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TenLandenr

A C=64 game written in 28280 in just
tTen lines of code and in less than
800 characters

188~ pure BASIC U2
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S et T


mailto:rosario@dechiara.eu
http://www.dechiara.eu/

TenLander:
Background history

You feel wour brain power reducing any
Minute because of The CoSsmic ravys, youd
JustT have The Ccomputational power of
Ten lines of Ccode T™o understand what i1s
happening:

your ship is not strong enough To
protect your body; tThere is so little
fuel To handle The landing, luckily wyou
can See a Shany landing platform in the
dark...

It is matter of seconds, ground is
running fast Toward yol... /
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TenLander:
Controls

Use joystick in port 2 to control the
Ship

Left and right to control the ship 5
without using fuel 5‘

Up and down to use thrusters and ik
decelleratesaccellerate vertic l’y

Fire button to go to next el on
Successeful landing



TenLander:
Code Description

Setup and constants

832+x, j: = 2848,13:g=8.1:g9=23535: v+3IZ2,.08: v+3I3,. A8
Level initialirzation
vi2l , 3: 2 vt+dB,1l:w=B:h=8:x=158:y=88: f=28: v+1l6,8: v+39,.59: vi+z28,1
vi+3gB,.8: dS (A= dS (1=
dS (2= :
Ids5(4r=

tdS(E)=dS(1): = : C1)=ED>; =

Game loop

s2—0 12:c=(j B 8-( 4 54296, 08: v+3T, CUudfd
dix=wt+h:h=ht+Cc 2 :b=—(x>ql: u Ff=F+{Ff>B>: 24296, - CFf>A>=9
i+ LAY+ (q+xI® (LI +{x=282D: vtl , y:-sx= C{x—16»8>

18 +sxt+syudE4Ad : 1=98 wil.D : 26328, 16, 16:

4 j=q— Ca6328) u=< j 22
ay=ytw:w=witgtu*x, 35— f>08
vt+ilG6,b: v, {x—qg¥¥b»*({
= C{y—453,82:1= L4

TE81.8: 29983 : : CIB+2¥ w1 .52 ; 5 CwrlBBd; C3B+2%L FL52 D ; ; F
—{1=32> z v+3d,2: 48, 18: z 48, ,,131,,.,175,,,191,,.,175,,.68,,,195,, .63




TenLander:
Level initialization

dS (8
dSC1D
dSC2D
dS 3D
dS (4D
dS{5D
dS {6
1

This is the piece of code in charge of drawing the planet
landscape. The d% array contains the pieces of the mountain
profile. The for loop _just draw <48 of this pieces.

In each piece there is also embedded the shading color.

Please note how the probability of generating a landing
platform d5{1) is doubled by assigning d4d5(1) to d5(6)»
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TenLander:
Game loop 1

This is where the joystick position is read and the
increments for the horizontal and vertical axXis are assigned

Please note how the vertical velocity (w) is updated by

applying the gravity g and the current acceleration from the
engine u, only if TtThere is s5Till fuel.
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TenLander:
Game loop

This piece of code contains the logic to update sprite
position. It is worth noting how it takes care of the x>233
condition by applwying all the modifications needed to pass
the correct x value to the poke. At the core of the logic
there is the wvariable b which also used to enable the bit in
v+l1lb6
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TenLander:
Game loop 3

This is the complex 1log9ic that understands what is happening
under the legs of the ship. The two variables sx and sy are
The screen coordinates of tThe character under the ship and

in 1 we read it right from the SCreen.

If 1 is 98 means we have happily landed but only if velocity
{the wvariable v} is low enough: if S0 we wait for the
trigger to go to the next level

The on.goto is used as a poor man solution for if.then..else

if 1=32 then we are still flying, if not then we _just crash
the sprite and finish the game
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TenLander:
Constants and wvariables




The end
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