00655CPROGRAM DESCRIPTION [+ ...

Program Title Space War-Interactive

Contributor’s Name _Roger M, Stenerson

Address’ 1235 Center St,

City Albany State/Country_QR ZipCode 97%21

Program bescrlptlon, Equatlons,-\!ar!ables This program was written to take advantage
of something that I discovered the HP-41C could do. What I

discovered was that it is possible to make the display scroll

rapidly from left to right by using code similar to the following:
01 LBL 00
Q2 SE 25
03 AVIEW
04 @
05 1Lk
06 _LBL 01
07 GTO 01
i i tever is in the ALPHA regiser to seroll from

left to right, The speed of the scrolling being determined by the

number of instructions between lines 6 and 1. After I had figured

out how to use this feature, I wrote this program.

(continued)

Necessary Accessories_ONne memory module

Operating Limits and Warnings_Warning: Tt is very easy to spend much time

playing this game.

Reference(s) __None

—

ey

This program has been verified only with respact [o the numerical example given in Program Description II. User accepts and uses this program malerial AT HIS OWN RISK, in reliance solely upon his own
inspection of the program material and without reliance upon any representation or description concarning the program material.

NEITHER HP NOR THE CONTRIBUTOR MAKES ANY EXPRESS OR IMPLIED WARRANTY OF ANY KIND WITH REGARD TO THIS PROGRAM MATERIAL. INCLUDING, BUT NOT LIMITED TO, THE
IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. NEITHER HP NOR THE CONTRIBUTCR SHALL BE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL
DAMAGES IN CONNECTION WITH OR ARISING OUT OF THE FURNISHING, USE OR PERFORMANCE OF THIS PROGRAM MATERIAL.
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As the captain of a spacecraft, your mission is to destroy as many

of the enemy as possible, There are three types of enemy spacecraft;

freighters, battleships, and fighters. FEach time you destroy one of the

enemy spacecraft, you score a certain number of points based on the type

of the craft vou destroyed. They are denoted by and worth the following:
¥ fighter, worth 20 points

%% Dbattleship, worth 10 points

*%¥¥%¥ freighter, worth 5 points

Of course, since the fighter is worth more, it is also more

difficult to hit, as it is also with the battleship.

A This brinwulwhwoﬂ_m_ieﬂw_spagggmms_
~ After the program is started, a spacecraft (ie, "**¥", for a battleship

will scroll across the display. When it 1s over the flag 2 annuneiator,

your "sight", you push R/S, enter a 3, and push R/S a
successful, the calculator will tell you so, and credit you with the

number of points that the enemy was worth,

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

“vou, Wwith its success determined by the following:

fighter: 80% success rate

battleship: 60% "

freighter: #40% 1" n

Your spacecrart can still function after two e 0o ih B

hit the spacecraft is destroyed, and the game is over., The calculator

will then displav your Score.

However, it 1s possible to repair your spacecraft after the first

or second hits. Periodically, a star base will appear, denoted by

Tg88T, Mo dock with 1t you go through the same procedure that you do

when shooting down the enemy; however, instead of entering a %, you

enter a 2. If vou are successful, your ship will be repaired and as

good as new. If, on the other hand, vou are unsuccessful, nothing

happens and the game contlnues.

Destroying the base is not recomended and results in your being

relieved of your duties. It also ends the game o

Equally bad is_ attemptlng to dock with the enemy.<? As you must

turn off your defencé fields to dock, you are defenﬁgiess. and the

enemy can easily destroy your sDacecraft. which ends the game,

Of course, the object of the game is to get as many points as

possible, The calculator will also keep track of the highest score
since the program was loaded, (high score stored in REG

During the game, fighters will come up 25% of the time, battleships

and freighters 35%, and star bases 5%

Good luck!
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Sample Problem (Sketch if Desired) ]?ue to the randomness of the user pushing the
R/S key, it 1s 1mpossible to give an example that can be duplicated
However, I will show parts of a sample run. '

—_—

¥ #
2 __PReM

Sample display

SOLUTION:
Input Function Display : Comments
XEQU"SPACE" "READY?Z" Begin playing
. R/S e —— ! Spﬂ(’:@f"l”ﬂf‘_;' -m:';vi ng acrogg the
- : display. =
3 R/S @ . Stop calculator.
et R/S "YQII _HAVE JUST Missed him.
- BEEN _HTTn ‘
el =—t Spacecraflf moving.
R/S @ Stop calculator
5 R/S "YOU SCORED A Got him!
KTTI.%"
e e Spacecraft moving.
R/S ] Stop calculator.
z R/S "YOU HAVE JUST Missed again.
BEEN HITn
ngggn Star base moving,
- |R/S @ ; Stop calculator,
2 R/S "DOCKING COMPLETE" Successful docking,
- YYOUR SHIP 18 :
REFATRED"
: 5w spacecraft moving. e
R/S @ Stop ¢alculator.
R/S "YOU HAVE JUST Game over,
BEEN_HTTN! ‘
WYOUR SIHIE I8
DESTROVYEDM
"VOUR _SCORE IS s0N
"HIGH SCORE IS 540
"AGATNZY
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SIZE:

(HP-41C) 005
STEP INSTRUCTIONS INPUT FUNCTION DISPLAY
1 "Load program.
2 Clear REG 02. 2 31009, /)
(REG 02 keeps track of the hig@
score from game fo game, TL
; should be cleared initially,
% ' and whenever that register
has been altered by either you
or another program¥ :
=1 3 Key in a number between O and 1. seed STe _0f - seed
' (optional)
4 Begin execution, XEQ"SPACE" "READY?"
3 Begin playing. R/S : spacecraft
1 6 | Stop the calculator when the R/S Y
spacecraft is over the flag 02 s
: annunciator.
ba | if the spacecraft is an enemy. 5 R/S messages
6b | if the spacecraft is a star base,. 2 R/S : messages

T Go back to'step 6, unless the gamd is over.

When the game is over, varioud messagels will be displayed,
along with your score and highest score.

"AGAIN?M

E

8 1If vou want.to play ggaifn. .. R/S | "READY?U"

9 |Go back to step 5.

hna i i AL
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REGISTERS, STATUS, FLAGS, ASSIGNMENTS

DATA REGISTERS STATUS
00} counter siZE 005 TOT.REG.Q86_ USER MODE
01} score ENG Fx -9 . sa ON___OFF X___
Q2ihigh score DEG _X RAD GRAD
03ihit counter
04}seed FLAGS -
INIT ;
# SIC . SETINDICATES CLEAR INDICATES
02 | s lused as a "sight"
06 | ¢ |spacecraft
: damaged
22 ! ¢ inumeric input
25 1 ¢ lused

ASSIGNMENTS

FUNCTION KEY

FUNCTICN KEY
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Jer 0O97 41C
STEP/ KEY CODE
LINE KEY ENTRY  (67/97 only)
- [Al1l=LEL ="5PH
C E .u
g=2+LEL &5
a3 FIx® &
a4 3
gs STO a=
a5 CF 8o
a7y SF B2
gz 8-
&9 STO Al
ig ~READYZ?"
i1 PEOMPT
i2 CcLA
13 AVIENW
14+ BL ©98
is zZg
16 <XE@ 18
1775
i =
19 H>@7?
26 GTO &2
21 .81
=2 STO @a
z3 *
z4 RE 14
25
265 AE=Y7?
27 BRI 12
28 &
29 GTO B3
FZa+«LEBL 12
=1 HKE& 11
F2 TOHE 9
=3 RYIEH
=4 Z@a
25 5T+ 81
=6 GTO &84
Z7r+LBL &z
28 O
g =
4@ H>ra?
41 GTO 82
42 .4gG3
43 STO @89
G Tk

COMMENTS

PROGRAM LISTING

STEP/ - KEY CO
LINE KEY ENTRY (67/97 o

Initialize

registers and

flags.

Determine the

type of ship
to be used.

Fighter?
no

Fighter
routine.

Kill- it?
yes

Add to score.

Battleship?
no

Battleship

routine.

45 =RE& 14
i &

37 ®K=W72
48 GTO 4as
49 RIOH

58 7

51 HE=¥T7T
52 GTO Bo
53 6

54 GTO 83

55«+LEL B8c
56 XEG 11
57 TOHME ¥
S5 AYVIEH

59 18

&8 ST+ @1
&1 GTO 9@
&Z2+LEBL @2
=3 7

54 —

== T
L |

&Y .BES

&8 STO 88 -

59 ook
bl AER 14
Tk =

2 RL=Y7?

7Z GTO 13
74 4

75 GTO 83
7o+LBL 13
77 RDN

78 3

T Yy
&8 GTO 13
g4 4

g2 GTO 83,
a3+LEBL 13
84 RKEG@ 11
85 TONE S
g6 RAYIEW
87 S

E8 ST+ a1

89 GTO @@

®nra7 _
66 GTO B2

Page 6

COMMENTS

of 8

. KEld 3.t

yes

5% O
yes

Add to score.

Freighter?
no

Freighter
routine.

Kill it?
yes

Kall it?

- yes

iﬁdd to score.

Mote: Rafer to “HP-41C OWNER'S HANDBOOK AND PROGRAMMING GUIDE™ for specific Information on keystrokes. The Function Index is found at the very back of the Handbook. Refer to Appendix E in
67 or 97 "OWNER'S HANDBOOK AND PROGRAMMING GUIDE™ for exact keystrokes.
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Jez D97

STEP/
LINE

KEY ENTRY

@ 41C

KEY CODE
(67/97 only)

@+ BL a2

91
g2
23
=4
95
95
o7
a8
a9
ian
181
1=z
183
154
185
1896
1a7vy
182
199
118

111
112
113

114

115
116
i1v
118
119

. 883

STDO @@

as BSE e

“EE 81

CLEA

AVIEM

RCL Gao

IHT

5]

o

GTO Ga&

EDH

Fa

HIYF

GTO 88

rRCL 2

=

nE=Y?

GTo &2

"DOCKING

COFMPLET ™

as '__E--

AYIEW

“YOUR 5=H

IP [13

“"-I5 REP
RIRED"

FS?C @&

AYIEHM

3

SETO 63

GTO Go

1Za+LEBEL @2

i21
122
123
124
125
126
g

128
129

iote: Reler to "HP-41C OWNER'S HANDBOOK AND PROGRAMMING GUIDE” for specific information on

~¥0OU DES
TROYED
~FYOUR B
" ASE-"
ARYIEM
PSE
“AHD HAY
E BEEHN
“FRELIEVY
; ED'!
AYIELN
PSE
“0F YOUR
COMMAND -

COMMENTS

STEP/
LINE

KEY ENTRY

Base routine.
(docking)

Sueccessful?
no :

Successful?
no

Shoot at base?

yes

Damage?
yes

Repair ship.

67 or 97 "OWNER'S HANDBOOK AND PROGRAMMING GUIDE" for exact keystrokes.

128

131+LBL

132
133
134

1325

136
137
128
139
148

KEY CODE
(67/97 only)
GTO a2
18
RCL B84
9821

3
211327
+
FREC
5TO
*
RTH

B4

i41+LBL 11

142

1432
144

~¥OU SCO
RED A -
~ERELL"
RTH

145+LEL 14

146
147
148
149
1568
151
152

153
154

=
L

156

157
158
159

i1cG+L BL

161
162
163

XKEQ B1

CLA

AYIEW

2

K=Y ?

GTD @4

-¥ouU ATT

EMFTED

“+TO DOC
‘_{ L4

RYIEW

PSE

“WITH TH

E EMEMY*

AVIEMW

FSE

GTO 87

RCL
INT
RTH

154+LEBL 81

165
156
167
168

169

CF 22
5F 25
=
AVYIENW
LN

Al .

Page 7 of §

COMMENTS

Random number
generator,

Dock with enemy?
no

routine.

Scrolling

Causes sn error

condition.

keystrokes. ThsFuncﬁmhdexislomdalmeverybuddeHandbodLﬂaftrbAppondeh
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067 0O97 @4IC

STEP/
LINE  KEY ENTRY

KEY CODE
(67/97 only)

COMMENTS

STEP/
LINE

KEY CODE

KEY ENTRY  (87/97 only) COMIIEH';‘S

iFa+LEL 432

FS? 22 ;
ETH .
ISG 9@
GTO B9
RTH

i7ve+«LEL 83

18
XEQ@ 1@
LAY
GTO 96
SF @6
~yau HAY
E BT =
“FBEEN H
I IT“
TONE 3
TOME 3
AVIEW
DSE @3
GTO 26
PSE :

198«+LEL 87

121
i92

193

“yYOUR SH

IP IS
“+DESTRO

YED"

BEEP

194+LEL 885

AYVIEHN
FPSE

~yOUR SC
ORE IS™ '

" l__ .
ARCL 81
AYIEH
FPSE
RCL @2
ECL a1
F A
STO Az

"HIGH SC°

ORE IS .
ARCL 82
AYIEN

User input?
yes

Crossed dis.?
no

Hit routine?

289
218
=11
212
213

“~AGAINZ"

F5E

PROMPT

GTO &5 g0 play again,
EHD

60

12

Enemy successiy
no :

70

Game over

routine.

80

Print out

SCOres.

20

New high?

yes

00

Nota: Reler to "HP-41C OWNER'S HANDBOOK AND PROGRAMMING GUIDE" for specific information on keystrokes. The Function Index is found at the very back of the Handbook. Refer to Appendix E in
67 or 97 "OWNER'S HANDBOOK AND PROGRAMMING GUIDE™ for exact keystrokes.
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