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Program ntle Space \var-Interactive 

Contributor's Name ...RQ.ger M. Stenerson 

Address' 1235 Center st. 

CIty AJbaD;)[ Slate/Country Q R Zip Code 91321 

Program Description, Equations, Variables Thi s program was written to take advantage 
Q! something that I discovered the HP-41C could do. 1tlhat I 
discovered was that it is possible to make the dis:Qla;y scroll 
rapidl;y from left to right b;y using code similar to the following: 

01 LBL 00 
02 SE 25 
03 AVIEW 
04 0 
05 1/X 
06 .. LBL 01 
07 GTO 01 

Tbi s wi]] callSe whatever js jn the ' ALPHA regiser to' scroll from 
left to right. The s:Qeed of the scrolling being determined b;y the 
number of instructions between lines 6 and 7. After I had figured 
Ollt bOH to llse this feature, I wI:ote this program. 

(""ntinued) 

Necessary Acceuories Qne memory module 

Operating Umlla and Warnings Warning: It j s very easy tQ spend much time 
pla;ying this game. 

Reference(s) none 

This program has been lIerified only with resped to lI'Ie numerical ell.'~ given in Program DacrlpIiOn /1. Us. aceepb and uses t'lis program rna .... AT HIS OWN RISK, In reiance soIety upon his (IIIIrq ~ r:A !he program mal~ and wilhcU rellll\C8 upon ally repreMnla~cn or 0escripIi0n concMning !he program material. 

NEITHER HP NOR THE CONl'RIBUTOR MAKES ANY EXPRESS OR IMPueo WARRA,NTY OF ANY KIND WITH REGARD TO THIS PAOORAM MATERIAL INClUDING, BUT NOT LIMITED TO. ll-IE IMPUED WARRANTIeS OF MERCHANTABILITY AND FITNESS FOR A. PARTICULAR PURPOSE. NEITHER HP NOR THE CONml8UTOR SHo\l..l BE L.lABLE FOR INCIDENTAL OR CONSEOOENTlAl DAMAGES'" CONNECTION wmt OR ARISING OUT OF THE FURNISHING, USE OR PEAF()qMANCE OF THIS PROGRAM MATERIAL 
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As the caotain of a "n", If't VOUT' mi""ion is to destroY aR mAny 
, of the enemy as possible. There are three tvues of enemy spacecraft· 

freighters battleships. and fighters. Each time ¥ou destrQy one of the 
enemy spacecraft YOU score a certain number of p01.nts based on the tvue 
of the craft YOU destroyed. They are denoted by and worth the following: 

* fighter. worth ~O p01.nts 
** battleship. worth 10 points 

Of course since the fighter is worth more it is also more 
difficult to hit as it is also with the battleship~ 

'1'hi" h,...i nO"" "" to thA noint of' how to dA"t,...OV thA .AnAmv spacecrl'lft . 
After the t rogram is started a spacecraft (ie. "**,, for . a battleship) 
w1.11 scro.l .. across the display. ' When 1. t 1.S over the flag 2 annun:eiator. 
Your "sigh" YOU push HiS enter a ~ and push HIS a",ain If' V011 WA,...A 
successful. the calculator will tell YOU so and· cred1. t_Y9U with the 
number of' points th"t thA enemy was WOT'th 

However should you miss or allow the enemy to go all the way 
across the display (it will only gO across once) it will take a . shot at 

. YOU with its . success determined by the followin",: 
fi",hter: 80% success rate 

battleship: §Q~ " " 
f'T'A; gbt.er· 4Q% " " 

Your spacecraft can stl..U functl.on after two h1. ts ·. On . the third 
hit the spacecraft is destroyed. and the ' game is over. The calculator 
will then display Your score. 

However it is possible to repair your spacecraft after the f'i ,..."t. 
or second hits. Periodically, a star base will appear. denoted by 
"888". '1'0 dock w1.th 1.t YOU go through the same procedure that ·you do 
when shooting down the enemy: however instead of entering a ~ YOU 
enter a 2. If yOU are successful your ship will be repaired and as 
good as new. If on the other hand YOU are unsuccessful nothing 
h!lIUlens and the game continues. ,p 

DestroY1.ng the base is not recome>1ded. and results in your beinp; 
relieved of your ' duties. It also ends the game. 

Equally bad is ... attempt;.ing to dock with the enemy.<opAs YOU must 
turn off your d.efel't'C-~ fields to nn"k Vn1' ",...A nAt', A"" and thA 
enemy can easily des·trov __ vour spacecraft which ends the "'ame 

Of course the obiect of the "'arne is to "'et as many points as 
possible The calculator will "lRo keen tT'A"k of the hip"he"t score 
since the program was loaded. (high score stored in REG 02) 

During the game. fighters will come up 25% of the time. battleships 
and f're1.R:hters "3'5% and star bases 'J% 

Good luck! 
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Sample Problem (Sketch n ~esired) Due to the randomne s s o:f the us er pushing the 
R/S key, it is impossible to give an exampl e that can be duplicated. 
However, I will show p a rts of a sample run. 

---
Sample display 

SOLUTION: 

Input Function Display ComnMints 

XEQ"SPACE" "READY?" 1 Be".i n nlaclz:i n "'. 
HLS "**11_ l~n"cp."T'~ ,d~ ,~<L1:h 

~ . disI11 "v: 
.- R..LS.. 10 .' StQJ2 calcul...a:!;.or. 

I." RLS. "YUII...HAJlR .nT~ 'I' M i."" ed.hirn.~ 
Rl<H'N ..1il..T." 

"*"- ~n""p."T'ai't mov; ~" 
R/S 10 Stop calculatoT' 

10; ..RLs "von ~ A GnL~1 

KT T"L " 
n*** " - q.,-, ,,,,,,,,yo,,f't. .< 

HIS 0 ~ ton " " I cuI". '" yo 
I." R/S "YOU HAVE JUST Missed again. 

HIT" 
"888" Star b a se moving, 

R.LS 10 StO]2 calculator. 
I;> RI S "DOCKING Cm1PLET ~" Successful docking 

"YOUR SHIP IS .-
REEAIREIl" 

-

"*"--- Spac e Qraft moy in".. 
R/S J:) Stop calculat.oT'. 

7j R.LS "YOU HA VE JUST Game ove r 
RF.F.N HT'I''' 

" ..s.IllJ' T ~ 
DES . " 

"v DllR SC QRE IS ') " "HI GH SCORE IS.-5.I " 
" AGAI N?" 
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SIZE: 
(HP-41C) 00') 

STEP INSTRUCTIONS INPUT FUNCTION DISPLAY 

1 - Load pro"'ram. 

2 (ae~1" RF.G O?_ Ii! C:'I'n n? 0\ 
(REG 02~keeps track of the hig 
-""o~o rQm ""sme tQ gamA T t. 
should be creared initially, 
"nn whEmeveT' that re",isteT' 
has been altered b, 
or another-program 

either yo 

." Kev in a number between o and 1 'seed q'l'n nA ""or! 

d 
(optional) 

Begin execution. XEQ"SPACE" "RR 0 nv,? " 

<:; BRain n1 AV; lOa RIC: "n~,..o,..~o~+-

6 Stop the calculator when the RIc: 0\ 
spacecraft is over the flag 02 
annunciator 

6a if _the sn""Ar.1"Af't_ ;" <In AnAmv ~ HIS ~oooag"· 

6b if the spacecraft -is- a star base 2 Rls m .. " _"~..,.oo 

7 Go back to step 6. unless the ""am is over 

\Vhen thA "Arne is QY~ VA1"iOll, m """ "A a .. I" ._.;" "0 ,,; ,,- " ~,~or! -
along with your score and hig est SCOt ~. 

-
"AI1ATN?" 

8 If vou want to plav again RIc: "RROnV?" 

9 Go back -tos tep '5. 
, 

I 
.. - ._- ._. 

I 

j I I 
-
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REGISTERS, STATUS, FLAGS, ASSIGNMENTS 

DATA REGISTERS STATUS 

00 counte r SIZE -.0.0.5- TOT. REG.·086 USER MODE 
01 ,,,. (") l"" ENG AX -0.... SCI __ ON _ OffX-n? ~ ~"",..p DEG ---X- RAD_ GRAD 
~ hTT -;;::Q~-,~~., .... 
OLI. QPpr! 

FLAGS · 
INIT 

# SIC SET INDICATES CLEAR INDICATES 
02 s used as a "si" ht." 
06 -r: -~~ ,f. + 

;, a~a ~Pr! 

22 " I nl1m p 7';" ; nnl1 + 
1;>,,-

" ; "" "il-

l----
ASSIGNMENTS 

FUNCTION KEY FUNCTION KEY 

-
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STEPI KEY CODE STEPI . KEY CODE 
LINE KEY ElITRY (67/97 only) COMMENTS LINE KEY ENTRY (67/97 only) . COMMENTS 

01...-L8L "SPR 45 XEQ 14 
CE" 46 6 

02<ioLBL 05 47 ;..::= "'l? Kill it? 
03 F I ~< 13 48 GTO 06 yes 
04 3 Initialize 49 RDN 

135 STO 133 registers and 513 7 

136 CF (16 flags. 51 X="-'--? Kill it? 
~~ GTO 06 j;l- SF 02 '"' "'- yes - ... 6-138 0 · 53 

139 STO 01 54 GTO 03 

113 "RERDY?" 
11 PROl'lPT 55+LBL 06 
12 CLR 56 XEQ 11 
13 RVIEW 57 TONE 7 

58 R'v'IEW 
14+LBL 130 Determine the 59 113 
15 20 type of ship 60 ST+ 01 Add to score. 
16 X E.:;I 

1 '''' to be used. 61 GTO 013 

17 ~. 

J 

18 62+LBL 132 
19 X>0? Fighter? 63 7 
20 GTO 132 no 64 
21 .131 Fighter 65 X>0? Freighter? 
22 STO 00 routine. 66 GTO ;;:12 no 
--:07 "*" 67 .13138 Frelghter 
~~ 

68 STO 1313 24 XEI:;! 14 routine. 
-J~ 7 69 .. ,*** .. 
o::....-J 

713 XEQ 14 ~ .- >=:= '-(? Kill it? Lt> 
71 5 ..-. -:0 GTO 12 .c. ,- yes X<=Y? -~ Kill it? 28 <> rt:. 

~, 

~- GTO 13 29 GTO · 133 ' .:. yes 
74 4 

30+LBL 12 75 GTO 133 

31 >~E I~ 11 
76+LBL 13 32 · TONE 9 

RVIE~j 77 RDN 
-~..jo 

78 8 34 20 
35 ST+ 01 Add to 79 X >'r'? Kil;L it? 
36 GTO 013 

score·1 80 GTO 13 yes 
i 81 4 

37+LBL 132 82 GTO 13-.:. . 
Le' 7 -J "...., 83+LBL 13 39 
413 >:::>0? Battleship? 84 XEQ 1 1 

H~ TONE 5 41 GTO 02 no '- '"' 
42 .1309 Battleship 86 R'v' I El~ 

43 STO 130 routine. 87 5 

44 .. ** .. 88 ST+ 131 Add to score. 
I 89 GTO 130 

H<mI: Refer to H!-4P .... 1C OWNER'S HANOOOOK AND PROGRAMMING GUIDE- ior specilic Information on keystroltM. The Function lndeK is 10U'ld al the 1161"1 back of !he Handbook.. ReIer to Appendill: E In 
67 ()( 97 "O'NNEA"S HANDBOOK AND PROGRAMMING GUIDE- lor exsct keystrokes. 

8 
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STEPI 
UNE 

KEYCOOE 
KEY ENTRY (67/97 only) 

---·"'~0~+-·L B L 02 
91 .008 
92 STO 00 

94 
95 
Q .-
_t:> 

97 
98 
99 

1013 
Hil 
102 

··888·· 
XEQ 131 
CLR 
AviEW 
RCL 1313 
INT 
5 
X>Y? 
GTO 00 
RDN 

103 7 
194 X<Y? 
105 GTO 90 
106 RCL Z 
107 2 
108 X~'I..-"? 

109 GTO 02 
lIe ··DOCKING 

COt·1PLET .. 
111 ··I--E·· 
1.12 RVIEW 
113 .. 'r"OUR SH 

IP .. 
114 ··I--IS REP 

R I RED·· 
115 FS?C 06 
116 RVIEW 
117 3 
118 STO 03 
119 GTO 00 

120+LBL 02 
121 ··YOU DES 

TROYED .. 
122 -I--YOUR B 

I=lSE·· 
123 I=lVIEW 
124 PSE 
125 ··!=!t-m HI=lV 

E BEEN .. 
126 ··I--RELIEV 

ED" 
127 I=lVIEW 
128 PSE 
129 ··OF YOUR 

COMMI=lND·· 

PROGRAM LISTING. 

COMMENTS 

Base routine. 
(docking) 

Successful? 
no 

Successful? 
no 

Shoot at base? 
yes 

Damage? 
yes 

Repair ship. 

I 
I 

STEPI 
LINE KEY ENTRY 

KEY CODE 
(67/W Only) 

13", GTO 08 

131+LBL 10 
132 RCL 04 
133 9821 
134 * 
135 .211327 
136 + 
137 FRC 
138 STO 04 
139 * 
1413 RTN 

141+LBL 11 
142 ··YOU SCO 

RED I=l .. 
143 "I--KILL" 
144 RTN 

145+LBL 14 
1.46 XEQ 01 
147 CLI=l 
148 I=lVIE~·l 

149 2 
150 X"Y? 
151 GTO 04 
152 -YOU I=lTT 

EMPTED .. 
153 "I--TO DOC 

154 I=lVIE~·l 

155 PSE 

K •• 

. 156 "WITH TH 
E ENEMY" 

157 I=lVIEW 
158 PSE 
159 GTO 07 

160+LBL 94 
161 RCL e0 
162 INT 
163 RTN 

164+LBL 01 
165 CF 22 
166 SF 25 
167 0 
168 I=lVIEW 
169 LN 

PaaB 7 01 8 

COMMENTS 

Random number 
generator. 

Dock with enem ? 
no 

Scrolling 
routine. 

r. """"" "n p,.,,...,, 
condition • 

• ot.: A-'er 10 "1-IP"1C OWNER'S HANDBOOK AND PROGRAMMING GUIOE
M 

Iof specific intonnation on keystrokes. The Furdon IndlnI: is IroI.nd at 1he very bad! 01 tt» HencIboo6t. Reier 'o~. E In 
67 or 97 "OWNER"S HAN0800K ANO PROGRAMMING GUIDE~ lor ellact keystrokn. 
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067 097 041C 

STEPI KEY CODE 
LINE KEY ENTRY (67/97 only) COMMENTS 

STEPI KEY CODE 
LINE KEY ENTRY (07m only) COMMENTS 

~ 

299 PSE 170+lBL ~.19 

171 FS? 22 User input? 2113 --" AGRIN? " , 
172 RTt~ yes 211 PRO~1PT 

173 ISG 99 Crossed dis.? 212 GTO 95 go play again, 
174 GTO 139 no 213 END 
175 RTN 

176+lBL 93 Hit routine? 
177 10 60 
178 XEQ 113 
179 X>Y? Enemy success£' L-1 • 
180 GTO 99 no 
181 SF 96 
182 "YOU HRY 

E .JUST " 

183 "I-BEEt~ H 
IT" 

, 184 TONE 3 
185 TO~lE 3 70 
186 /'lYIEW 
187 DSE 03 . . 188 GTO 130 
189 PSE Game over 

routine. 
190+LBL 137 
191 "YOUR SH 

IP IS " 

192 "I-DESTRO 7 
YED" 80 

1 Q --.:. BEEP 

194+LBL 138 
195 RY I El~ 
196 PSE .: 

197 "YOUR SC Print out 
ORE IS" 

, 
scores. 

198 "I- " 
199 RRCL 91 90 
2913 RV I E~! . . 

201 PSE 
202 RCL 92 
203 RCL 91 
294 X>Y? New high? 
295 STO 92 yes 
~06 "HIGH SC ' 

ORE IS " 
207 RRCL 02 
208 RYIEW 00 

Note: Refet to "HP-41C OWNER'S HAN060ClK AND PROGRAMMING GUIDE" lot specific informatlon on keystrokes. The Function Index Is lOtnt at the 'liMy beck of !he HInIbook. Refer to AppendIx E In 
67 or 97 "O~EA'S HANDBOOK AND PROGRAMMING GUIDE~ lot oxact keystrokes: 
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