' PicoMite SPRITES a—F 4 VU5 —L - R—=2X
ggE1’MW%OW@%—F(NwWE@%ﬁW@?—AEE)
COLOR RGB (WHITE), RGB (BLACK)

BEEY 4 ADER
CONST SCREEN_W = 320
CONST SCREEN_H = 240
CONST MAX_ENEMIE
CONST MAX_BULLET

S=3
S=5

EHES
DIM PLAYER_X = 160
DIM PLAYER_Y = 200
DIM PLAYER_SPEED = 4

" EOEEERYN X, Y, POT14TI759)
DIM BULLET_X (MAX_BULLETS), BULLET_Y (MAX_

BMOEERS X, Y, RE—F, 7954
DIM ENEMY _X(MAX_ENEMIES), ENEMY_Y (MAX_EN
ENEMY_ACT (MAX_ENEMIES)

DIM SCORE = 0
DIM GAME_OVER = 0

L1 RTSA MER Ny T7) DIER
"Ny D70 RTSA FEBRETEOHTHET S
EEQMEBUFFER WRITE O

" 1-1. B¥DT S 4)7(%“@—>Z754F§%1Jﬁ
LINE 8, 0, 8, 4 . _RGB (CYAN)

BOX 4, 4, 9, 8, 1, RGB(BLUE) RGB (BLUE)

BOX 0, 12, 16, 4, 1, RGB(NAVY), RGB(NAVY)

-2 BSOS T4 v (16x16) > RIS BB 2 B
BOX 2 0, 12, 6, 1, RGB(RED), RGB(RED)
LINE 0, 6, 16, 6, 1, RGB(YELLOW)

LINE 4 12, 12, 12, 1, RGB(RED)

BHEDSTST4vY B8x8) > RT54 +BEE 3 B
0, 2, 8, 1, RGB (Y LLOW), RGB (YELLOW)
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6, 16, 16 ' 2: EME~R—Z
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SPRITE READ
SPRITE READ

" EERRET
EEQMEBUFFER WRIT

2 F—LOMEE

' BRR TS A FORE (RTZ4 D 1BZFER)
SPRITE SHOW 1, PLAYER_X, PLAYER_Y, 1

| BEOMHRE (RT54 D 10~12&%FEMA)
FOR i =1 TO MAX_ENEMIES

BULLET%;) BULLET_ACT (MAX_BULLETS)
EMIES), ENEMY_SP (MAX_ENEMIES),



RESET_ENEMY (i)
NEXT i

BOMAL (RTS54 RID 20~24F % EMH)
FOR i = 1 TO MAX_BULLETS
BULLET_ACT (i) =0

NEXT i
| A4 —REHARE
TICKER = 0

LA —=L—T

DO WHILE GAME_QOVER = 0
" 60FPS (#916. 6ms) <3k LViEE T RIHA
IF TICKER > 16 THEN
TICKER = 0

df%?U?(%%Zﬁﬂ—wﬁtiéﬁ<ﬁEbftw)

" RATRER
TEXT 10, 10, “SCORE: “ + STR$(SCORE), “L”, 1, 1, RGB(WHITE)

- L UE
MOVE_PLAYER ()
MOVE_BULLETS ()
MOVE_ENEMIES ()
CHECK_COLLISIONS ()

B [ OD S 4T
FRAMEBUFFER COPY 1, 0
ENDIF
LOOP

| B LA — -

CLS

TEXT 160, 100, "GAME OVER”, “CM”, 4, 1, RGB(RED)

TEXT 160, 140, “FINAL SCORE: “ + STR$(SCORE) “CM”, 2, 1, RGB(WHITE)
EESMEBUFFER COPY 1, 0

LU IL—Fr - B

L - BEOBEEEORES —
SUB MOVE_PLAYER i
" F—R— KA DEFHAH
LOCAL k§ = INKEY$

- REIE—TOHE (PicoMiteDiZ#EF—2— FITHE)

' XRRICE S TA- ARG IGHRILEHEABEL T L

IF KEYDOWN (128) AND PLAYER_X > O THEN PLAYER_X = PLAYER_X - PLAYER _SPEED ' %

;; KEYDOWN (129) AND PLAYER_X < SCREEN_W - 16 THEN PLAYER_X = PLAYER_X + PLAYER_SPEED
IF KEYDOWN (130) AND PLAYER_Y > O THEN PLAYER_Y = PLAYER_Y - PLAYER_SPEED ' E

IF KEYDOWN (131) AND PLAYER_Y < SCREEN_H - 16 THEN PLAYER_Y = PLAYER_Y + PLAYER_SPEED

T
CRAR—RE— TR



IF_KEYDOWN (32) THEN
FIRE_BULLET ()

ENDIF
B#Z TS5 FOEEES
SPRITE MOVE 1, PLAYER_X, PLAYER_Y
END SuB
- Rt ——

SUB FIRE_BULLET
CZEVWTWSEZROY FERT
LOCAL i
FOR i = 1 TO MAX_BULLETS

IF BULLET_ACT (i) = 0 THEN
BULLET_ACT (i) =

BULLET_X (i) = PL AYER X+ 4 ' BHEOPRMSFHS
BULLET_Y (i) = PLAYER_Y - 8

' RTS54 RID 20+ THEERT (EHB2A FI)
SPRITE SHOW 20 + i, BULLET_X(i), BULLET_Y(i), 1, 3
ENE)I(IE'T SUB ' 1%SHLI-niRTS (WL - I1E4 LESHIR)
NEXT i

END SuB

- WORBE
SUB MOVE_BULLETS
LOCAL i

FOR i = 1 TO MAX_BULLETS
IF BULLET_ACT (i) = 1 THEN

BULLET_Y (i) = BULLET_Y(i) - 6 ' LEA~E

BEESNCH-HEE
IF BULLET_Y (i) < -8 THEN
BULLET_ACT (i) =0
SPRITE HIDE 20 + i
ELSE
SPRITE MOVE 20 + i, BULLET_X(i)
ENDIF
ENDIF
NEXT i
END SuB

, BULLET_Y (i)

| WS OBE —
SUB MOVE_ENEMIES
LOCAL i
FOR i =1 TO MAX_ENEMIES
IF_ENEMY_ACT (i) = 1 THEN

ENEMY_Y (i) = ENEMY_Y (i) + ENEMY_SP(i) °

TABE
EES (FE) [cHf-o )ty FLTEACEES
IF ENEMY_Y (i) > SCREEN_H THEN
RESET_ENEMY (i)

ELSE

SPRITE MOVE 10 + i, ENEMY_X(i), ENEMY_Y(i)
ENDIF

ENDIF
NEXT i
END SUB

— WBOBEE —
SUB RESET ENEMY(Id AS INTEGER)
ENEMY_ACT (id) = 1

ENEMY_X (id) = RND * (SCREEN_W - 16) o
ENEMY_Y (id) = -16 — (RND * 40) ' &E{ZRAA I T %4F 5T



ENEMY_SP(id) = 1 + (RND * 2) ' AE—FES VA LI
' 2T54 KD 10+id THWERT (B2 A T2)
EnggbéE SHOW 10 + id, ENEMY_X(id), ENEMY_Y(id), 1, 2

" —— EZEHE (PicoMiteDs& A4 SPRITE HITZ{EH) —
SUB CHECK_COLLISIONS
LOCAL i, j, hit

FOR i = 1 TO MAX_ENEMIES
IF ENEMY_ACT (i) = 1 THEN

1. B#(D: 1) & B (ID: 10+i) DER
IF SPRITE(HIT, 1, 10 + i) THEN

GAME_OVER = 1
ENDIF

" 2. BE(ID: 21~25) & ERHE(ID: 10+i) DEZE
FOR j = 1 TO MAX_BULLETS
IF BULLET_ACT (j) = 1 THEN
" SPRITE(HIT, idl, id2) IXIABHEEOINELSET1FIRT
IF SPRITE(HIT, 20 + j, 10 + i) THEN
"By FROWE
SCORE = SCORE + 100

- EEHT
BULLET_ACT(j) = 0
SPRITE HIDE 20 + j

- BEEE (SEREHZHIZTUEY )
RESET_ENEMY (i)
ENDIF
ENDIF
NEXT

ENDIF
NEXT i
END SUB



