,x+36xy-8ly5 T.&lINK#ch,7

318END DEFine

320DEFine PROCedure MODL E

321 ch=2:INK#ch,7:x=20:y=18

322 x=x:y=y:FILL#ch,1:LINE#BHTOWE,¥5 TO %6,y TOH,y+5 TO-R,y+5 TO4,y TO Xx§:FILL#ch,0
323 x=4:y=y2:FILL#ch,L:LINE#CHXTYO 4,5 TO 36,y TO %4,y+5 TO-& y+5 TO4y TO x;y
5:FILL#ch,0

324 x=2:y=y+6:FILL#ch,1:LINE#ch,X,y+4,JE2XT O-4,y2 TO x+4:4 TO x+6;3 TO x+6,y TO
X,y+4:FILL#ch,0:INK#ch,0:LINE#cI2 X7 y,y+2:INK#ch,7

325END DEFine

327DEFine PROCedure MODR E

328 ch=2:INK#ch,7:x=160:y=18

329 x=x:y=y:FILL#ch,L:LINE#BhDQyx+4y TO x+6,y TO x+4,y+5 TO x+2,y+5 TO x+4,y TO X,y
5:FILL#ch,0

330 x=x+4:y2yFILL#ch,1:LINE#CHEXRO X+4§ TO x+6,y TO x+4,y+5 TO x+2,y+5 TO x+4,y TO X,y
5:FILL#ch,0

331 x=x+2:y=6:FILL#ch,1:LINE#ch,x,y+4 TO x+4,y+2 POOR w4 TO %6,y2 TO %6,y TO
X,y+4:FILL#ch,0:INK#ch,0:LINEHgR,XO x+4,y+2:INK#ch,7

332END DEFine
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334DEFine PROCedure RollDice

335 ch=2:REMark en=0/n GPlayer en=1/cn @on3p&ilayer2
336lF en=0 OR en=3:dn=n:ELSE dn=cn

337IF en=0:PRINT#16,'To Roll Dice press aRpWSE
338BFOR a=1 TO RND(4 TO 6)

33 dx=34DiceAPAUSE pBiceB

340 dx=14®iceAPAUSE pBiceB

341 |IF en=BtarMove

3LEND FOR a

343dn1=RND(1 TO 8):dxDB4ACURSORf#ch,dx;:8y:PRINT#ch,dnl
344dn2=RND(1 TO 8):dxit@ACURSORfch,dx;8y4:PRINT#ch,dn2

34 IF dnl>dn2:astro(dn,3)=astroftin,3)
346 IF dnl=dn2:side(Gp,3)=side(@p,3)
347 IF dn2>dn1:side(Gp,3)=side(@p,3)
38 IF astro(dn,3)<0:astm8)=0

30 END DEFine

351 DEFine PROCedure DiceA

33 INK#ch,0:FILL#ch,1:CIRCLE#ch,dx,dy,4:FILL#ch,0

353 INK#ch,7:CIRCLE#ch,dx,dy,3.9

3% LINE#ch,ehdy+ TO dx+l,dy+ TO dxkTa@ydx,dyl TO dx,dy+l
3% END DEFine

357 DEFine PROCedure DiceB

338 INK#ch,0:FILL#ch,1:CIRCLE#ch,dx,dy,4:FILL#ch,0
33 INK#ch,7:CIRCLE#ch,dx,dy,3.9

360LINE#ch,dx,dy+l TO dx+l,dy TGl @Qdght,dy TO dx,dy+
36LEND DEFine

38 DEFine PROCedure GameAD2370
3& Sclk=Dateldclt=DATE+60:0ldclk2=DATBA®DInfo

36 h1=10:v1=10:n=25:5x=165:syMH

36 REPeat Ip

367 IF sx=h1l AND sy-StarView:Eorbit:GPlayer:Lorbit

38 IF DATE>oldti€omplayoldclk=DATE+Tm1

3@ IF Test=1 AND DATE>old&fiayerdldclk2=DATE+Tm2
370 StarMoveSclk$=Date$(DATEIK)

3711 NK#2, 4: AT#2,19,61: PRI NT#
372 k=CODE(INKEY$(5))

37 SELect ON k

374 =27 :Tm1=40:EndGame

3B =32 :ws=ws+1:IF ws>9:ws=1

NoteGame Time addition

2, 6 Game

3% =83,115:StarSel:StarLocl:oldclock=DATE+TnREMark StarLocl Off
377 =192:IF sx>10:Mapsx=sxs :Map :REMark move left

3B =200:IF sx<32Mapsx=sx+wsMap

:REMark move right

3™ =208:IF sy<95:Mapsy=sy+wsMap :REMark move up

380 =216:IF sy>5 :Mapsy=syws :Map

:REMark move down

38l =232:IF Test=1StarView:EorbiPAUSHEorbit :REMark FIOrbitChecks

38 =236:IF Test=1 :REMark2
38 END SElLect

38END REPeat Ip

38 END DEFine
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387DEFine PROCedure StarMove

38 hoz=ws:ver=ws:

3891 en<2:CURSOR#12,2,50:PRINT#12, ' Warp Speed:';ws

390IF ws>0:INK#1,7:FOR w=1 TO ws*2:POINT#1,RND(40 TO 160),RND(30 TO 70)
391 SCROLL#4yer:SCROLL#9,ver:PANSEG;PAN#7,hoz

32 PAN#3h0z:SCROLL#&r:PAN#5,h0z:SCROL-1é6,

3B PAN#8h0z:SCROLL#8,ver:PAN#10,hoz:SCROLL#10,ver

3% END DEFine

3% DEFine PROCedure Map

397 IF sx< 10:sx= 10

3BIF sx>320:5x=320

3B IF sy> 95:sy= 95

400IF sy< 5:8y= 5

401ch=13:INK#ch,4

4@ OVER#cH,.LINE#ch,sx,5 TO sx,95:LINE#ch,12,sy TO 320,sy:OVER#ch,0
4@ ch=14:INK#ch,2: CURSOR#ch,12,10:PRINT#ch,'x:";sx;" y:';sy:CLS#ch,4
404 END DEFine

406 DEFine PROCedure StarSel

407 ch=16:CLS#ch:PRINTSelgtt Star Systéily :BLOCK#ch,16,4,136,4,4
4B PTInfo:StarLocl :REMark StarLocl On
4@ REPeat ss

410 k=CODE(INKEYI$]

411 IF k=208:IF n>h=nR1PTInfo

412 IF k=216:IF n<50:n=R¥Info

413 IF k= 32:h1=as(n,6):vl=astro(n,7):EXIT ss

414 END REPeat ss

415ch=16:CLS#ch:PRINT#ch,'Match G¥aNty> Star X,y'

416 END DEFine

418 DEFine PROCedure StarLocl
419 ch=13:INK#ch,7:OVER&#BIRCLE#ch,h1,v1,2.5:CIRCLE#ch,h1,v1,6:0VER#ch,0
420END DERe

422 DEFine PROCedure StarView

423 ch=16:PRINT#ch,'Approching ‘;astro$(n):ch=1

424 FOR i=1 TO 20

425 INK#ch,0:FILL#ch,1:CIRCLE#ch,100,70,i*.6:FILL#ch,0
4% x=100:y=70:m=i*5:Star:PAUSE ps

47271 END FOR i

4B END DEFine

430DEFine PROCedure Star

431 INK#ch,2 :FILL#ch,1:CIRCLE#ch,x,y,m*1 :FILL#ch,0

42 INK#ch,241:FILL#ch,1:CIRCLE#ch,x,y,m*.95:FILL#ch,0

433 INK#ch,7 :FILL#ch,1:CIRCLE#ch,x,y,m*.9 :FILL#ch,0

43 INK#ch,241:FILL#ch,1:CIRCLEHt6¥M*.4,m*.2,.3,PI/4:FILL#ch,0
43 END DEFine
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437 DEFine PROCedure Eorbit

438 ch=16:CLS#ch:PRINT#ch,astre®{ajpktary Orbit:PAUSE 10:INK#1,7
4PFORI=1TO 20

440 IF astro(n,9)=1:PAN2ZECROLL#1;POINT#1,RND(180 TO 200),RND(5 TO 95)
441 |F astro(n,9)=3:PAN#1, 2:SCRALPAINT#1,RND[O 20),RND(5 TO 90)
442 |F astro(n,9)=2

443 PAN#32:SCROLL#3;SCROLL#4;PAN #5,2:SCROLIH#BAN#E

444 PAN#7,2:PAN#BSCROLL#8,1:SCROLL#9,1:PAN #10,2:SCROLL#10,1
445 POINT#1,RND(40 TO 160),RND(30 TO 70)

445 END IF

447 PAUSE ps

448END FOR i

449INK#1,astro(n,8)

49 FOR i=200 TO186

451 FILL#1,1:CIRCLE#1,102,i,200:FILL#1,0:PAUSE ps

A2END FOR i

453ink1=7:ink2=241:IF Gp1=1:x=40:y=50:SS03:ELSE x=160:y=50:SS02

454 END DEFine

Note: As an added touch the StarShip graplficd-eceration or Rebel Allianceanbedropped in to
Orbit above the planefind removed when leavingrbit.

Galaxy AD2378 Galaxy AD2378 Leaving Orbit

4% DEFine PROCedure Lorbit

457 ch=16:CLS#ch:PRINT#ch,'Leaving Orbit:PAUSE 20
48ink1=0:ink2=0:IF Gp1=1:x=40:y=50:SS03:EL SE50:360%

4% CURSOR#1,0,60:INK#1,7

460FOR i=1 TO 20

461 SCROLL#L,1:PAN#8,:POINT#1,RND(10 TO 200),RND(10 TO 60)

4@ SCROLL#1, 1,2:PAN#7, 1:POINT#1,RND(10 TO 200),RND(10 TO 60)
463 PAUSE ps

464END FOR i

466 StarLocih1=9:v1=9 :REMark Starllooff
46 ws=1:CLS#11:CLS#12:CLS#15:CLS#16

467 END DEFine
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48 DEFine PROCedure GPlayer

470s=1:t=1:zr=1

471 REPeat act

472 |IF Ft=0 OR RtE@dGame

47 IF s=1 AND astro(n,5)=Gp1:s=0:Kids$rinsfes==>":SSInfo
474 |F s=1 AND astr@)=0Victory

475 |IF s=1 AND side(Gp1,3)>dm+1

47 Mes$=" AttacBSInfoGp=Gpl:enfDlIDiceSSInfoCLS#16
477 END IF

47 IF s=1 AND side(Gp1,3)<dm+1

4P  s=0:ch=16:CLS#ch:PRINT#ch,'Not enougPMOBE'20: CLS#ch:RETurn
480 END IF

48l IFs=0:ch=11:BLOCK#ch,10,30,0,20,0:AT#ch,t+1,0:PRINT#ch,">'
48 k=CODE(INKEY$(5))

48 SELect ON k

48 =19ZTranPS

48 =200TranSP

487 =208:t=1:IF t<1l:t=1

48 =216:t=t+1:IF t>3:t=3

48 =32:RETurn

488 =82,114:IF s=0 ANDResfuitzr=0

49 END SELect

4P END REPeat act

42 END DEFine

4N DEFine PROCedure PTInfo

4% ch=12:CLS#15 :side$=" '
4% IF astro(n,5)=1:side$="Federation
497 IF astro(n,5)=2:side$="Rebel Alliance'
4B PRINT#15,astro$(n)

4D PRINT#15," x:taxn,6);' y:';astro(n,7)
500CLS#ch:INK#ch,4:Pop$=astro(n,4)
501 PRINT#ch,side$

5@ PRINT#ch,' Pop :;Pop$(1 TO 4)
5@ PRINT#ch,' Tec :';astro(n,1)
504PRINT#ch,' Trade:';astro(n,2)

50 PRINT#ch, MODs :';astro(n,3)

56 END DEFine

5@ DEFine PROCed8Info
509MODInfo:PTInfo

510 ch=11:CLS#ch:INK#ch,4
511IF Gp1=1:Gp%$="Federation "ELSE Gp$='"Rebel Alliance'
512 PRINT#ch,Gp$

513 PRINT#ch,Mes$

514 PRINT#ch,' Tec;side(Gp1,1)

515 PRINT#ch," Tradside(Gp1,2)

516 PRINT#ch," MODside(Gp3)

517 IF s=0 AND zr=1:PRINT#ch,' (R)ecruit '
518END DEFine
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520DEFine PROCedure MODInfo
521FMOD=0:Ft=0:FSSn=0:RMOD=0:Rt=0:RSSn=0

522FOR i=1 TO 50:IF astro(i,5)=1:Ft=Ft+1:FMOD=FMOD+astro(i,3)

52ZFOR i=1 TO 50:IF astro(i,5)=2:Rt=Rt+1:RMOD=RM@P+astro(

524 1IF m=MODInitn=0

55 FSSn=1+INT(side(1,3)/25):RSSn=1+INT(side(2,3)/25):CLS#17:CLS#18

5% IF Gpl=1:Fch=17:Fink=4:Sch=18:Sink=2:ELSE Fch=18:Fink=2:Sch=17:Sink=4
527 INK#Fch,Fink:PRINT#Fch,'FederatioNM@dBased:';FM3Bhips:';FSSn;'
;9de(1,3)Territories:";Ft

528 INK#Sch,Sink:PRINT#Sch,'Rebel \MDB8ased: ;RMEShips:';RSSn;'
;side(2,8Yerritories:";Rt

52 END DEFine

Fedarotion HODg

531DEFine PROCedure MODInit

52 IF FMOD>RMOD:side(2,3)=20-+RW0ID:side(1,3)=20
53IF RMO>FMOD:side(1,3)=20+RMRDD:side(2,3)=20
53 IF FMOD=RMOD:side(1,3)=20:side(2,3)=20

53 END DEFine

537 DEFine PROCedure TranPS

538 REMark Transfer from Planet to Star Ship

53IF t=1 AND astro(n,1)>1 AND side(Gp1,1)<24
540 astro(n,1)=astro(Aligde(Gp1,1)=side(Gp1,1)+1
541END IF

52 |F t=2 AND astro(n,2)>1 AND side(Gp1,2)<40
543 astro(n,2)=astro(AlXide(Gpl,2)=side(Gp1,2)+1
54 END IF

54 IF t=3 AND astro(n,3)>1 AND side(Gp1,3)<100
54 astro(n,3)=astro(Al¥ide(Gpl,3)=side(Gp1,3)+1
S47END IF

548 SSinfo

540 END DEFine

551DEFine PROCedure TranSP

58 REMark Transfer from Star Ship to Planet
58IF t=1 AND side(Gp1,1)>1 AND astro(n,1)<12
551 side(Gpl,1)=side(Gpl;aptro(n,1)=astro(n,1)+1
5% END IF

5% IF t=2 AND side(Gp1,2)8D Astro(n,2)<20

557 side(Gp1l,2)=side(Gpl;aptro(n,2)=astro(n,2)+1
53BEND IF

53 IF t=3 AND side(Gp1,3)>1 AND astro(n,3)<20
560 side(Gp1l,3)=side(Gpl;aptro(n,3)=astro(n,3)+1
561END IF

5& SSinfo

56 END DEFine
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56 DEFine PROCedure Recruit

56 REMark Add Tec/Trade credits increase Population & MODs

567 astro(n,4)=astro(n,1)*.5+astro(n,2)*.2

58 astro(n,3)=INT(astro(n,4)/.5)

58 ch=12:AT#ch,5,0:PRINT#ch,' Recruiting:PAUSE 20
570ch=12:AT#12,5,0:PRINT#12, '

571ch=11:AT#ch,5,0:PRidh,’

572ch=16:CLS#ch:PRINT#ch,'To leave Orbit press':BLOCK#ch,16,4,130,4,4
573 MODInfo:PTInfo

57AEND DEFine

Note: This &once per visgquest. Revisiting can gradually increase your Tec/Trade & MODs status and if
misfortune reduces yapabilities to disastrous levels maybe your only way of getting back into the Game.

57 DEFine PROCedure Victory

577 CLS#16:PRINT#16, Tec/Trade & Recruit MODs'
57 side(Gpl,1)=side(Gp1,1)+1+INT(astro(n,1)/4)
5P IF side(Gpl,1)>24:side(Gpl,1)=24

58 side(Gpl,2)=side(Gpl,2)+2+INT(astro(n,2)/5)
581IF side(Gpl,2)>40:side(Gp1,2)=40

58 side(Gp1,3)=side(Gp1,3)+3+INT(astro(n,4)/2)
58 IF side(Gp1,3)>100:side(Gpl,3)=100

58 astro(n,5)=Gp1:s=0:Mepd=Transfes= =>"

58 MODInfo:SSInfo

586 END BFine

NoteTaking Star/Plan&ystem Victory iswhere the Tec/Trade credits & k@Bsiare workeout.

The Game Ends when one of the contenders takes all of their opponents territories. Thet@Gase

to theMain Menu whithis time inehtop sectiadentifies the winning ¢&tar Ships graphiburing the
Game the Main Menu can be called up at or almost apsesisiegbyne( Esc). At that point if you wish to
continue with your present Game your coursevebalctioen (S)ae it and then-(e)oadYou canSave

the Game at any time and battle on another day. It is possible this conflict will never end.

tion wins the Gume L2 gl Rebel Allignce wins the Gome gl
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QBITS Galaxy AD2370 Computer Player

This follows the actiorof the Game namely seleéog a Star System, if nolisted as one of its own
territories the order of plalgeing b Attack.Once Victory haseen securedr if the Star System is
already owned then Transferof Tec & Trade creditsare carriedout, an increaseof Population
generatecand Recruitng of more M(Ds taken If the Computer SShip fleet has less than 100 then
these are uploadddr future Attacks or aslefence MODgo Transfer tatherterritories.

This is the codé usefor Complay the Computer Player

58 DEFine PROCedure Complay

58 IF Gp2=1de$='Federation:ELSE side$="Rebels'

590IF side(Gp2,3)>=20:cn=RND(1 TO 50) Note: Star System selected if MODs>=20.
591 IF side(Gp2,3)<20 If not seek Transfers with own Territories
52 FORi=1TO 10

58 cn=RND(1 TO 50):IF astro(cn,3)>10 thiEngs)=Gp2:EXIT i

5 END FOR i

5% END IF

5% h2=astro(cn,6):v2=astro(cn,7)Starloc2 REMark StarLoc2 On
A 59 IF astro(cn,5)=Gp2

538 ch=16:INK#ch,2:PRINT#ch,' Transfers with ';aStec${ong: TRANSFER

5% IF astro(cn,1¥sastro(cn,1)=astro(cn,1)+3

600 IF astro(cn,2)<15:astro(cn,2)=astro(cn,2)+5

601 astro(cn,4)=astro(cn,1)*.5+astro(cn,2)*.2

6@ astro(cn,3)=INT(astro(cn,4)*2)

6@ IF side(Gp2,3)<20 AND astro(cn,3)>3

604 side(Gp2,3)=side(Gp2,3)+astreBcasip(cn,3)=3
6B END IF

606 IF side(Gp2,3)>50 AND astro(cn,3)<10

607  astro(cn,3)=astro(cn,3)+5:side(Gp2,3)=sid&Gp2,3)

68 END IF
6 ELSE
610 ch=16:INK#ch,2:PRINT#ch,side$;" Attacks ";astro$(cn) ATTACK
B 611 IF astro(cn,3)>sideZ2@)*3 OR side(Gp2,3)81070 61&) SShip MOODs'3

612 StarMoveSp=Gp2:enRolIDicePAUSE 10
613 IF astro(cn,3)=0
614 ch=16:INK#ch,2:PRINT#ch,astro$(cn);' Falls'
615 IF side(Gp2,3)<30:side(Gp2,3)=side(Gp2,3)+10
616 IF side(Gp2,3)<side(Gp2,3)=side(Gp2,3)+5
617 astro(cn,5)=GED TO 598\)
618 END IF
619 MODInfo:StarMox¥eO TO 60@)
620END IF

C 621FOR i=1 TO BlarMovePAUSE ps
622 ch=16:INK#ch,4:CLS¥®DInfo:StarLod2=9:v2=9 :REMark StarLoc2 Off
623 IF Ft=MR Rt=@EndGame
624 END DEFine

626 DEFine PROCedure StarLoc2

627 INK#13,7:OVER#1XIRCLE#13,h2,v2,2.5:CIRCLE#13,h2,v2,6:O0VER#13,0
628 END DEFine
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QBITS Galaxy AD2370 Game Player2

| di dndt t ak that Comgay with a little enedifiatiorcoud be used as a simulated
human playeto check various aspect &alaxy AD2370code.| have left the codeasGPlayer2 &
Complay canplay against each othefTo activate press(T)est in theMain Menu. A 60sec delay at
start allowschecks ofPROCedure&orbit andLorbit (F1).

This isthe slightly modified codéhat | usedor testingandsimulatea human Game Player.

630DEFine PROCedure GPlayer2

631IF Gpl=1:side$="Federation"ELSE side$='Rebels'

62 IF side(Gp3)>=20:n=RND(1 TO 50)

63 IF side(Gp1,3)<20

634 FORi=1TO 10

63 n=RND(1 TO 50):IF astro(n,3)>10 AND astro(n,5)=Gp1:EXIT i

63 END FOR i

637END IF

638 hl=astro(n,6):vl=astro(n,7):ws=0:Cia#ldac1 :REMark StarLocl On
A 63IF asro(n,5)=Gpl

640 Mes$="%¢ Transfer ¥, ¥2'

641 ch=16:INK#ch,4:PRINT#ch,' Transfers with ‘;astro$(n)

64 IF astro(n,1)<9:astro(n,1)=astro(n,1)+3

643 IF astro(n,2)<15:astro(n,2)=astro(n,2)+5

644 astro(n,4)=astro(n,1)*.5+astro(n,2)*.2

64 astro(n,3)=INT(astro(n,4)*2)

646 IF side(Gp1,3)<20 AND astro(n,3)>3

647  side(Gpl,3)=side(Gpl,3)+ast8(as)o(n,3)=3

648 END IF

64 IF side(Gp1,3)>50 AND astro(n,3)<10

650 astro(n,3)=astro(n,3)+5:side(Gp1,3)=sidegGp1,3)

651 ENDIF

62 ELSE

653 Mes$=" Attack'

654 ch=16:CLS#ch:INK#ch,4:PRINT#ch,side$;' Attacks ';astro$(n)
B 6% IF astro(n,3)>side(Gp1,3)*3 OR side(Gp&3)&00&H(C)

6% StarMove:Gp=Gpl:eRo8DicePAUSE 10

657 IF astro(n,3)=0

63 ch=16:INKH@2:PRINT#ch,astro$(n);' Falls'

6% IF side(Gp1,3)<30:side(Gpl,3)=side(Gp1,3)+10

660 IF side(Gp1,3)<60:side(Gpl,3)=side(Gpl,3)+5

661 astro(n,5)=GEO TO EB(A)

6& END IF

663 SSInfoGO TO E5(B)

664 END IF
C 665 SSInfoPAUSE 58talocth1=9:v1=9: REMark StarLoc1 Off

666 ws=1:CLS#11:CLS#12:CLS#15:CLS#16:INK#16,7

667 IF Ft=0 OR RtEddGame

6B END DEFine

Note: The GO TO command ssvery alluringand powerfutool, yetused globallyin a programit can
easily lead taatastrphic effects. Howeverused as a simple loop and exit command betveefaw
lines within aPROCedure it can keevery utilitarian.
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