~—
0 { overlav prefix COMBAT
1 \ basic routines
2 \ instance and species variables: VESSEL
3\ instance and soecies variables: SHIP
4\ crew variables
5\ dist
& \ delta-ny
7 \ cases to orientations
B \ conditions: 7attackina, ?start-attackino-hostile
9 \ 7has-missles 7has-lasers
10 \ 7oh to fire. ire laser now
{1 \ 7terninated 7go-now ?can-surrender
12 \ 7nothing-happening
13 \ 7stop-attacking 7move-rate’l
14 \ 7range-long
15
16 \ ?in-cosbat 7p-has/missles/lasers
17 \ posture stuif
18 \ 7move-rnd-now
19 \ refresh auxilliary screen
20 \ missle record
21 \ missle array
22 \ (,missles)
23 \ missle DDA
24 \ step-dda showspace
25
76 \ mssle utilities- find, 1nstall
27 \ missle utilities- find, install
28 \ Thit
2% \ 7any-hits
10
31\ 7Tmove-.icon 1f 1t 15 visible
32 \ macros using delta-xy
313 \ find-boab
34\ 7plasaa, advance
35 \ all-repair for test
36 \ attack simulation
37 \ orient current vessel
I8 \ display start
39 \ install-1cons, reorient
40 \ init-space-map
41\ dplscale Zilscale
47 \ Beap
41 \ dist-test finds greatest distance
44 \ dist-test {inds greatest distance
45 \ deteramine which scale to use
446 \ space-disp
47 \ fire-missle
48 \ fire-laser and erxecute alien
49 \ {lee, approach
50 \ approaching  move-randomly

S0 exit \ raise-shields, lower-shields
52 exit \ ars-weapons, disarm-weapons
53 \ combat expert

54 \ more rules

55 \ yet more rules

35
56
57
58
3
80
61
62
63
o4
63
bé
67
48
69
70
71
72
73
74
75
74
i

\
\
\
\
\
\
\
\
\
\
\
\
\
\
A
\
\
\
\
\
\
\

vet more rules

and yet more rules

sisulation loop

sisulate does it for each creature
simula wraps the experts up
simulate does it for each creature
probe offsets

cospute xy of probe

check 1f plaver has mounted weapons
find-fuel

deplete energy for using armaments
Teapty-tank save-fuel

cospute nav skill dithering

cospute target coordinates, given probe
fire missle from our side
fire-laser and execute alien
pchoose - laser or missle ( if got )
combat-tasks

tv-untasks

tv-key

cosbat-init

war

overlay suffix COMBAT

78 \ module callers for combat
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0

0 ( overlay prefix --CONBAT
|

2 9 width !

3 vocabulary combat-vec immediate
§ 132 open-averlay

5 cosbat-voc definitions

& ( spl 8 ova ' )

7 1600 trans-allot newt-dp

8

g
10
11
12
13
14
15

0 \ basic routines

| head: flag t: 0= 0= t; \ insures Obit set
2

3 head: randX t: 1 100 rrnd t3

4

5 head: ship-coords \ --—- x,y

5t nabs & yabs & t;

7

8 head: ves-coords \ --- g,y | assume pointed to c1 vessel icon
9 t: Bix 81y t3

10

11 head: Exy t:
12

13 head: shipic t: #ship Jcts t;
14

15

inst-x & inst-v & t;

2

0 \ 1nstance and species variables: VESSEL
| decieal 23 c; vessel

2

3 vessel 11 | afield ves-firert

4\ vessel 12 7 afield ves-armorpts
5 vessel 14 2 afield ves-shieldpts

b vessel 18 | afield ves-missle

7 vessel 19 1 afield ves-laser

8 vessel 20 | afieid ves-plasea

9 vessel 27 4 1field ves-last-fired
10 vessel 12 | 1f1eld ves-speed
Il vessel 16 Z 1fi1eld ves-armor-hits
12 vessel 20 2 ifield ves-shield-hits
13 vesze] 17 | ifield ves-behave

14 vessel 11 | ifield ves-heading

15

{rig0Joct8s)

{rfol loct8S)

irfgl7oct85)

Binary Systess

3
\ 1nstance and species variables: SHIP {rfolJoct8sl.
20 ¢ sshio
sship 17 | ifield Xhull-pts sship 18 | itield larmor-cls

sship 20 | ifield: %engine-cls
sship 22 | 1field: %sensor-cls
sship 24 1 ifield: %comm-cls
sship 26 | 1field lshield-cls
sship 28 | ifield: Usissle-cls
eship 30 | ifield %laser-cls
sship &9 4 ifield Ystatus

sshinp 19
sship 21
sship 23

ifield: lengine-pts
ifield: isensor-pts
1field: %coam-pts
sship 25 | itield %shield-pts
sship 27 | ifield: imissie-pts
sship 29 | 1f1eld: Xlaser-pts
sship 48 2 ifield shield-cnt
sship 50 2 ifieid armor-cnt
sship 73 | ifield: Theading

\ crew variables (rfa0boctBs)
17 23 1 1field navigator

16 27 1 1f1eld “may

16 31 1 ifield “vit \ crewsesber vitality

16 19 | afield: “dur

\ dist

2v: probe \ holds xv of probe point
v: tdist

2v: taroet

v= 7cosbat \ not used

v= 7attack

(rig23sepdl)

head: dist \ x,y,2l,yl --- distant
t: rot - dup * Or
- dup # 0 r> 0 d+ sgrt t;

head: @rclass \ --— resource class
t: c® 7 and t3
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b
0\ delta=xy (rfolloctBs)
I \ x,y are the moving coordinates, x1,vl are fixed
Z
3 ¢ rdit begin =1 2 rrnd 7dup until
i
5 ¢ delta-xy \ x,v xl,yl --- ¢,y deltax,deitay
& Zover Zover d=
7 if 2drop 0, \ rdit rdit \ force movement in case sase points
8 else 2over rot swap - dup
g 1f dup abs / then »r
10 = dup
11 it dup abs / then r’
12 then ;
13
14
15
7
0 \ cases to orientations {réolloct8S)
| head: save-face
2 t: Binst-class 25 = if ves-heading \ vessel orientation
3 else  Lheading
4§ then cé t;
3
4 case x=-|
7 (vy=)1-11s5 1is3 0154 others unravel
B case z=0
§ (v=)-1isé 1152 01s save-face others unravel
10 case =l
11 (y=1-1is7 1isi 01is0  others unravel
12
13 case keviorient
4 (x=1 ~-lisx=-1 0 is x=0 | 15 x=]| others unravel
15
8
0 \ conditions: 7attacking, 7start-attackino-hostilelrfoZésepBS)
{
2 head: 7attacking
3 t: Tattack & )flag
4 a-posture & 4 ) and dup Zattack ' t;
3
b head: ?start-attacking-hostile
7t: rand? 20 ¢ t
8
9
10
5
12
13
14
15

Binary Systess

g
\ ?has-missles ?has-lasers {rfgl7oct8s)
head: 7has-lasers
t:  ves-laser c@ )flag t:
head: Thas-plasma
t: ves-plasea c@ flag t3
head: 7has-missles
t:  ves-missle c€ >flag “has-plasma or t:
10
\ 7oh to fire, 7fire laser now {rfg0loct8si
1 sometime
head: 7fire-siss-now
t: ves-firert c@ 10 4 randl ¢ t:
head: 7fire-laser-now
t: ves=firert c@ 5 ¢ randi ¢ t:
1
\ 7terminated ?go-now 7can-surrender (rfo0%octds)

52 12 | 1field: csurrender \ can surrender flag

head: 7terminated t: terminated @ )flag t;

700-now t: randl 70 < t3

head:

head: 7can-surrender
t: laoriginator) 1,58 jc+s csurrender c® iclose t:
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12
0 \ 7nothing-happening

120000, 2c= boredae
Zv= excite \ time lasttise something happened

(rfg0boctBs)

+ Tnothing-happening
tine d€ boredom excite dé d+ d) ;

tine
time d@ excite d! :

-3 D =) O A s (e P e

{1 \ talkcount 15 a olobal variable, modified by cossunications
12 \ set to some initial-value, it counts down every time

13\ external-events executes (i oquess)

4

15

13
\ 7stop-attacking 7move-rateli (rfal9sepds)
head: 7stop-attacking

t: randl 5 ( ¢

head: 7move-rate’)
t: ves-speed c@ )flag t;

a0 o UN e G R e O

I
12
13
14
15

14

\ 7range-long
11 ¢ long-distance

{righboct8s)
5 r: short-distance

o By

ship-coords
6 rot - abs ré ( Or
7 - abs r) swap r) ¢ and t;
B
9 head: 7range-long t: long-distance Zrange not t;
10 head: 7range-short t: short-distance 7range t3
11 head: Prange-mediua t: 7range-lono not 7range-short not and t;
12 \ should agree with VISNINDOW
{3\ may recode to speed access ( keep object on stack)
14 \ rather than space savings
15

0

!

2

3 head: 7range \ distance --- flag | true 1f within distance
4t

5

Binary Systems

13

15
\ 7in-combat 7p-has/missies/iasers (rial3octBsi.

V1 7in-combat 7combat & »flag
\ ?combat on

head: 7p-has-missles

t: #ship sc+s Imissle-cls Brciass *flag
tmissie-pts c® »flag and iclose t;

head: 7p-has-lasers

t: #ship Jc+s Ylaser-cls Erclass flag
%laser-pts c@ >flag and iclose &

\ posture stuff {rio0ioct85)
head: 7obsequious t: a-posture c€ | = t3

head: 7hostile t:  a-posture c& 8 = &3
head: 7fight t: a-posture c# 16 = &

\ a-posture is a global, handled by comsunications
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1B
O\ 7move-rnd-now (rta0boctBS)
I v: togaler toaggler off
2
3 head: 7nove-rnd-now
4 tr randd 30 ¢
5 if togaler -1 tooole then
& toogler & iy
7
8\ flips bit occaisionally
3
10
1
12
13
14
13
19
0\ refresh auxilliary screen {rfgléoctss)
l
2 ovdbars c: #ov/damape
3 " ov/status c: dov/status
§ " nop c: #nop
3
b case Rauxomodule
7 1 15 #ov/status 3 1s #ov/damace others #nop
8
9 : refresh-aux  #aux & faux)sodule module ;
10
1
12
13
14
15
20
0 \ missie record {riglZoctdsi

| v= mssle \ holds address of current missie record

2 10 c= maxmis 22 c: missize

31 ci #mplaver 0 ci #malien

4 head: mist

3 t: createc, (cr 7

& does) c® missle @ + t; \ returns address in MARRAY
7

8 0 misf currx 4 misf curry \ current location,

9 B mist destx 10 aisf desty \ destination

10 12 misf morig \ criginator | =Player, O=Alien

11 13 misf aclass \ holds weapon class

12 14 mist deltar 18 misf deltay \ incresent for dda
13

14 : Bmclass mclass c@ 15 and

15

Binary Systems

21

\ missle array {rto23sepBs)
create marray maxmis 1+ aissize # allot \ Missle array

\ the right way would be with linked lists, ...

\ sust use save-overlay for this to work

\ maybe put missle stuff in separate overlay, for tasker speed

head: scir
t: marray saxmis missize # O fill t; wclr
: 8 \ missled ---| sets MISSLE

missize ¥ marrav + missle !

: mcoords currx & curry € 3
1 sdest destx @ desty & ;

\ {.missles! {rfg22octB3)
head: Zdot t: .* ." i
head: 4dot t: >Zfont .* ." »ifont t;

head: Bdot t: currx @ 2 mod 1f . +" else ." #" then t:

case scalelmiss
2 15 Zdot 4 15 ddot B 1s Bdot others nop

: {,missles)
white 'color saxmis 0 do 1 s Baclass \
if scoords widiscr scroblt
swap 4 + swap pos.
xuldixpin @ scalelsiss
then loop

23

\ missle DDA {rtalloct8Si
head: compd \ test delta, sax --- newdelta ( sioned double |
t: r Oswap | r> a#/ b

head: set-dda

t: destx & currx & - dup abs
desty @ currv & - dup abs rot eax r
ré cospd deltay d!

r> compd deltax d'
32768 dup currx 2+ ' curry 2+ ' b3
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24
0 \ step-dda showspace

head: step-dda
t: curry d@ deltay d@ d+ curry g!
currx d@ deltax d@ d+ currx d' t;

: showspace
Jmainvien dark {.missles)
.local-icons v)display )display ;
\ should repesition near beginning of file, then substitute

OO =~ O~ N B Cd B —

— s e
N M G B = S 0

25

O D = O~ LN e Gl B = O

i1
12
13
14
15

25
\ missle utilities- find, install

v: #missles \ can we create more missles? Max of 9
fnissles off

{riglloctBS)

]
1
2
3
4 vy Wexplode \ # of explosions this iteration
5 #explode off

& \ clear after servicing explosion

7

8 head: mfind \ x,v --- addr | 0.0=eapty slot, or currentx
§ t: missie & ir

10 maxmis 0

11 do 1 s Zdup mcoords d=
12 1f leave then loop 2drop \ coordinates

{3 missle & r) missle ' t; \ leaves addr in missle array

\ save during search

Binary Systess

27
\ missle utilities~ find, install (rfqlloct8s)
head: minstall \ sourcex,y,destx,y,owner,class ---
t: #missles & maxmis ¢ \ locked out at higher level by 7fire-now
if 0. nfind missle ! sclass c! morig c!
desty ! destx ! curry ! currx !
set-dda | #eissles +' ( INSTALL DDA PARMS HERE )
else 2drop 2drop 2drop
then t: \ sets MISSLE if space found
\ might need success flag

head: mdelete \ --- | resove MISSLE from array, fails if not in

t: missle € missize O f1ll
-1 #missles +' -1 #explode +' t;

28

\ Thit irfg220ct83)
: 7hit \ --- flag | true if hit goal, aliens can't hit self

mcoords \ missle location
1local & ?icons-at dup \ any icons at missle location
1f 0 over Jr swap v nyn,0,count
0 do =swap pointlicen \ examine each i1con { extra work)
norig #malien = \ Zalien missle
if €1d 27 35 within \ 15 icon our ship?
if drop | then \ success!
else drop | \ our missle, can't hit us (oh?}
then
loop r) ¥lag and \ merge with icons-at test

then 3
\ doesn’'t check for class 0 missles,
\ done in find-bomb and 7any-hits

9

\ Tanv-hits {rfa22oct8s)
head: 7any-hits \ check display, see 1f any collisions
t: maxmis 0 do 1 m @mclass \ 1f any missie in slot
if scoords Zinvis O= \ off screen
1f wsdelete | #explode +' \ mdelete does -!
else 7hit
if | #explode +' then \ record for later processing
then
then loop t;
\ alien missles alwavs on target?
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30
0
|
2
3
4
5
&
7
8
5
(1]
i1
1z
13
14
15
3l
0\ 7move-.icon 1f 1t is vizible {rfo2Zoct@s)
| head: reoro \ force reorcanization of iconlist
2 t: -5000 dup anchor 2! orolist ¢
3
4 head: 7move-.icon \ move only visible icons
5 t: xorsode & xormode off
&6 c1 ?icon=iaddr drop \ assume in list
7 pointricon
B @y 'iy ‘ix \ copy from object to icon
§ reorq showspace xormode ! i3
10
11
2
13
14
13
32
0 \ macros using delta-xy (rfg23send5i
|
2 head: (movet! \ x,y xl,yl --- | move xy towards zlyl
I t: delta-xy rot + inst-v ! + 1nst-x ! t;
I
5 head: (movea) \ xy,xlyl -—— away
6 t: delta-xy negate rot + inst-y ! negate + inst-x ! &3
7
8
g
10 \ sees to be reversed ?7
11
12
13
14
13

Binary Systems

33
\ find-bosb

: find-bosb \ --- flag! true 1f one ready; sets NISSLE
fexplode B or fexplode off
nagnis O do 1 s @aclass
1§ Thit
it leave then
then

loop r) #explode ' ; \ use only if certain | exists

34

\ 7plasma, advance {ria220ct85)

head: 7plasma \ called if plasma bolt has to follow ship
t: @eclass & =

1f ship-coords swap destx d! set-dda then t:
\ resets line variables to track cur ship

: advance
maxeis O do i Jao mclass c@
1f 7plases step-dda
then loop

35
\ ali-repair for test {rfg22oct85!
head: heal-crew
t: #assign-crew Jc+s inst-y 2+
dup 18 + swap do
i 1.58 c+s 106 “vit ¢! iclose
3 +loop navigator 1.58 »cés 190 “nav c! iclese iclose t;

head: restore-shield t: 2000 shield-cnt ! 2000 armor-cnt !

-

: repatr-all
shipic restore-shield heal-crew
100 dup %hull-pts ¢! dup lengine-pts c!
dup isensor-pts c' dup kcosa-pts c!
dup tmissle-pts ¢' dup Xlaser-pts c!
Ishield-pts c! iclose

—
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15
0\ attack sisulation {rfo22oct83)
I
1 : do.missles
3 advance Zany-hits #explode & 7dup
4 1f 0 do find-bomb
3 mcoords @eclass Tdup 0=
[ 1f »alpha )0font
7 nissle & parray - missize / .* MISSLE# * . quit
] then
§ morig cé |
10 ' do-damage sodule mdelete showspace
11 loop then ;
12
13
14
13
37
0 \ orient current vessel {réglloct8s)
|
2 head: Zpatch \ dx,dv --- flao! true if need to flip orientation
J t: 2dup or ( neither value 15 0 )
4 1f / 0) else Zdrop O then t:
5
b head: ves-orient \ oldx,y --— | reorients icon
7 t: Binst-species 25 = not \ debris check
B if @y @ 2ewap delta-xy \ current location
§  2swap Zdrop Zdup
{0 keyorient rot rot
f1 7patch if 4 + 8 mod then
12 dup ves-heading c!
13 35+ 'id
14 then t; \ call before 7move-.icon
13
38
0 \ display start {rfoZbsends)
1
2 head: orient)ship \ set orientation for attacking
3 t: ship-coords ves-orient
4 ves-heading c® 4 + 8 sod dup ves-headino ¢!
5 35+ lidt;
L]
7 head: vismap \ sets up x,yvis
B t: wabs @ [B - xvis !
3 yabs & 30 - yvis ! t;
0V xvis @ 14 +
1L\ yvis @ 27 +
12\ xvis & 22 +
13\ yvis & 41 + 'viswindow t;
14

Binary Systeas

39
\ install-icons, reorient

t install-icons \ becomes no-op when finished testing
{encounter) 1.58 )c+s iopen
' +iconbox module cdrop iclose
#ship ?icon=iaddr
1f drop
else #ship )cts
then 3

' icon-pars module +icon iclose

head: reorient \ ship reflects current orientation
t: iindex & Or

#ship 7icon=1addr drop pointlicon

theading c@ 27 + 'id
r) 1index ! showspace t3

40

\ 1n1t-space-pap (rfgl3octdsi.
1 init-space-sap

0. xlldest ! ylldest !

Miconfont

8 dup xwld:xpix ! ywldiypix !

| dup xwldsxpix 2+ ! ywldeypix 2¢ !

vismap ;

4l

\ 4ilscale Z:lscale
head: 4:lscale

t: vismap >Ziconfont

7 dup xildest ' ylidest !

4 dup xwld:xpix ' ywldivpix !

| dup xwld:xpix 2+ ! ywldiypix 2+ !
svis @ 10 + yvis @ 15 + xvis & 26 + vvis @ 47 + 'viswindow t;

(rta0loct8s)

head: 2:lscale
t: vismap )Jiconfont
| dup xlldest ! ylldest !
2 dup xwidixpix | wwldiypix !
I dup xwldsxpix 2+ ' vwldivpix 2+ !
¥vis & yvis B xvis @ 34 + yvis & 58 + !viswindow t:



Fage @
iz
0\ Beap

head: B:lscale
t: vismap ’liconfont
0. xlldest ! ylldest !
B dup xwld:zpix ! ywldsypix !
I dup xwidixpix 2¢ ! ywidsypix 24 !
xvis @ {4 4+ \ left edoe
vvis @ 22 + \ bottos
wvis & 22 4 \ rioht edae
yvis @ 4] + 'viswindow t; \ top

0 = O N = R -

— ot — gt
Lo I P R — - )

LM

0 \ dist-test finds greatest distance
I v= farthest \ largest coordinate gap
2 v= nearest \ closest coordinate gap
3

4 head: (close!

3 t: xabs € &1x - abs

-
LU

1 1-05-85

COMBAT CMP -—— Binary Systems

(rfa0loct8s)

(rfg02oct8s)

& yabs 8 #iv - abs min \ laroest of two coordinates

7 nearest @ ain nearest ' t; \ lowest of stored value and coord

B
9 head: (farth)
10 t: xabs @ &1y - abs

11 vabs @ @iy - abs max \ laroest of two coordinates

12 farthest # max farthest '
13
14
15

44

\ dist-test {inds areatest distance

(rfo220ct8s)

head: near-far \ set variables for scale and probing
t: farthest off 1000 nearest ! \ nothing this far away

1 pointiicon €id 35 44 within \ is 1t & vessel?

it {close) (farthi

0

|

2

3

4  ilocal & 0 do
5

b

7 then loop t:
8

45

\ determine which scale to use
\ head: getnf t: nearest & farthest & t;

1 set-scale
{ getnf | near-far
farthest & dup 35 ¢
if drop Bilscale
else 5 8 within ( 1 quess]
1f 4:lscale
else 2:lscale
then
then ( getnf d= not ) |

{rfolJoct85).

if showspace then ; \ change display only 1f change in

\ near/far setting

\ space-disp
1 set-orientations

ilocal € 0 do 1 pointdicon &1d 35 44 within

if &1 €ih Jcts
ship-coords ves-orient iclose
then loop ;

\ for every ship except ours, set orientation

{rfol3oct8s).

space-disp \ sets up space display, 2ssume console in place

init-iconlist init-space-sap
75 locradius ' install-icons ) reoran
i set-orientations ) set-scale ;
\ showspace ;

\ declipset
\
{

47

\ fire-sissle
head: dispoff

(rfgl7octds)

t: 68 + swap B + swap t; \ ugh, not scale dependant

1 dootf wid)scr dispoti scrobit :

1 afire-missie \ froa alien to plaver 's ship

ves-coords ship-coords #ealien
8inst-species 17 =

if 6

else ves-missie c@

then minstall step-dda

1 ves-behave ¢! Zattack on
orient)ship ‘time
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18 51
U\ fire-laser and execute alien (rglloctB)  exit \ raise-shields, lower-shields
I ¢ draw-laser \ x,y,xl,yl,color ---} draws in display
ddisplay 'color dooff 2swap dooff lline ; : raise-shields

?
3
4 : afire-laser : lower-shields ;
5 ves-laser cé
& if ves-coords ship-coords red draw-laser
7 " LASER CLASS " white 'color .tty
g ves-|aser @ .,
#aalien 0 ° do-damage module
10 refresh-aux 3 ves-behave c' Zattack on
11 orient)ship 'tiee

L3

17 then ;

13
14

15

45 52

0\ flee, approach {rfglJoctB3). exit \ arma-weapons, disarm-weapons
1 1 coordset ves-coords ship-coords ;

2 i Arm-weapons i

11 move-away

4 coordset (movea) 4 ves-behave c! 1 disarm-weapons 3

3 ves-coords ves-orient 7eove-.icon ; \ fleee

]

7 1 move-towards \ assumes vessel on c-stack

8 coordset (movet) 3 ves-behave c!
3 ves-coords ves-orient 7move-.icon

]
i
12
13
it}
15
50 53
0 \ >approaching  move-randomiv \ combat expert (ria27sep83)
1
7 head: dit \ --- dither 19 27 expert {combat}
3 t:  begin -1 2 rrnd 7dup until t:
i rule: 7attacking false
5 head: approaching Tstart-attacking-hostile true 7hestile true
&  t: ves-behave cf J = t; ?has-missles true --) afire-sissle
7
8 head: move-randosly rule: 7attacking false ?fight true
3 t: inst-x @ dit + inst-x ! “has-missies true --) afire-missie
{0 inst-v & dit + inst-y !
11 ves-coords ves-orient Tmove-.ican i rule: Zattacking true 7has-missles true
12 7fire-piss-now true --) afire-missle
13
14
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54
\ more rules (rfo2ésepBsd)
rule: ?attacking false
7start-attacking-hostile true 7hostile true
“has-missles false 7Zhas-lasers true
Trange-short true --) afire-laser
rule: 7attacking false 7fight true
Thas-missles false “has-lasers true
Trange-short true --) afire-laser
35
\ vet more rules {rfg2bsendS)
rule: ?attacking true “has-lasers true
74ire-piss-now false
7fire-laser-now true Prange-short true
-=) afire-laser
rule: Phostile false Zobsequious false
7terainated true 7go-now true
Tmove-rate)0 true --) move-away
rule: 7obseguious true Tcan-surrender false
Tmove-ratedd true --) aove-away
56
\ and yet more rules (rfg2isepdl)
rule: 7nothino-happening true
Tmove-rate)( true --> move-away
rule: 7move-rate)) true 7obseguious false
Trange-long true --) move-towards
rule: 7move-rate)( true 7obsequicus false
Trange-sedius true 7has-lasers true
Thas-missles false --) move-towards
rule: ?move-rate)d true Zaporoaching false
Tmove-rnd-now true --) sove-randomly

Binary Systess

57

\ simulation loop

exit

works like this, 1 think.

every time through the loop, one of the alien vessels executes
its behavior. Then, all the missle and laser objects are updated

58

\ sinulate does it for each creature {rta0loct8s!
v= “ves \ icond of current vessel for behaving

“ves off

1 this-vessel \ { --- current creature) for task
“ves @ pointlicon @il €1h dcés g

head: [st-vessel t: “ves off ti

59

\ simulz wraps the experts up {rtqlZoctds)
head: (combat)
t: ' {combat) distract <{combat) drop t:

: fix-ashield \ { vessel --- vessel ) | charge up shield
ves-shield-hits & ves-shieldpts & ¢
1f 5 ves-shieldpts +' then ;

fix-pshield

shield-cnt &

Ishield-cls @rclass \ now degends on shield class
Ishield-pts c&@ 5 # # ( \ and generating capability
1f 10 shield-cnt +' then 3
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0 \ simulate does it for each creature (rfa0dnovB3). \ check 1f player has mounted weapons {rfgl3octBs).

1

1 1 combat + Tweap-araed

3 1local € 1 > \ Zanybody to behave Istatus c€ | and
4 1f this-vessel @id 35 43 within \ not debris

5 if (combat) fix-ashield

& else #1d 27 35 within \ our ship?

7 if fi1x-pshield then

B8 then iclose \ the displaved object

9 “ves & |+ ilocal @ mod “ves ' \ wrap to 0 if at end

10 do.sissles near-far set-scale

11 then ;
12
13
14
15
8! &4
0 \ probe offsets (rfod2octd85) \ find-fuel {rfolZoct85l
1
2 transient t find=fuel \ { --- endurium } | inside starship hold
33 d, here 4 allot d' #starship-hold c+s iopen
4 resident 11 10 ifind drop 1open \ assume elements box
5 26 04 ifind drop ; \ also ASSUME soae endurium
& create orientroctant \ offsets for probe
710d, t1d, 01d, -11d,
8-10d, -1-14d, 0-14d,1-14,
g
10
1
12
13
14
15
62 65
0 \ cospute xy of probe (rfg03oct8S) \ deplete energy for using arsaments {rfolZoctBs)
{ 2v= #fuel \ hundreths of units of endurius
2 : set-probe \ [ ship --- ship )} | set xy of probe null #fusl d!
1 farthest @ nearest & + 2/ \ average distance
4  lheading c# 4% orient)octant + d@ : read-fuel
5  Jroover # xabs € + find-fuel inst-aty & 10 a¢ Hfuel d!
& ryrot * yabs & + probe d! 3 cdrop cdrop iclose @
7 exit
8 : show-orobe : dec~fuel \ amount --- | to subtract from #fuel
§ probe d& wid)scr swap 4 + swap 70 + #fuel d& rot 0 o~
10 display white 'color 4 .circle 3 2dup null d¢ 1f 2drop O, then
1 kfuel d' ;
12 \ read from hold when cosbat activated
13 \ TESTED
14

13
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\ Teapty-tank save-fuel {rfql2oct8s)
: Tempty-tank \ --- flag | true 1f no fuel left

§fuel d& do= :
: save-fuel \ restore to ship endurius stash

§fuel d€ 10 u/mod \ ASSUME no overfiow lost!!

swap 5 ) if 1+ then

find-fuel inst-gty '

iclose iclose iclose ;

\ check tor 0= while running, and restore when finished

&7

\ cospute nav skill dithering irfolZoct85i

iv= dtemp \ dither tesps

ndither \ navskill -—- +/- 5 points
0 250 rot

= rrnd 50 /

0 2 rrnd 1t negate then :

dither-target \ --- x,ydither for missie to go off
#assign-crew >c+s navigator 1.58
ycts “nav c@ »r (0 to 250 )
target 28 r@ ndither dup abs dtemp | + swap

r» ndither dup abs dteap 2+ ' + swap
cdrop 1close 2dup widiscr probe d' { show-probei
why 1s wid)scr there :: NAYBE BUR??

-

of

-

compute target coordinates, given probe {rfol3octds)
find-target
10000 tdist !
ilocal & dup |
if 0 do 1 pointricon 8id 35 44 within \ 2 vessel
if probe dé ves-coords dist
dup tdist & ¢
it tdist ' ves-coords target d!
else drop
then then loop
else drop
then :

e
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\ fire nissle fros our side (rfgl2octB3i
+ pfire-sissle
{ i1onore readv-to-fire test and existence test)
ship-coords
dither-target
#aplayer
Inissle-cls Brclass ( c# 7 and | minstall
step-dda \ get away from ship
5 dec-tuel
70
\ fire-laser and execute alien {rfg09octBs)

+ ptire-laser
ship-coords dither-target 2dup target d!
It-blue draw-iaser
target d& Beplayer 0 ' do-dasage module
| dec-fuel

71
\ pchoose - laser or missle [ if got | {rfolJoctdd).
: pfire \ some sort of armament
Teapty-tank not
1f Tweap-arsed
1f set-probe find-target
ship-coords target d@ dist 7 ¢
Ip-has-lasers and
1f pfire-laser
else 7p-has-sissles \ + time out check ?
if pfire-missle
else white 'color " WEAPON NOT AVAILABLE® .ttv
then then
else white 'color " WEAPONS NOT ARMED *.tty then
eise red ‘color " OUT OF FUEL! " .tty
then
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0 \ combat-tasks (rtaZZoctB3)
1 ¢ all-experts ‘cex @ execute combat ;
=
1 : cosbat-tasks \ install vectors for tasker
4 ° 7ship-repair 'vehicle-cycle ! Mrepair ‘repair !
5 " nop .vehicle-status ' \ vehicle update, every hour
& nop 'death ' \ executes when there is 2 death
7 all-experts ‘external-events ' \ lifefora sisulation goes here
B ' nop ‘ending ' \ KLUDGE for testing endoame=no fuel
3 ' 2appoint ‘crew-cycle ! 0. lastappoint 2!
10 " nop “.vital-signs ' * heal 'treatsent ! 7heal an
11\ 7 nop ".date ! \ date in auxwindow
12 tise-passing on ; \ activate these routines
13
14
15
13
0 \ tv-untasks {rfa22octB3)
|
7 : combat-untasks \ remove vectors for tasker
3 ' ?ship-repair 'vehicle-cycle ' ° arepair ‘repair !
4 " pop .vehicle-status ' \ vehicle update, every hour
5 " obits ‘death !
& CEI+WAK 'external-events ' \ lifeform simuiation went here
7 ' 7appoint ‘crew-cycle !
8 < nop .vital-signs ! " heal ‘treatment !
9 " nop '.date
10 save-tuel Tattack off
i iclese § \ the ship
12
13
14
15
74
0\ tv-key {rfg30oct8si
| decimal
2 : Zaaneuver \ ~--- flag | true if space bar hit
3 lkey & 13 =3
i
5 : combat-key \ key --- |terrain vehicle console interaction
4 (eyscan) keylorient
7 Lheading c! reorient
8 7trig 7maneuver not and
3 if pfire then showspace
10 Tmaneuver if (= then ; \ leave tasker
1
12
13
14

15
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\ combat-imt

: combat-init
Jmainview dark Jdisplay
" {.missles! '.background !
lst-vessel
" {role} sodule
combat-tasks 'tise
read-fuel #ship rc+s
armor-cnt @ 0=
space-disp »lfont

if * ov/dasage sodule 3 else | then

#3ur | refresh-aux
showspace ;

76
\ war
1 war
context-idé & 4 =
if ' combat-untasks ' combat-key

else beep then :

: clear-combat
eclr #missles off #expiode off

{rfg22octB5)

{rfg22octB5!

" combat-init dotasks

77
{ overlay suffix---- COMBAT
dispose close-overlay
132 overlay cosbat-ov  combat-ov

forth definitions

{rfo28oct8s)

: (war) combat-vor combat-ov war save-overlav

: fixup cosbat-voc combat-ov repair-all i

: {combl combat-voc combat-ov #ship c+s combat

iclose save-overlay :

1 cscale combat-voc combat-ov set-scale

+ tc combat-voc combat-ov clear-combat

\ call when leaving encounter
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0 \ module callers for cosbat (rfg28oct83)
1

2 ov-cancel

3 1 cosbat ' (comb) module ;

§

5 1 war ' (war) module

b

7 : ch ov-cancel cosbat-ov ;

8 ' cosbat 'wax ! " war 'coebat '
9

10 ¢ )w Yores dark ship-console war ;
11

12

13

14

15



