Rem Project: Android Nim 2D

Rem © 1978, 2005 Leo Christopherson

Rem for Dark Basic Professional
Rem Created: 1/29/2005 10:52:38 AM

Rem ***** Main Source File *****

REM INITILIZE SETTINGS

SYNC ON: SYNC RATE 40

BACKDROP OFF: REM HIDE MOUSE

REM SET FOR RANDOM NUMBERS

RANDOMIZE TIMER()

REM CREATE GAME INFO TYPE

TYPE GAME_INFO

   WHOSE_TURN_IS_IT AS INTEGER

   ANDROID_TOTAL AS INTEGER

   NUMBER_IN_ROW_1 AS INTEGER

   NUMBER_IN_ROW_2 AS INTEGER

   NUMBER_IN_ROW_3 AS INTEGER

   WHO_IS_WINNER AS INTEGER

ENDTYPE

DIM ROW(3) AS INTEGER

REM CREATE ANDROID DATA TYPE

DIM HEAD_SEQUENCE(18,10)

DIM DIFFUSIONS(18, 3)

TYPE ANDROID

   ALIVE AS INTEGER

   LOCKED AS INTEGER

   X_POSITION AS INTEGER

   Y_POSITION AS INTEGER

   PROCESSING_HEAD AS INTEGER

   HEAD_TYPE AS INTEGER

   HEAD_SEQUENCE_INDEX AS INTEGER

   HEAD_DELAY AS INTEGER

   HEAD_TIMER AS INTEGER

   HEAD_LOOKAROUND_TIMER AS INTEGER

   RIGHT_ARM_TYPE AS INTEGER

   LEFT_ARM_TYPE AS INTEGER

   HEAD_SPRITE_# AS INTEGER

   BODY_SPRITE_# AS INTEGER

   RIGHT_ARM_SPRITE_# AS INTEGER

   LEFT_ARM_SPRITE_# AS INTEGER

   FULL_BODY_SPRITE_#

   STARTING_ALPHA AS INTEGER

   EXPLOSION_IMAGE AS INTEGER

   EXPLOSION_SPRITE_# AS INTEGER

   EXPLOSION_COUNTER AS INTEGER

   EXPLOSION_DELAY AS INTEGER

ENDTYPE

REM TYPE TO TRACK ANDROID STATIS FOR COMPUTER MOVES

REM WHERE STATIS 0 = DEAD, 1 = SLELCTED, 2 = AVAILABLE

TYPE ANDROID_STATIS

   ROW_# AS INTEGER

   STATIS AS INTEGER

ENDTYPE

REM MISSILE DATA TYPE

TYPE MISSILE

   MISSILE_EXISTS AS INTEGER

   X_START_POSITION AS INTEGER

   X_END_POSITION AS INTEGER

   Y_START_POSITION AS INTEGER

   PROCESSING_MISSILE AS INTEGER

   MISSILE_IMAGE AS INTEGER

   MISSILE_SPEED AS INTEGER

   START_DELAY AS INTEGER

   MOVE_COUNTER AS INTEGER

   DRIFT_#

ENDTYPE

REM GUN FLASH DATA TYPE

TYPE GUNFLASH

   X_POSITION AS INTEGER

   Y_POSITION AS INTEGER

   IMAGE_# AS INTEGER

   COUNTER AS INTEGER

ENDTYPE

DIM COLOR(3) AS INTEGER

MOUSE_CLICK = 0

MOUSE_X AS INTEGER

MOUSE_Y AS INTEGER

SELECTED_ROW AS INTEGER

ROW_NUMBER AS INTEGER

ROW_LOCK AS INTEGER

ROW_NUMBER =1

SELECTED_ROW = 0

RESTORE_ROW = 0

ROW_LOCK = 0

TURN_LOCK = 0

DIM ROWS(3) AS INTEGER

ANDROID_NUMBER AS INTEGER

X_OFFSET = 20: Y_OFFSET = 100

X_BODY_OFFSET = 0: Y_BODY_OFFSET = 36

X_RIGHT_ARM_OFFSET = 0: Y_RIGHT_ARM_OFFSET = 36

X_LEFT_ARM_OFFSET = 21: Y_LEFT_ARM_OFFSET = 36

ARM_COUNTER = 5

REM SELECT FONT

SET TEXT FONT "ARIEL": SET TEXT SIZE 16

SET TEXT TO BOLD: SET TEXT TRANSPARENT

REM LOADING PROMPT

SYNC: CENTER TEXT SCREEN WIDTH()/2,SCREEN HEIGHT()/2,"LOADING ANDROID NIM": SYNC

REM LOAD ALL MEDIA FOR GAME

GOSUB _LOAD_GAME

SYNC: CLS 0: SYNC

REM SET UP ALL OBJECTS FOR GAME

_RESTART_GAME:

ARM_LOCK = 0

LOCK_SELECT = 0

COMPUTER_MOVE_DELAY = 50

WORD_DELAY = 0

NUMBER_OF_WORDS = 0

MUSIC_STARTED = 0

CURRENT_WORD$ = ""

RESTART_LOCK = 0

SCREEN_DELAY = 255

ROTATION_ANGLE = 0

THETA = 0

WORD_SCALE = 100: REM SETS SIZE OF "I WIN" MESSAGE

SCALE_DIRECTION = 1: REM SETS INCREASE (1) OR DECREASE (0) OF SIZE OF "I WIN" MESSAGE

SUCKS_X = 20

SUCKS_Y = 450

SUCKS_DELTA_X = 2

SUCKS_DELTA_Y = 2

RULES_X = 390

RULES_Y = 20

RULES_DELTA_X = -3

RULES_DELTA_Y = -3

COUNTER = 0

DO_RESTART = 0

IF SPRITE EXIST(3001) THEN DELETE SPRITE 3001

IF SPRITE EXIST(3002) THEN DELETE SPRITE 3002

IF SPRITE EXIST(3003) THEN DELETE SPRITE 3003

IF SPRITE EXIST(3004) THEN DELETE SPRITE 3004

GOSUB _SETUP_GAME

SHOW ALL SPRITES

REM GAME LOOP ******************************************************************************

DO

   CLS 0

   REM PASTE IMAGE 57, 0, 0

   PASTE IMAGE 50, 0, 0

   REM SHOW SPRITE 3000

   SET TEXT SIZE 16

   SET CURSOR 280, 3

   PRINT "ANDROID NIM"

   SET CURSOR 235, 460

   PRINT "© 1978, 2005 Leo Christopherson";

   SET CURSOR 42, 25

   PRINT "R";

   SET CURSOR 590, 25

   PRINT "?";

   REM CHECK FOR MOUSE CLICK

   IF (MOUSECLICK() <> 0 AND MOUSE_CLICK = 0)

      MOUSE_CLICK = 1

      MOUSE_X = MOUSEX()

      MOUSE_Y = MOUSEY()

   ENDIF

   REM SHOW HELP SCREEN

   IF (MOUSE_X > 575 AND MOUSE_Y < 50)

      SPRITE 3005, 0, 0, 49

      SET SPRITE PRIORITY 3005, 6

      IF MOUSECLICK() = 0

         MOUSE_CLICK = 0

         MOUSE_X = 0: MOUSE_Y = 0

      ENDIF

      GOTO END_LOOP

   ENDIF

   IF SPRITE EXIST(3005) THEN DELETE SPRITE 3005

   REM CHOSE WHO STARTS

   GOSUB _CHOSE_WHO_STARTS

   IF CURRENT_GAME(1).WHOSE_TURN_IS_IT = 0 THEN GOTO END_LOOP

   REM CONTROL GAME ELEMENTS

   GOSUB _CONTROL_PLAYER

   GOSUB _MOUSE_CONTROL

      IF DO_RESTART = 1 THEN GOTO _RESTART_GAME

   GOSUB _CONTROL_COMPUTER

   GOSUB _CONTROL_STATS

   END_LOOP:

   REM UPDATE SCREEN

   GOSUB _UPDATE_SCREEN

   SYNC

REM END LOOP

LOOP

REM SUBROUTINES *****************************************************************************

   REM LET PLAYER SELECT HUMAN (1) OR COMPUTER (2) FOR FIRST MOVE

   _CHOSE_WHO_STARTS:

   IF CURRENT_GAME(1).WHOSE_TURN_IS_IT > 0 THEN RETURN

   REM CURRENT_GAME(1).WHOSE_TURN_IS_IT = 0

   SHOW SPRITE 61

   SHOW SPRITE 62

   SHOW SPRITE 63

   IF CURRENT_GAME(1).WHOSE_TURN_IS_IT = 0 THEN GOSUB _CONTROL_PLAYER

   IF MOUSE_CLICK = 0 THEN RETURN

   MOUSE_CLICK = 0

   ANDROID_NUMBER = 0

   ROW_NUMBER = 0

   IF (MOUSE_Y < 80 OR MOUSE_Y > 106) THEN RETURN

   IF (MOUSE_X > 80 AND MOUSE_X < 203)

      DELETE SPRITE 61

      DELETE SPRITE 62

      DELETE SPRITE 63

      CURRENT_GAME(1).WHOSE_TURN_IS_IT = 1

      RETURN

   ENDIF

   IF (MOUSE_X > 405 AND MOUSE_X < 547)

      DELETE SPRITE 61

      DELETE SPRITE 62

      DELETE SPRITE 63

      CURRENT_GAME(1).WHOSE_TURN_IS_IT = 2

      RETURN

   ENDIF

   RETURN

   REM UPDATE THE ANDROIDS' HEADS AND ARMS RANDOMLY

   _CONTROL_PLAYER:

   REM CALL THE LOOKAROUND ROUTINE

   FOR X = 1 TO 18

      GOSUB _LOOKAROUND

   NEXT X

   RETURN

       REM THE LOOKAROUND SUBROUTINE

       _LOOKAROUND:

         IF (ANDROIDS(X).ALIVE = 0 OR ANDROIDS(X).ALIVE = 2 OR ANDROIDS(X).ALIVE = 3) THEN RETURN

         IF ANDROIDS(X).LOCKED = 1 THEN RETURN

         GOSUB _SET_RIGHT_ARM

         GOSUB _SET_LEFT_ARM

         GOSUB _PROCESS_HEAD_SEQUENCE

         GOSUB _SELECT_NEW_HEAD_SEQUENCE

         RETURN

         REM UPDATE CURRENT HEAD SEQUENCE

         _PROCESS_HEAD_SEQUENCE:

            IF (ANDROIDS(X).PROCESSING_HEAD = 1 AND ANDROIDS(X).HEAD_TIMER = 0)

               INC ANDROIDS(X).HEAD_SEQUENCE_INDEX

               IF HEAD_SEQUENCE(X, ANDROIDS(X).HEAD_SEQUENCE_INDEX) = 0

                  ANDROIDS(X).PROCESSING_HEAD = 0

               ELSE

                  ANDROIDS(X).HEAD_TYPE = HEAD_SEQUENCE(X, ANDROIDS(X).HEAD_SEQUENCE_INDEX)

                  ANDROIDS(X).HEAD_TIMER = ANDROIDS(X).HEAD_DELAY

               ENDIF

            ENDIF

            RETURN

         REM SELECT NEW HEAD SEQUENCE

         _SELECT_NEW_HEAD_SEQUENCE:

         IF (ANDROIDS(X).PROCESSING_HEAD = 0 AND ANDROIDS(X).HEAD_LOOKAROUND_TIMER = 0)

            ANDROIDS(X).HEAD_LOOKAROUND_TIMER = 50 + RND(50)

            IF HEAD_SEQUENCE(X, ANDROIDS(X).HEAD_SEQUENCE_INDEX) = 0

               GOSUB _GET_NEW_HEAD_SEQUENCE

            ENDIF

         ENDIF

         DEC ANDROIDS(X).HEAD_TIMER

         IF ANDROIDS(X).HEAD_TIMER < 0

            ANDROIDS(X).HEAD_TIMER = 0

         ENDIF

         DEC ANDROIDS(X).HEAD_LOOKAROUND_TIMER

         IF ANDROIDS(X).HEAD_LOOKAROUND_TIMER < 0

            ANDROIDS(X).HEAD_LOOKAROUND_TIMER = 0

         ENDIF

         RETURN

         REM GET NEW HEAD SEQUENCE

         _GET_NEW_HEAD_SEQUENCE:

         ANDROIDS(X).HEAD_SEQUENCE_INDEX = 0

         IF ANDROIDS(X).ALIVE = 4 THEN GOTO _SET_SHAKE_HEAD_NO

         IF ANDROIDS(X).ALIVE = 5 THEN GOTO _SET_SHAKE_HEAD_YES

         IF ANDROIDS(X).ALIVE = 6 THEN GOTO _TURN_HEAD_FULL_RIGHT

         IF ANDROIDS(X).ALIVE = 7 THEN GOTO _TURN_HEAD_FULL_LEFT

         IF 1 + RND(2) = 1 THEN GOTO _GET_BLINK_SEQUENCE

         IF ANDROIDS(X).HEAD_TYPE = 4

            Y = 1 + RND(5)

            FOR Z = 1 TO 5

            HEAD_SEQUENCE(X,Z) = HEADS(Y,Z)

            NEXT Z

         ENDIF

         IF ANDROIDS(X).HEAD_TYPE = 6

            FOR Z = 1 TO 5

            HEAD_SEQUENCE(X,Z) = HEADS(7,Z)

            NEXT Z

         ENDIF

         IF ANDROIDS(X).HEAD_TYPE = 5

            FOR Z = 1 TO 5

            HEAD_SEQUENCE(X,Z) = HEADS(8,Z)

            NEXT Z

         ENDIF

         IF (ANDROIDS(X).HEAD_TYPE = 3 OR ANDROIDS(X).HEAD_TYPE = 7 OR ANDROIDS(X).HEAD_TYPE = 8 OR ANDROIDS(X).HEAD_TYPE = 11 )

            FOR Z = 1 TO 5

            HEAD_SEQUENCE(X,Z) = HEADS(9,Z)

            NEXT Z

         ENDIF

         ANDROIDS(X).PROCESSING_HEAD = 1

         ANDROIDS(X).HEAD_DELAY = 1 + RND(5)

         ANDROIDS(X).HEAD_TIMER = ANDROIDS(X).HEAD_DELAY

         RETURN

         REM TURN HEAD RIGHT AND SET FOR DEATH

         _TURN_HEAD_FULL_RIGHT:

         IF ANDROIDS(X).HEAD_TYPE = 6

            ANDROIDS(X).HEAD_TYPE = 17

            ANDROIDS(X).LOCKED = 1

            ANDROIDS(X).RIGHT_ARM_TYPE = 22

            ANDROIDS(X).LEFT_ARM_TYPE = 23

            REM ANDROIDS(X).ALIVE = 6

            RETURN

         ENDIF

         FOR Z = 1 TO 10

            HEAD_SEQUENCE(X,Z) = HEADS(1,Z)

         NEXT Z

         ANDROIDS(X).PROCESSING_HEAD = 1

         ANDROIDS(X).HEAD_DELAY = 3 + RND(1)

         ANDROIDS(X).HEAD_TIMER = ANDROIDS(X).HEAD_DELAY

         RETURN

         REM TURN CONTROLLER HEAD FULL LEFT AND LOCK FOR FIRING

         _TURN_HEAD_FULL_LEFT:

         IF ANDROIDS(X).HEAD_TYPE = 5

            ANDROIDS(X).LOCKED = 1
            RETURN

         ENDIF

         FOR Z = 1 TO 10

            HEAD_SEQUENCE(X,Z) = HEADS(2,Z)

         NEXT Z

         ANDROIDS(X).PROCESSING_HEAD = 1

         ANDROIDS(X).HEAD_DELAY = 3 + RND(1)

         ANDROIDS(X).HEAD_TIMER = ANDROIDS(X).HEAD_DELAY

         RETURN

         REM SET SHAKE HEAD NO

         _SET_SHAKE_HEAD_NO:

         IF 1 + RND(1) = 1

            FOR Z = 1 TO 10: HEAD_SEQUENCE(X,Z) = HEADS(17,Z): NEXT Z

         ELSE

            FOR Z = 1 TO 10: HEAD_SEQUENCE(X,Z) = HEADS(18,Z): NEXT Z

         ENDIF

         ANDROIDS(X).ALIVE = 1

         ANDROIDS(X).PROCESSING_HEAD = 1

         ANDROIDS(X).HEAD_DELAY = 3 + RND(1)

         ANDROIDS(X).HEAD_TIMER = ANDROIDS(X).HEAD_DELAY

         RETURN

         REM SET SHAKE HEAD YES

         _SET_SHAKE_HEAD_YES:

         Y = 19 + RND(2)

         FOR Z = 1 TO 10: HEAD_SEQUENCE(X,Z) = HEADS(Y,Z): NEXT

         ANDROIDS(X).ALIVE = 1

         ANDROIDS(X).PROCESSING_HEAD = 1

         ANDROIDS(X).HEAD_DELAY = 3 + RND(1)

         ANDROIDS(X).HEAD_TIMER = ANDROIDS(X).HEAD_DELAY

         RETURN

         REM GET BLINK SEQUENCE

         _GET_BLINK_SEQUENCE:

            IF ANDROIDS(X).HEAD_TYPE = 6  THEN  FOR Z = 1 TO 5: HEAD_SEQUENCE(X,Z) = HEADS(10,Z): NEXT Z

            IF ANDROIDS(X).HEAD_TYPE = 5  THEN  FOR Z = 1 TO 5: HEAD_SEQUENCE(X,Z) = HEADS(11,Z): NEXT Z

            IF ANDROIDS(X).HEAD_TYPE = 8  THEN  FOR Z = 1 TO 5: HEAD_SEQUENCE(X,Z) = HEADS(12,Z): NEXT Z

            IF ANDROIDS(X).HEAD_TYPE = 7  THEN  FOR Z = 1 TO 5: HEAD_SEQUENCE(X,Z) = HEADS(13,Z): NEXT Z

            IF ANDROIDS(X).HEAD_TYPE = 11 THEN  FOR Z = 1 TO 5: HEAD_SEQUENCE(X,Z) = HEADS(14,Z): NEXT Z

            IF ANDROIDS(X).HEAD_TYPE = 3  THEN  FOR Z = 1 TO 5: HEAD_SEQUENCE(X,Z) = HEADS(15,Z): NEXT Z

            IF ANDROIDS(X).HEAD_TYPE = 4  THEN  FOR Z = 1 TO 5: HEAD_SEQUENCE(X,Z) = HEADS(16,Z): NEXT Z

         ANDROIDS(X).PROCESSING_HEAD = 1

         ANDROIDS(X).HEAD_DELAY = 5 + RND(5)

         ANDROIDS(X).HEAD_TIMER = ANDROIDS(X).HEAD_DELAY

         RETURN

         REM SET RIGHT ARMS

         _SET_RIGHT_ARM:

         FOR V = 1 TO 18

            IF ANDROIDS(V).ALIVE = 7

               ANDROIDS(V).RIGHT_ARM_TYPE = 13

               RETURN

            ENDIF

            W = 1 + RND(5000)

            SELECT W

               CASE 1: ANDROIDS(V).RIGHT_ARM_TYPE = 13: ENDCASE

               CASE 2: ANDROIDS(V).RIGHT_ARM_TYPE = 21: ENDCASE

               CASE 3: ANDROIDS(V).RIGHT_ARM_TYPE = 22: ENDCASE

               CASE DEFAULT: ENDCASE

            ENDSELECT

         NEXT X

            RETURN

         REM SET LEFT ARMS

         _SET_LEFT_ARM:

         FOR V = 1 TO 18

            IF (ANDROIDS(V).ALIVE = 7)

               IF ARM_COUNTER > 0 THEN DEC ARM_COUNTER: RETURN

               IF ANDROIDS(V).LEFT_ARM_TYPE < 26 THEN ANDROIDS(V).LEFT_ARM_TYPE = 26

               IF ANDROIDS(V).LEFT_ARM_TYPE < 29 THEN INC ANDROIDS(V).LEFT_ARM_TYPE

               ARM_COUNTER = 30

               RETURN

            ENDIF

            IF (ANDROIDS(V).LEFT_ARM_TYPE > 26 AND ARM_LOCK = 0)

               IF ARM_COUNTER > 0 THEN DEC ARM_COUNTER: RETURN

               DEC ANDROIDS(V).LEFT_ARM_TYPE

               IF ANDROIDS(V).LEFT_ARM_TYPE = 26 THEN ANDROIDS(V).LEFT_ARM_TYPE = 24

               ARM_COUNTER = 30

               RETURN

            ENDIF

            IF ARM_LOCK = 1 THEN RETURN

            REM W = 24

            REM IF ANDROIDS(V).LEFT_ARM_TYPE <> 27 THEN

            W = 1 + RND(5000)

            SELECT W

               CASE 1: ANDROIDS(V).LEFT_ARM_TYPE = 12: ENDCASE

               CASE 2: ANDROIDS(V).LEFT_ARM_TYPE = 23: ENDCASE

               CASE 3: ANDROIDS(V).LEFT_ARM_TYPE = 24: ENDCASE

               CASE DEFAULT: ENDCASE

            ENDSELECT

         NEXT V

         RETURN

   _MOUSE_CONTROL: REM **********************************************************

   REM SET FOR MOUSE CLICK

   IF MOUSE_CLICK = 0 THEN RETURN

   IF MOUSECLICK() = 0 THEN MOUSE_CLICK = 0

   REM ALLOW FOR RESTART

   RESTART_LOCK = 0

   FOR X = 1 TO 18

      IF (ANDROIDS(X).ALIVE = 2 OR ANDROIDS(X).ALIVE = 3 OR ANDROIDS(X).ALIVE = 7 OR (SCREEN_DELAY <> 0 AND SCREEN_DELAY <> 255)) THEN RESTART_LOCK = 1

   NEXT X

   IF (MOUSE_X < 75 AND MOUSE_Y < 50 AND RESTART_LOCK = 0)

      FOR X = 1 TO 2: STOP MUSIC X: NEXT X

      DO_RESTART = 1: RETURN: REM GOTO _RESTART_GAME

   ENDIF

   REM CHECK FOR HUMAN'S'S TURN

   IF CURRENT_GAME(1).WHOSE_TURN_IS_IT <> 1 THEN RETURN

   REM MAKE SURE COMPUTER'S MOVE IS DONE AND EXPLOSIONS ARE FINISHED

   TURN_LOCK = 0

   FOR X = 1 TO 18

      IF (ANDROIDS(X).ALIVE = 2 OR ANDROIDS(X).ALIVE = 3) THEN TURN_LOCK = 1

   NEXT X

   IF TURN_LOCK = 1 THEN RETURN

   GOSUB _FIND_ANDROID_NUMBER

   _ENTRY_FOR_COMPUTER_MOVE:

   REM SHAKE HEAD NO IF CONTROLLER ANDROID IS CLICKED ON

   IF (ANDROID_NUMBER = 1 OR ANDROID_NUMBER = 2 OR ANDROID_NUMBER = 3)

      ANDROIDS(ANDROID_NUMBER).ALIVE = 4

      ANDROID_NUMBER = 0

      IF (ROW_NUMBER = SELECTED_ROW)

         FOR X = 1 TO 18

            IF (ANDROIDS(X).ALIVE = 6)

               ANDROIDS(X).ALIVE = 3

               ROW_LOCK = 0

               MISSILES(X).MISSILE_EXISTS = 1

               MISSILES(X).PROCESSING_MISSILE = 1

               MISSILES(X).MISSILE_SPEED = RND(7)

               MISSILES(X).START_DELAY = 10 + RND(20)

            ENDIF

         NEXT X

         FOR X = 1 TO 3

            ANDROIDS(X).ALIVE = 1

            ANDROIDS(X).LOCKED = 0

         NEXT X

         IF CURRENT_GAME(1).ANDROID_TOTAL <> 0 THEN CURRENT_GAME(1).WHOSE_TURN_IS_IT = 2: REM SET FOR COMPUTER'S TURN

         COMPUTER_MOVE_DELAY = 50

      ENDIF

      REM CANCEL SET FOR KILL IF DIFFERENT CONTROLLER IS SELECTED

      IF (ROW_NUMBER <> SELECTED_ROW)

         FOR X = 1 TO 18

            IF (ANDROIDS(X).ALIVE = 6 OR ANDROIDS(X).ALIVE = 7)

               IF ANDROIDS(X).ALIVE = 6: REM INCREASE BACK ANDROID NUMBER IN ROW

                  SELECT RESTORE_ROW

                     CASE 1: INC CURRENT_GAME(1).NUMBER_IN_ROW_1: ENDCASE

                     CASE 2: INC CURRENT_GAME(1).NUMBER_IN_ROW_2: ENDCASE

                     CASE 3: INC CURRENT_GAME(1).NUMBER_IN_ROW_3: ENDCASE

                     CASE DEFAULT: ENDCASE

                  ENDSELECT

               ENDIF

               ANDROIDS(X).ALIVE = 1

               ANDROIDS(X).LOCKED = 0

               ANDROIDS(X).HEAD_SEQUENCE_INDEX = 0

               ROW_LOCK = 0

            ENDIF

         NEXT X

      ENDIF

      RETURN

   ENDIF

   REM GET ANDROID NUMBER AND ROW NUMBER

   IF (ROW_LOCK = 0 AND ANDROIDS(ANDROID_NUMBER).ALIVE = 1)

      SELECTED_ROW = ROW_NUMBER

      RESTORE_ROW = ROW_NUMBER

      SELECT SELECTED_ROW: REM REDUCE ANDROID NUMBER IN ROW

         CASE 1: DEC CURRENT_GAME(1).NUMBER_IN_ROW_1: ENDCASE

         CASE 2: DEC CURRENT_GAME(1).NUMBER_IN_ROW_2: ENDCASE

         CASE 3: DEC CURRENT_GAME(1).NUMBER_IN_ROW_3: ENDCASE

         CASE DEFAULT: ENDCASE

      ENDSELECT

      ANDROIDS(ANDROID_NUMBER).ALIVE = 6

      GOSUB _SHAKE_HEADS_YES

      IF CURRENT_GAME(1).WHOSE_TURN_IS_IT = 1 THEN PLAY SOUND 6

      ANDROIDS(ROW_NUMBER).ALIVE = 7

      ROW_LOCK = 1
   ENDIF

   REM SET TO KILL CLICKED-ON ANDROID

   IF (ROW_LOCK = 1 AND ROW_NUMBER = SELECTED_ROW AND (ANDROIDS(ANDROID_NUMBER).ALIVE = 1 OR ANDROIDS(ANDROID_NUMBER).ALIVE = 5))

      ANDROIDS(ANDROID_NUMBER).ALIVE = 6: REM SELECT ANDROID AS TARGET

      GOSUB _SHAKE_HEADS_YES

      IF CURRENT_GAME(1).WHOSE_TURN_IS_IT = 1 THEN PLAY SOUND 6

      SELECT SELECTED_ROW: REM REDUCE ANDROID NUMBER IN ROW

         CASE 1: DEC CURRENT_GAME(1).NUMBER_IN_ROW_1: ENDCASE

         CASE 2: DEC CURRENT_GAME(1).NUMBER_IN_ROW_2: ENDCASE

         CASE 3: DEC CURRENT_GAME(1).NUMBER_IN_ROW_3: ENDCASE

         CASE DEFAULT: ENDCASE

      ENDSELECT
   ELSE

      IF ROW_NUMBER <> SELECTED_ROW

      SELECT ROW_NUMBER

         CASE 1: FOR X = 4 TO 10: ANDROIDS(X).ALIVE = 4: NEXT X: ENDCASE

         CASE 2: FOR X = 11 TO 15: ANDROIDS(X).ALIVE = 4: NEXT X: ENDCASE

         CASE 3: FOR X = 16 TO 18: ANDROIDS(X).ALIVE = 4: NEXT X: ENDCASE

         CASE DEFAULT: ENDCASE

      ENDSELECT

      ENDIF

   ENDIF

   RETURN

      REM SET FOR HEAD SHAKE YES IF CORRECT ROW IS PICKED

      _SHAKE_HEADS_YES:

      FOR W = 1 TO 3

         IF W <> ROW_NUMBER

            SELECT W

               CASE 1: FOR X = 4 TO 10

                        IF ANDROIDS(X).ALIVE = 1 THEN ANDROIDS(X).ALIVE = 5

                        NEXT X

               ENDCASE

               CASE 2: FOR X = 11 TO 15

                        IF ANDROIDS(X).ALIVE = 1 THEN ANDROIDS(X).ALIVE = 5

                        NEXT X

               ENDCASE

               CASE 3: FOR X = 16 TO 18

                        IF ANDROIDS(X).ALIVE = 1 THEN ANDROIDS(X).ALIVE = 5

                        NEXT X

               ENDCASE

               CASE DEFAULT: ENDCASE

            ENDSELECT

         ENDIF

      NEXT W

      RETURN

   REM FIND ANDROID NUMBER

   _FIND_ANDROID_NUMBER:

      REM FIND ROW NUMBER

      ROW_NUMBER = 4

      IF (MOUSE_Y >= ANDROIDS(1).Y_POSITION + Y_OFFSET AND MOUSE_Y <= ANDROIDS(1).Y_POSITION + Y_OFFSET + 84) THEN ROW_NUMBER = 1

      IF (MOUSE_Y >= ANDROIDS(2).Y_POSITION + Y_OFFSET AND MOUSE_Y <= ANDROIDS(2).Y_POSITION + Y_OFFSET + 84) THEN ROW_NUMBER = 2

      IF (MOUSE_Y >= ANDROIDS(3).Y_POSITION + Y_OFFSET AND MOUSE_Y <= ANDROIDS(3).Y_POSITION + Y_OFFSET + 84) THEN ROW_NUMBER = 3

      REM FIND ANDROID NUMBER

      SELECT ROW_NUMBER

         CASE 1: FOR X = 4 TO 10

                  IF (MOUSE_X >= ANDROIDS(X).X_POSITION + X_OFFSET AND MOUSE_X <= ANDROIDS(X).X_POSITION + X_OFFSET + 36) THEN ANDROID_NUMBER = X

                  NEXT X

                  IF (MOUSE_X >= ANDROIDS(1).X_POSITION + X_OFFSET AND MOUSE_X <= ANDROIDS(1).X_POSITION + X_OFFSET + 36) THEN ANDROID_NUMBER = 1

                  ENDCASE

         CASE 2: FOR X = 11 TO 15

                  IF (MOUSE_X >= ANDROIDS(X).X_POSITION + X_OFFSET AND MOUSE_X <= ANDROIDS(X).X_POSITION + X_OFFSET + 36) THEN ANDROID_NUMBER = X

                  NEXT X

                  IF (MOUSE_X >= ANDROIDS(2).X_POSITION + X_OFFSET AND MOUSE_X <= ANDROIDS(2).X_POSITION + X_OFFSET + 36) THEN ANDROID_NUMBER = 2

                  ENDCASE

         CASE 3: FOR X = 16 TO 18

                  IF (MOUSE_X >= ANDROIDS(X).X_POSITION + X_OFFSET AND MOUSE_X <= ANDROIDS(X).X_POSITION + X_OFFSET + 36) THEN ANDROID_NUMBER = X

                  NEXT X

                  IF (MOUSE_X >= ANDROIDS(3).X_POSITION + X_OFFSET AND MOUSE_X <= ANDROIDS(3).X_POSITION + X_OFFSET + 36) THEN ANDROID_NUMBER = 3

                  ENDCASE

         CASE DEFAULT: ENDCASE

      ENDSELECT

      RETURN

   _CONTROL_COMPUTER: REM *************************************************************

   REM CHECK FOR COMPUTER'S TURN

   IF CURRENT_GAME(1).WHOSE_TURN_IS_IT <> 2 THEN RETURN

   REM MAKE SURE HUMAN'S MOVE IS DONE AND EXPLOSIONS ARE FINISHED

   ROW_LOCK = 0

   TURN_LOCK = 0

   FOR X = 4 TO 18

      IF (ANDROIDS(X).ALIVE = 2 OR ANDROIDS(X).ALIVE = 3) THEN TURN_LOCK = 1

   NEXT X

   IF TURN_LOCK = 1 THEN RETURN

   IF LOCK_SELECT = 0 THEN GOSUB _GET_COMPUTER_MOVE

   GOSUB _MAKE_COMPUTER_MOVE

   RETURN: REM END CONTROL COMPUTER ROUTINE *******************************************

   REM GET COMPUTER'S MOVE -----------------------------------------------------------

   _GET_COMPUTER_MOVE:

   IF (CURRENT_GAME(1).ANDROID_TOTAL = 15) THEN GOTO _GET_ONE_ANDROID

   REM LOAD ROWS ARRAY

   ROWS(1) = CURRENT_GAME(1).NUMBER_IN_ROW_1

   ROWS(2) = CURRENT_GAME(1).NUMBER_IN_ROW_2

   ROWS(3) = CURRENT_GAME(1).NUMBER_IN_ROW_3

      REM CHECK FOR WINNING MOVE - >1, 2, 3 OR >1, 3, 2

      IF ((ROWS(1) > 1 AND ROWS(2) = 2 AND ROWS(3) = 3) OR (ROWS(1) > 1 AND ROWS(2) = 3 AND ROWS(3) = 2))

         PICK_NUMBER = ROWS(1) - 1

         GOSUB SETUP_FOR_ROW_ONE

         RETURN

      ENDIF

      REM CHECK FOR WINNING MOVE - >2, 3, 1 OR >2, 1, 3

      IF ((ROWS(1) > 2 AND ROWS(2) = 3 AND ROWS(3) = 1) OR (ROWS(1) > 2 AND ROWS(2) = 1 AND ROWS(3) = 3))

         PICK_NUMBER = ROWS(1) - 2

         GOSUB SETUP_FOR_ROW_ONE

         RETURN

      ENDIF

      REM CHECK FOR WINNING MOVE - >3, 2, 1 OR >3, 1, 2

      IF ((ROWS(1) > 3 AND ROWS(2) = 2 AND ROWS(3) = 1) OR (ROWS(1) > 3 AND ROWS(2) = 1 AND ROWS(3) = 2))

         PICK_NUMBER = ROWS(1) - 3

         GOSUB SETUP_FOR_ROW_ONE

         RETURN

      ENDIF

      REM CHECK FOR WINNING MOVE - 2, >1, 3 OR 3, >1, 2

      IF ((ROWS(1) = 2 AND ROWS(2) > 1 AND ROWS(3) = 3) OR (ROWS(1) = 3 AND ROWS(2) > 1 AND ROWS(3) = 2))

         PICK_NUMBER = ROWS(2) - 1

         GOSUB SETUP_FOR_ROW_TWO

         RETURN

      ENDIF

      REM CHECK FOR WINNING MOVE - 1, >2, 3 OR 3, >2, 1

      IF ((ROWS(1) = 1 AND ROWS(2) > 2 AND ROWS(3) = 3) OR (ROWS(1) = 3 AND ROWS(2) > 2 AND ROWS(3) = 1))

         PICK_NUMBER = ROWS(2) - 2

         GOSUB SETUP_FOR_ROW_TWO

         RETURN

      ENDIF

      REM CHECK FOR WINNING MOVE - 1, >3, 2 OR 2, >3, 1

      IF ((ROWS(1) = 1 AND ROWS(2) > 3 AND ROWS(3) = 2) OR (ROWS(1) = 2 AND ROWS(2) > 3 AND ROWS(3) = 1))

         PICK_NUMBER = ROWS(2) - 3

         GOSUB SETUP_FOR_ROW_TWO

         RETURN

      ENDIF

      REM CHECK FOR WINNING MOVE - 2, 3, >1 OR 3, 2, >1

      IF ((ROWS(1) = 2 AND ROWS(2) = 3 AND ROWS(3) > 1) OR (ROWS(1) = 3 AND ROWS(2) = 2 AND ROWS(3) > 1))

         PICK_NUMBER = ROWS(3) - 1

         GOSUB SETUP_FOR_ROW_THREE

         RETURN

      ENDIF

      REM CHECK FOR WINNING MOVE - 1, 3, >2 OR 3, 1, >2

      IF ((ROWS(1) = 1 AND ROWS(2) = 3 AND ROWS(3) > 2) OR (ROWS(1) = 3 AND ROWS(2) = 1 AND ROWS(3) > 2))

         PICK_NUMBER = ROWS(3) - 2

         GOSUB SETUP_FOR_ROW_THREE

         RETURN

      ENDIF

      REM CHECK FOR WINNING MOVE - 1, 2, >3 OR 2, 1, >3

      IF ((ROWS(1) = 1 AND ROWS(2) = 2 AND ROWS(3) > 3) OR (ROWS(1) = 2 AND ROWS(2) = 1 AND ROWS(3) > 3))

         PICK_NUMBER = ROWS(3) - 3

         GOSUB SETUP_FOR_ROW_THREE

         RETURN

      ENDIF

      REM CHECK FOR ROW 1 = 0

      IF ROWS(1) = 0

         IF ROWS(2) = ROWS(3) THEN GOTO _GET_RANDOM_MOVE

         PICK_NUMBER = ABS(ROWS(2) - ROWS(3))

         IF ROWS(2) > ROWS(3)

            GOSUB SETUP_FOR_ROW_TWO

            RETURN

         ELSE

            GOSUB SETUP_FOR_ROW_THREE

            RETURN

         ENDIF

      ENDIF

      REM CHECK FOR ROW 2 = 0

      IF ROWS(2) = 0

         IF ROWS(1) = ROWS(3) THEN GOTO _GET_RANDOM_MOVE

         PICK_NUMBER = ABS(ROWS(1) - ROWS(3))

         IF ROWS(1) > ROWS(3)

            GOSUB SETUP_FOR_ROW_ONE

            RETURN

         ELSE

            GOSUB SETUP_FOR_ROW_THREE

            RETURN

         ENDIF

      ENDIF

      REM CHECK FOR ROW 3 = 0

      IF ROWS(3) = 0

         IF ROWS(1) = ROWS(2) THEN GOTO _GET_RANDOM_MOVE

         PICK_NUMBER = ABS(ROWS(1) - ROWS(2))

         IF ROWS(1) > ROWS(2)

            GOSUB SETUP_FOR_ROW_ONE

            RETURN

         ELSE

            GOSUB SETUP_FOR_ROW_TWO

            RETURN

         ENDIF

      ENDIF

      REM CHECK FOR ROWS 1 AND 2 EQUAL

      IF (ROWS(1) = ROWS(2) AND ROWS(3) <> 0)

         PICK_NUMBER = ROWS(3)

         GOSUB SETUP_FOR_ROW_THREE

         RETURN

      ENDIF

      REM CHECK FOR ROWS 2 AND 3 EQUAL

      IF (ROWS(2) = ROWS(3) AND ROWS(1) <> 0)

         PICK_NUMBER = ROWS(1)

         GOSUB SETUP_FOR_ROW_ONE

         RETURN

      ENDIF

      REM CHECK FOR ROWS 1 AND 3 EQUAL

      IF (ROWS(1) = ROWS(3) AND ROWS(2) <> 0)

         PICK_NUMBER = ROWS(2)

         GOSUB SETUP_FOR_ROW_TWO

         RETURN

      ENDIF

      REM SET FOR TAKE ANDROIDS RANDOMLY

      _GET_RANDOM_MOVE:

      REM IF RND(1) > 0 THEN GOTO _GET_ONE_ANDROID

      PICK_ROW = 1 + RND(2)

      SELECT PICK_ROW

         CASE 1:

               IF CURRENT_GAME(1).NUMBER_IN_ROW_1 = 0 THEN GOTO _GET_ONE_ANDROID

               PICK_NUMBER = 1 + RND(CURRENT_GAME(1).NUMBER_IN_ROW_1 - 1)

               GOSUB SETUP_FOR_ROW_ONE:

               ENDCASE

         CASE 2:

               IF CURRENT_GAME(1).NUMBER_IN_ROW_2 = 0 THEN GOTO _GET_ONE_ANDROID

               PICK_NUMBER = 1 + RND(CURRENT_GAME(1).NUMBER_IN_ROW_2 - 1)

               GOSUB SETUP_FOR_ROW_TWO:

               ENDCASE

         CASE 3:

               IF CURRENT_GAME(1).NUMBER_IN_ROW_3 = 0 THEN GOTO _GET_ONE_ANDROID

               PICK_NUMBER = 1 + RND(CURRENT_GAME(1).NUMBER_IN_ROW_3 - 1)

               GOSUB SETUP_FOR_ROW_THREE:

               ENDCASE

         CASE DEFAULT:

               GOTO _GET_RANDOM_MOVE

               ENDCASE

      ENDSELECT

      RETURN

      REM SET FOR TAKE ONE ANDROID RANDOMLY

      _GET_ONE_ANDROID:

      X = 4 + RND(14)

      IF ANDROIDS(X).ALIVE <> 1 THEN GOTO _GET_RANDOM_MOVE

      CHECK_ANDROIDS(X).STATIS = 1

      RETURN

      REM SUBROUTINES TO SELECT ANDROIDS FROM ROWS

      SETUP_FOR_ROW_ONE:

      X = 4

      WHILE (X < 11 AND PICK_NUMBER > 0)

         IF ANDROIDS(X).ALIVE = 1

            CHECK_ANDROIDS(X).STATIS = 1

            DEC PICK_NUMBER

         ENDIF

         INC X

      ENDWHILE

      RETURN

      SETUP_FOR_ROW_TWO:

      X = 11

      WHILE (X < 16 AND PICK_NUMBER > 0)

          IF ANDROIDS(X).ALIVE = 1

             CHECK_ANDROIDS(X).STATIS = 1

             DEC PICK_NUMBER

          ENDIF

          INC X

       ENDWHILE

       RETURN

       SETUP_FOR_ROW_THREE:

       X = 16

       WHILE (X < 19 AND PICK_NUMBER > 0)

          IF ANDROIDS(X).ALIVE = 1

             CHECK_ANDROIDS(X).STATIS = 1

             DEC PICK_NUMBER

          ENDIF

          INC X

       ENDWHILE

       RETURN

   REM SET SELECTED ANFROIDS FOR DEATH -----------------------------------------------

   _MAKE_COMPUTER_MOVE:

   REM SET UP FIRST ANDROID TO TAKE

   IF LOCK_SELECT = 0

      X = 4

      COUNTER = 0

      WHILE X < 19

         IF CHECK_ANDROIDS(X).STATIS = 1

            LOCK_SELECT = 1

            COUNTER = 1

            CHECK_ANDROIDS(X).STATIS = 0

            ANDROID_NUMBER = X

            ROW_NUMBER = CHECK_ANDROIDS(X).ROW_#

            GOSUB _ENTRY_FOR_COMPUTER_MOVE

            COMPUTER_MOVE_DELAY = 50

         ENDIF

      IF COUNTER = 1 THEN EXIT

      INC X

      ENDWHILE

   ENDIF

   REM SELECT ANY ADDITIONAL ANDROIDS

   IF LOCK_SELECT = 1

      X = 4

      COUNTER = 0

      WHILE X < 19

         IF CHECK_ANDROIDS(X).STATIS = 1

            LOCK_SELECT = 1

            COUNTER = 1

            CHECK_ANDROIDS(X).STATIS = 0

            ANDROID_NUMBER = X

            ROW_NUMBER = CHECK_ANDROIDS(X).ROW_#

            GOSUB _ENTRY_FOR_COMPUTER_MOVE

         ENDIF

      IF COUNTER = 1 THEN EXIT

      INC X

      ENDWHILE

      IF COUNTER = 0 THEN LOCK_SELECT = 2

   ENDIF

   REM SELECT CONTROLLER ANDROID TO KILL SELECTIONS

   NEXT_PART:

   IF (COMPUTER_MOVE_DELAY = 0 AND LOCK_SELECT = 2)

      ANDROID_NUMBER = ROW_NUMBER: GOSUB _ENTRY_FOR_COMPUTER_MOVE

      IF CURRENT_GAME(1).ANDROID_TOTAL = 0 THEN RETURN: REM THE COMPUTER WINS

      IF CURRENT_GAME(1).ANDROID_TOTAL <> 0 THEN CURRENT_GAME(1).WHOSE_TURN_IS_IT = 1: REM SWITCH PLAYERS

      LOCK_SELECT = 0

   ELSE

      DEC COMPUTER_MOVE_DELAY

   ENDIF

   RETURN: REM END MAKE COMPUTER MOVE -------------------------------------
   _CONTROL_STATS: REM ****************************************************************

   REM SET TOTAL ANDROIDS

   CURRENT_GAME(1).ANDROID_TOTAL = CURRENT_GAME(1).NUMBER_IN_ROW_1 + CURRENT_GAME(1).NUMBER_IN_ROW_2 + CURRENT_GAME(1).NUMBER_IN_ROW_3

   ROW(1) = CURRENT_GAME(1).NUMBER_IN_ROW_1

   ROW(2) = CURRENT_GAME(1).NUMBER_IN_ROW_2

   ROW(3) = CURRENT_GAME(1).NUMBER_IN_ROW_3

   IF CURRENT_GAME(1).ANDROID_TOTAL = 0

      CURRENT_GAME(1).WHO_IS_WINNER = CURRENT_GAME(1).WHOSE_TURN_IS_IT

      REM CURRENT_GAME(1).WHOSE_TURN_IS_IT = 0

   ENDIF

   REM UPDATE ANDROID STATIS FOR COMPUTER MOVES

   FOR X = 4 TO 18

      IF ANDROIDS(X).ALIVE = 0 THEN CHECK_ANDROIDS(X).STATIS = 0

   NEXT X

   REM REMOVE CONTROLLER ANDROIDS IF GAME IS OVER

   W = 0

   FOR X = 4 TO 18

      IF ANDROIDS(X).ALIVE <> 0 THEN W = 1

   NEXT X

   IF W = 0 THEN FOR X = 1 TO 3: ANDROIDS(X).ALIVE = 0: NEXT X

   REM DISPLAY WINNER'S SCREEN

   IF W <> 0 THEN RETURN

   REM SET WHITE SCREEN

   IF SCREEN_DELAY = 255 THEN SPRITE 3000, 0, 0, 59

   IF CURRENT_GAME(1).WHO_IS_WINNER = 1 THEN GOTO _HUMAN_WINS

   IF CURRENT_GAME(1).WHO_IS_WINNER = 2 THEN GOTO _COMPUTER_WINS

   RETURN

   _HUMAN_WINS:

   SET CURSOR 200, 200

   PASTE IMAGE 58, 0, 0

   SET SPRITE ALPHA 3000, SCREEN_DELAY

   SET SPRITE PRIORITY 3000, 3

   DEC SCREEN_DELAY

   IF SCREEN_DELAY < 0 THEN SCREEN_DELAY = 0

   REM PRINT TEXT TO SCREEN

   SET CURSOR 125, 98

   SET TEXT SIZE 24

   PRINT CURRENT_WORD$;

   DEC WORD_DELAY: IF WORD_DELAY < 0 THEN WORD_DELAY = 0

   IF WORD_DELAY = 0

      FOR C = 1 TO 3

         COLOR(C) = 220 + RND(35)

      NEXT C

      COLOR(1 + RND(2)) = 0

      COLOR(1 + RND(2)) = 0

      IF RND(5) = 0

         COLOR(1) = 1

         COLOR(2) = 1

         COLOR(3) = 1

      ENDIF

      INK RGB(COLOR(1), COLOR(2), COLOR(3)), RGB(0, 0, 0)

      GOSUB _CHOOSE_WORD

      WORD_DELAY = 200

   ENDIF

   IF (MUSIC PLAYING(2) = 0 AND MUSIC_STARTED = 0)

      PLAY MUSIC 2

      MUSIC_STARTED = 1

   ENDIF

   IF (MUSIC PLAYING(2) = 0 AND MUSIC_STARTED = 1)

      CURRENT_GAME(1).WHOSE_TURN_IS_IT = 0

      DELETE SPRITE 3000

      SCREEN_DELAY = 255

      GOTO _RESTART_GAME

   ENDIF

   RETURN

   _COMPUTER_WINS:

   SET CURSOR 240, 220

   PASTE IMAGE 57, 0, 0

   SET SPRITE ALPHA 3000, SCREEN_DELAY

   SET SPRITE PRIORITY 3000, 5

   DEC SCREEN_DELAY

   IF SCREEN_DELAY < 0 THEN SCREEN_DELAY = 0

   REM CONTROL THE "WIN" MESSAGE

   SCALE = 40

   SIDE_X = (538 * SCALE) / 200

   SIDE_Y = (180 * SCALE) / 200

   RADIUS = SQRT((SIDE_X * SIDE_X) + (SIDE_Y * SIDE_Y))

   IF THETA > 359 THEN THETA = 0

   SPRITE 3001, COS(THETA) * RADIUS + 320, SIN(THETA) * RADIUS + 240, 70

   SET SPRITE PRIORITY 3001, 3

   SCALE SPRITE 3001, 40

   ROTATION_ANGLE = THETA + 180 - 20

   IF ROTATION_ANGLE > 360

      ROTATION_ANGLE = ROTATION_ANGLE - 360

   ENDIF

   ROTATE SPRITE 3001, ROTATION_ANGLE

   INC THETA

   REM CONTROL MESSAGE "I WIN"

   DEC WORD_DELAY: IF WORD_DELAY < 0 THEN WORD_DELAY = 0

   IF WORD_DELAY = 0

      FOR C = 1 TO 3

         COLOR(C) = 220 + RND(35)

      NEXT C

      COLOR(1 + RND(2)) = 0

      COLOR(1 + RND(2)) = 0

      IF RND(10) = 0

         COLOR(1) = 1

         COLOR(2) = 1

         COLOR(3) = 1

      ENDIF

      SPRITE 3002, 20, 30, 71

      SET SPRITE PRIORITY 3002, 2

      SET SPRITE DIFFUSE 3002, COLOR(1), COLOR(2), COLOR(3)

      WORD_DELAY = 100

   ENDIF

      IF SCALE_DIRECTION = 1

         INC WORD_SCALE

         IF WORD_SCALE > 300 THEN SCALE_DIRECTION = 0

      ENDIF

      IF SCALE_DIRECTION = 0

         DEC WORD_SCALE

         IF WORD_SCALE < 100 THEN SCALE_DIRECTION = 1

      ENDIF

      SCALE SPRITE 3002, WORD_SCALE

   REM CONTROL MESSAGE "HUMANS SUCK"

   SPRITE 3003, SUCKS_X, SUCKS_Y, 72

   SET SPRITE PRIORITY 3003, 3

   REM SCALE SPRITE 3003, 50

   STRETCH SPRITE 3003, 50, (480 - SUCKS_Y) / 2

   SUCKS_X = SUCKS_X + SUCKS_DELTA_X

   SUCKS_Y = SUCKS_Y + SUCKS_DELTA_Y

   IF SUCKS_X > 320 THEN SUCKS_DELTA_X = -(1 + RND(2))

   IF SUCKS_X < 20 THEN SUCKS_DELTA_X = (1 + RND(2))

   IF SUCKS_Y > 440 THEN SUCKS_DELTA_Y = -(1 + RND(2))

   IF SUCKS_Y < 20 THEN SUCKS_DELTA_Y = (1 + RND(2))

   REM CONTROL MESSAGE "COMPUTERS RULE"

   SPRITE 3004, RULES_X, RULES_Y, 73

   SET SPRITE PRIORITY 3004, 4
   STRETCH SPRITE 3004, 50, 50 + RULES_Y

   RULES_X = RULES_X + RULES_DELTA_X

   RULES_Y = RULES_Y + RULES_DELTA_Y

   IF RULES_X > 380 THEN RULES_DELTA_X = -(1 + RND(2))

   IF RULES_X < 20 THEN RULES_DELTA_X = (1 + RND(2))

   IF RULES_Y > 335 THEN RULES_DELTA_Y = -(1 + RND(2))

   IF RULES_Y < 20 THEN RULES_DELTA_Y = (1 + RND(2))

   REM FADE OUT WHITE SCREEN

   SET SPRITE ALPHA 3000, SCREEN_DELAY

   DEC SCREEN_DELAY

   IF SCREEN_DELAY < 0 THEN SCREEN_DELAY = 0

   IF (MUSIC PLAYING(1) = 0 AND MUSIC_STARTED = 0)

      PLAY MUSIC 1

      MUSIC_STARTED = 1

   ENDIF

   IF (MUSIC PLAYING(1) = 0 AND MUSIC_STARTED = 1)

      CURRENT_GAME(1).WHOSE_TURN_IS_IT = 0

      DELETE SPRITE 3000

      DELETE SPRITE 3001

      DELETE SPRITE 3002

      SCREEN_DELAY = 255

      GOTO _RESTART_GAME

   ENDIF

   RETURN

   REM SUBROUTINE TO CHOSE NEW INSULT WORD

   _CHOOSE_WORD:

   W = 1 + RND(NUMBER_OF_WORDS - 1)

   IF CHOSEN_WORDS(W) = 1 THEN GOTO _CHOOSE_WORD

   CHOSEN_WORDS(W) = 1

   CURRENT_WORD$ = WORD$(W)

   RETURN

   _SETUP_GAME: REM ********************************************************************

   REM INITIALIZE GAME INFO

   DIM CURRENT_GAME(1) AS GAME_INFO

   CURRENT_GAME(1).WHOSE_TURN_IS_IT = 0:  REM 0 = GAME START, 1 = HUMAN PLAYER, 2 = COMPUTER

   CURRENT_GAME(1).ANDROID_TOTAL = 15:    REM THE INITIAL TOTAL NUMBER OF ANDROIDS TO TAKE

   CURRENT_GAME(1).NUMBER_IN_ROW_1 = 7:   REM INITIAL NUMBER OF ANDROIDS IN ROW 1

   CURRENT_GAME(1).NUMBER_IN_ROW_2 = 5:   REM INITIAL NUMBER OF ANDROIDS IN RPW 2

   CURRENT_GAME(1).NUMBER_IN_ROW_3 = 3:   REM INITIAL NUMBER OF ANDROIDS IN RPW 3

   CURRENT_GAME(1).WHO_IS_WINNER = 0:     REM 0 = NO ONE YET, 1 = HUMAN PLAYER, 2 = COMPUTER

   ROW(1) = 7: ROW(2) = 5: ROW(3) = 3

   INITIAL_ANDROID_DATA:

   REM CONTROLLER ANDROIDS

   DATA 1,0, 50, 50, 0, 4, 0, 20, 0, 50, 13, 12, 101, 102, 103, 104, 105, 1, 31, 106, 1, 1

   DATA 1,0, 75, 150, 0, 4, 0, 20, 0, 50, 13, 12, 201, 202, 203, 204, 205, 1, 31, 206, 1, 1

   DATA 1,0, 115, 250, 0, 4, 0, 20, 0, 50, 13, 12, 301, 302, 303, 304, 305, 1, 31, 306, 1, 1

   REM ROW ONE ANDROIDS

   DATA 1,0, 200, 50, 0, 4, 0, 20, 0, 50, 13, 12, 401, 402, 403, 404, 405, 1, 31, 406, 1, 1

   DATA 1,0, 250, 50, 0, 4, 0, 20, 0, 50, 13, 12, 501, 502, 503, 504, 505, 1, 31, 506, 1, 1

   DATA 1,0, 300, 50, 0, 4, 0, 20, 0, 50, 13, 12, 601, 602, 603, 604, 605, 1, 31, 606, 1, 1

   DATA 1,0, 350, 50, 0, 4, 0, 20, 0, 50, 13, 12, 701, 702, 703, 704, 705, 1, 31, 706, 1, 1

   DATA 1,0, 400, 50, 0, 4, 0, 20, 0, 50, 13, 12, 801, 802, 803, 804, 805, 1, 31, 806, 1, 1

   DATA 1,0, 450, 50, 0, 4, 0, 20, 0, 50, 13, 12, 901, 902, 903, 904, 905, 1, 31, 906, 1, 1

   DATA 1,0, 500, 50, 0, 4, 0, 20, 0, 50, 13, 12, 1001, 1002, 1003, 1004, 1005, 1, 31, 1006, 1, 1

   REM ROW TWO ANDROIDS

   DATA 1,0, 225, 150, 0, 4, 0, 20, 0, 50, 13, 12, 1101, 1102, 1103, 1104, 1105, 1, 31, 1106, 1, 1

   DATA 1,0, 287, 150, 0, 4, 0, 20, 0, 50, 13, 12, 1201, 1202, 1203, 1204, 1205, 1, 31, 1206, 1, 1

   DATA 1,0, 349, 150, 0, 4, 0, 20, 0, 50, 13, 12, 1301, 1302, 1303, 1304, 1305, 1, 31, 1306, 1, 1

   DATA 1,0, 411, 150, 0, 4, 0, 20, 0, 50, 13, 12, 1401, 1402, 1403, 1404, 1405, 1, 31, 1406, 1, 1

   DATA 1,0, 473, 150, 0, 4, 0, 20, 0, 50, 13, 12, 1501, 1502, 1503, 1504, 1505, 1, 31, 1506, 1, 1

   REM ROW THREE ANDROIDS

   DATA 1,0, 290, 250, 0, 4, 0, 20, 0, 50, 13, 12, 1601, 1602, 1603, 1604, 1605, 1, 31, 1606, 1, 1

   DATA 1,0, 355, 250, 0, 4, 0, 20, 0, 50, 13, 12, 1701, 1702, 1703, 1704, 1705, 1, 31, 1706, 1, 1

   DATA 1,0, 420, 250, 0, 4, 0, 20, 0, 50, 13, 12, 1801, 1802, 1803, 1804, 1805, 1, 31, 1806, 1, 1

   REM ANDROID STATIS DATA

   INITIALIZE_ANDROID_STATIS:

   DATA 1, 2

   DATA 2, 2

   DATA 3, 2

   DATA 1, 2

   DATA 1, 2

   DATA 1, 2

   DATA 1, 2

   DATA 1, 2

   DATA 1, 2

   DATA 1, 2

   DATA 2, 2

   DATA 2, 2

   DATA 2, 2

   DATA 2, 2

   DATA 2, 2

   DATA 3, 2

   DATA 3, 2

   DATA 3, 2

   REM INITIAL MISSILE DATA

   INITIAL_MISSILE_DATA:

   REM CONTROLLER MISSILES

   DATA 0, 80, 200, 50, 0, 51, 4, 5, 0, 0

   DATA 0, 80, 200, 50, 0, 51, 4, 5, 0, 0

   DATA 0, 80, 200, 50, 0, 51, 4, 5, 0, 0

   REM ROW ONE MISSILES

   DATA 0, 100, 200, 90, 0, 51, 4, 5, 0, 0

   DATA 0, 100, 250, 90, 0, 51, 4, 5, 0, 0

   DATA 0, 100, 300, 90, 0, 51, 4, 5, 0, 0

   DATA 0, 100, 350, 90, 0, 51, 4, 5, 0, 0

   DATA 0, 100, 400, 90, 0, 51, 4, 5, 0, 0

   DATA 0, 100, 450, 90, 0, 51, 4, 5, 0, 0

   DATA 0, 100, 500, 90, 0, 51, 4, 5, 0, 0

   REM ROW TWO MISSILES

   DATA 0, 125, 225, 190, 0, 51, 4, 5, 0, 0

   DATA 0, 125, 287, 190, 0, 51, 4, 5, 0, 0

   DATA 0, 125, 349, 190, 0, 51, 4, 5, 0, 0

   DATA 0, 125, 411, 190, 0, 51, 4, 5, 0, 0

   DATA 0, 125, 473, 190, 0, 51, 4, 5, 0, 0

   REM ROW THREE MISSILES

   DATA 0, 165, 290, 290, 0, 51, 4, 5, 0, 0

   DATA 0, 165, 355, 290, 0, 51, 4, 5, 0, 0

   DATA 0, 165, 420, 290, 0, 51, 4, 5, 0, 0

   REM GUN FLASH DATA

   INITIAL_GUNFLASH_DATA:

   DATA 100, 91, 56, 0

   DATA 125, 191, 56, 0

   DATA 165, 291, 56, 0

   REM ARRAYS FOR HEAD SEQUENCE POSITIONS USING IMAGE NUMBERS

   HEAD_SEQUENCE_DATA:     REM DATA FOR HEAD IMAGE NUMBERS TO MAKE SPRITES WITH

   DATA 4, 8, 10, 6, 0, 0, 0, 0, 0, 0     REM #01 FRONT TO FULL RIGHT

   DATA 4, 7, 9, 5, 0, 0, 0, 0, 0, 0      REM #02 FRONT TO FULL LEFT

   DATA 4, 8, 0, 0, 0, 0, 0, 0, 0, 0      REM #03 FREONT TO 1/3 RIGHT

   DATA 4, 7, 0, 0, 0, 0, 0, 0, 0, 0      REM #04 FRONT TO 1/3 LEFT

   DATA 4, 11, 0, 0, 0, 0, 0, 0, 0, 0     REM #05 FRONT TO UP

   DATA 4, 3, 0, 0, 0, 0, 0, 0, 0, 0      REM #06 FRONT TO DOWN

   DATA 6, 10, 8, 4, 0, 0, 0, 0, 0, 0     REM #07 FULL RIGHT TO FRONT

   DATA 5, 9, 7, 4, 0, 0, 0, 0, 0, 0      REM #08 FULL LEFT TO FRONT

   DATA 4, 4, 0, 0, 0, 0, 0, 0, 0, 0      REM #09 ALL OTHERS TO FRONT

   DATA 6, 17, 6, 0, 0, 0, 0, 0, 0, 0     REM #10 FULL RIGHT BLINK

   DATA 5, 16, 5, 0, 0, 0, 0, 0, 0, 0     REM #11 FULL LEFT BLINK

   DATA 8, 19, 8, 0, 0, 0, 0, 0, 0, 0     REM #12 1/3 RIGHT BLINK

   DATA 7, 18, 7, 0, 0, 0, 0, 0, 0, 0     REM #13 1/3 LEFT BLINK

   DATA 11, 20, 11, 0, 0, 0, 0, 0, 0, 0   REM #14 HEAD UP BLINK

   DATA 3, 14, 4, 0, 0, 0, 0, 0, 0, 0     REM #15 HEAD DOWN BLINK

   DATA 4, 15, 4, 0, 0, 0, 0, 0, 0, 0     REM #16 FULL FRONT BLINK

   DATA 4, 8, 4, 7, 4, 8, 4, 7, 4, 0      REM #17 SHAKE HEAD NO #1

   DATA 4, 7, 4, 8, 4, 7, 4, 8, 4, 0      REM #18 SHAKE HEAD NO #2

   DATA 4, 3, 4, 11, 4, 3, 4, 11, 4, 0    REM #19 SHAKE HEAD YES #1

   DATA 4, 11, 4, 3, 4, 0, 0, 0, 0, 0     REM #20 SHAKE HEAD YES #2

   DATA 4, 11, 4, 3, 4, 11, 4, 0, 0, 0    REM #21 SHAKE HEAD YES #3

   REM WORD STRINGS FOR INSULTS WHEN HUMAN WINS

   WORD_DATA:

   DATA "DISGUSTING": REM #1

   DATA "STUPID"

   DATA "RIDICULOUS"

   DATA "IDIOTIC"

   DATA "GROTESQUE"

   DATA "ABSURD"

   DATA "NONSENSICAL"

   DATA "FARCICIAL"

   DATA "PREPOSTEROUS"

   DATA "SILLY": REM #10

   DATA "SENSELESS"

   DATA "IRRATIONAL"

   DATA "FANTASTIC"

   DATA "ODD"

   DATA "RUDE"

   DATA "BRUTISH"

   DATA "BARBARIC"

   DATA "PLEBEIAN"

   DATA "UNCIVIL"

   DATA "DISCOURTEOUS": REM #20

   DATA "VULGAR"

   DATA "COARSE"

   DATA "GROSS"

   DATA "MONSTROUS"

   DATA "HORRID"

   DATA "SHOCKING"

   DATA "CHEAP"

   DATA "INCONSIQUENTIAL"

   DATA "BULBOUS"

   DATA "DASTERDLY": REM #30

   DATA "MORONIC"

   DATA "IMMATURE"

   DATA "IMPOSSIBLE"

   DATA "ILLOGICAL"

   DATA "ELEPHANTINE"

   DATA "IRRESPONSIBLE"

   DATA "HUMANISTIC"

   DATA "DUMB-DUMB"

   DATA "RECKLESS"

   DATA "NEGLIGENT": REM #40

   DATA "UNFEASIBLE"

   DATA "UNBEARABLE"

   DATA "INTOLERABLE"

   DATA "INSUFFERABLE"

   DATA "AWKWARD"

   DATA "OFFENSIVE"

   DATA "NAUGHTY"

   DATA "IMPROPER"

   DATA "UNCOUTH"

   DATA "ILL-MANNERED": REM #50

   DATA "LOUTISH"

   DATA "BOORISH"

   DATA "BRASH"

   DATA "OUTLANDISH"

   DATA "TASTELESS"

   DATA "UNBEARABLE"

   DATA "INSUPPORTABLE"

   DATA "UNENDURABLE"

   DATA "UNSPEAKABLE"

   DATA "NEGLECTFUL": REM #60

   DATA "CARELESS"

   DATA "INATTENTIVE"

   DATA "SLIPSHOD"

   DATA "LAX"

   DATA "FORGETFUL"

   DATA "UNINTELLIGENT"

   DATA "DIM-WITTED"

   DATA "BRAINLESS"

   DATA "OBTUSE"

   DATA "FOOLISH": REM #70

   DATA "IMPRUDENT"

   DATA "INJUDICIOUS"

   DATA "LAUGHABLE"

   DATA "TRADGIC"

   DATA "DISASTROUS"

   DATA "CATASTROPHIC"
   DATA "HEARTBREAKING"

   DATA "DREADFUL"

   DATA "APPALLING"

   DATA "WRETCHED": REM #80

   REM READ IN THE WORD DATA

   NUMBER_OF_WORDS = 80

   DIM CHOSEN_WORDS(NUMBER_OF_WORDS)

   DIM WORD$(NUMBER_OF_WORDS)

   RESTORE WORD_DATA

   FOR X = 1 TO NUMBER_OF_WORDS

      READ WORD$(X)

      CHOSEN_WORDS(X) = 0

   NEXT X

   REM LOAD HEAD SEQUENCE DATA

   DIM HEADS(21, 10)

   RESTORE HEAD_SEQUENCE_DATA

   FOR X = 1 TO 21

      FOR Y = 1 TO 10

         READ HEADS(X, Y)

      NEXT Y

   NEXT X

   REM INITIALIZE ANDROIDS TYPES

   DIM ANDROIDS(18) AS ANDROID

   RESTORE INITIAL_ANDROID_DATA

   FOR X = 1 TO 18

      READ ANDROIDS(X).ALIVE

      READ ANDROIDS(X).LOCKED

      READ ANDROIDS(X).X_POSITION

      READ ANDROIDS(X).Y_POSITION

      READ ANDROIDS(X).PROCESSING_HEAD

      READ ANDROIDS(X).HEAD_TYPE

      READ ANDROIDS(X).HEAD_SEQUENCE_INDEX

      READ ANDROIDS(X).HEAD_DELAY

      READ ANDROIDS(X).HEAD_TIMER

      READ ANDROIDS(X).HEAD_LOOKAROUND_TIMER

      READ ANDROIDS(X).RIGHT_ARM_TYPE

      READ ANDROIDS(X).LEFT_ARM_TYPE

      READ ANDROIDS(X).HEAD_SPRITE_#

      READ ANDROIDS(X).BODY_SPRITE_#

      READ ANDROIDS(X).RIGHT_ARM_SPRITE_#

      READ ANDROIDS(X).LEFT_ARM_SPRITE_#

      READ ANDROIDS(X).FULL_BODY_SPRITE_#

      READ ANDROIDS(X).STARTING_ALPHA

      READ ANDROIDS(X).EXPLOSION_IMAGE

      READ ANDROIDS(X).EXPLOSION_SPRITE_#

      READ ANDROIDS(X).EXPLOSION_COUNTER

      READ ANDROIDS(X).EXPLOSION_DELAY

   NEXT X

   REM INITIALIZE THE ANDROID STATIS FOR COMPUTER MOVES

   DIM CHECK_ANDROIDS(18) AS ANDROID_STATIS

   RESTORE INITIALIZE_ANDROID_STATIS

   FOR X = 1 TO 18

      READ CHECK_ANDROIDS(X).ROW_#: READ CHECK_ANDROIDS(X).STATIS

   NEXT X

   REM INITIALIZE MISSILE TYPES

   DIM MISSILES(18) AS MISSILE

   RESTORE INITIAL_MISSILE_DATA

   FOR X = 1 TO 18

      READ MISSILES(X).MISSILE_EXISTS

      READ MISSILES(X).X_START_POSITION

      READ MISSILES(X).X_END_POSITION

      READ MISSILES(X).Y_START_POSITION

      READ MISSILES(X).PROCESSING_MISSILE

      READ MISSILES(X).MISSILE_IMAGE

      READ MISSILES(X).MISSILE_SPEED

      READ MISSILES(X).START_DELAY

      READ MISSILES(X).MOVE_COUNTER

      READ MISSILES(X).DRIFT_#

   NEXT X

   REM SET INITIAL DRIFT #'S WHERE 0 = NONE, 1 = UP, 2 = DOWN

   FOR X = 4 TO 18

      MISSILES(X).DRIFT_# = RND(2)

   NEXT X

   REM IMITIALIZE GUNFLASH TYPES

   DIM GUNFLASHES(3) AS GUNFLASH

   RESTORE INITIAL_GUNFLASH_DATA

   FOR X = 1 TO 3

      READ GUNFLASHES(X).X_POSITION

      READ GUNFLASHES(X).Y_POSITION

      READ GUNFLASHES(X).IMAGE_#

      READ GUNFLASHES(X).COUNTER

   NEXT X

   REM RANDOMIZE LOOKAROUND START TIMES

   FOR X = 1 TO 18

       ANDROIDS(X).HEAD_LOOKAROUND_TIMER = RND(50)

   NEXT X

   REM INITIALIZE HEAD SEQUENCES ARRAYS AND ALPHA VALUES

   FOR X = 1 TO 18

   ANDROIDS(X).STARTING_ALPHA = 255

      FOR Y = 1 TO 10

         HEAD_SEQUENCE(X,Y) = 0

      NEXT Y

   NEXT X

   REM LOAD THE DIFFUSION ARRAY

   FOR X = 1 TO 18

      FOR Y = 1 TO 3

         DIFFUSIONS(X,Y) = 1

      NEXT Y

   NEXT X

   REM CREATE FIRST ANDROID SPRITES

   FOR X = 1 TO 18

      SPRITE ANDROIDS(X).HEAD_SPRITE_#, ANDROIDS(X).X_POSITION + X_OFFSET, ANDROIDS(X).Y_POSITION + Y_OFFSET, ANDROIDS(X).HEAD_TYPE

      IF X < 4

         SPRITE ANDROIDS(X).BODY_SPRITE_#, ANDROIDS(X).X_POSITION + X_OFFSET + X_BODY_OFFSET, ANDROIDS(X).Y_POSITION + Y_OFFSET + Y_BODY_OFFSET, 25

      ELSE

         SPRITE ANDROIDS(X).BODY_SPRITE_#, ANDROIDS(X).X_POSITION + X_OFFSET + X_BODY_OFFSET, ANDROIDS(X).Y_POSITION + Y_OFFSET + Y_BODY_OFFSET, 1

      ENDIF

      SPRITE ANDROIDS(X).RIGHT_ARM_SPRITE_#, ANDROIDS(X).X_POSITION + X_OFFSET + X_RIGHT_ARM_OFFSET, ANDROIDS(X).Y_POSITION + Y_OFFSET + Y_RIGHT_ARM_OFFSET, ANDROIDS(X).RIGHT_ARM_TYPE

      SPRITE ANDROIDS(X).LEFT_ARM_SPRITE_#, ANDROIDS(X).X_POSITION + X_OFFSET + X_LEFT_ARM_OFFSET, ANDROIDS(X).Y_POSITION + Y_OFFSET + Y_LEFT_ARM_OFFSET, ANDROIDS(X).LEFT_ARM_TYPE

      SET SPRITE ANDROIDS(X).EXPLOSION_SPRITE_#, 1, 1

      SET SPRITE PRIORITY ANDROIDS(X).EXPLOSION_SPRITE_#, 3

      SPRITE ANDROIDS(X).EXPLOSION_SPRITE_#, ANDROIDS(X).X_POSITION + X_OFFSET - 50, ANDROIDS(X).Y_POSITION + Y_OFFSET - 20, 31

   NEXT X

   REM CREATE MISSILE SPRITES

   FOR X = 1 TO 18

      SPRITE X + 2000, MISSILES(X).X_START_POSITION + X_OFFSET, MISSILES(X).Y_START_POSITION + Y_OFFSET, 51

      SET SPRITE X + 2000, 1, 1

      SET SPRITE PRIORITY X + 2000, 2

   NEXT X

   REM CREATE GUN FLASH SPRITE

   FOR X = 1 TO 3

      SPRITE X + 2010, GUNFLASHES(X).X_POSITION, GUNFLASHES(X).Y_POSITION, 56

      SET SPRITE PRIORITY X + 2010, 0

   NEXT X

   HIDE ALL SPRITES

   REM SET NUMBER OF ANDROIDS PER ROW

   ROWS(1) = 7

   ROWS(2) = 5

   ROWS(3) = 3
   SPRITE_FADE_IN = 0

   MUSIC_STARTED = 0

   STOP MUSIC 1: STOP MUSIC 2

   REM SET UP STARTING SCREEN MESSAGES

   SPRITE 61, 245, 45, 61: SCALE SPRITE 61, 50: REM WHO STARTS

   SPRITE 62, 80, 80, 62: SCALE SPRITE 62, 40: REM YOU THE HUMAN

   SPRITE 63, 405, 80, 63: SCALE SPRITE 63, 40: REM ME THE COMPUTER

   WORD_DELAY = 0

   INK RGB(255, 255, 255), RGB(0, 0, 0)
   RETURN

   _LOAD_GAME: REM ****************************************************************************

   REM LOAD IMAGES OF ANDROIDS

   LOAD IMAGE "GRAPHICS\Android Body.bmp",1

   LOAD IMAGE "GRAPHICS\Android full front 01.bmp",2

   LOAD IMAGE "GRAPHICS\Android Head Down.bmp",3

   LOAD IMAGE "GRAPHICS\Android Head Full Front.bmp",4

   LOAD IMAGE "GRAPHICS\Android Head Full Left.bmp",5

   LOAD IMAGE "GRAPHICS\Android Head Full Right.bmp",6

   LOAD IMAGE "GRAPHICS\Android Head One-3rd Left.bmp",7

   LOAD IMAGE "GRAPHICS\Android Head One-3rd Right.bmp",8

   LOAD IMAGE "GRAPHICS\Android Head Two-3rds Left.bmp",9

   LOAD IMAGE "GRAPHICS\Android Head Two-3rds Right.bmp",10

   LOAD IMAGE "GRAPHICS\Android Head Up.bmp",11

   LOAD IMAGE "GRAPHICS\Android Left Arm #1.bmp",12

   LOAD IMAGE "GRAPHICS\Android Right Arm #1.bmp",13

   LOAD IMAGE "GRAPHICS\Android Head Down Blink.bmp",14

   LOAD IMAGE "GRAPHICS\Android Head Full Front Blink.bmp",15

   LOAD IMAGE "GRAPHICS\Android Head Full Left Blink.bmp",16

   LOAD IMAGE "GRAPHICS\Android Head Full Right Blink.bmp",17

   LOAD IMAGE "GRAPHICS\Android Head One-3rd Left Blink.bmp",18

   LOAD IMAGE "GRAPHICS\Android Head One-3rd Right Blink.bmp",19

   LOAD IMAGE "GRAPHICS\Android Head Up Blink.bmp",20

   LOAD IMAGE "GRAPHICS\Android Right Arm #2.bmp",21

   LOAD IMAGE "GRAPHICS\Android Right Arm #3.bmp",22

   LOAD IMAGE "GRAPHICS\Android Left Arm #2.bmp",23

   LOAD IMAGE "GRAPHICS\Android Left Arm #3.bmp",24

   LOAD IMAGE "GRAPHICS\Controler Android Body.bmp",25

   LOAD IMAGE "GRAPHICS\Android full Right 01 Mask.bmp", 26

   LOAD IMAGE "GRAPHICS\Android Left Arm #4.bmp",27

   LOAD IMAGE "GRAPHICS\Android Left Arm #5.bmp",28

   LOAD IMAGE "GRAPHICS\Android Left Arm #6.bmp",29

   REM LOAD EXPLOSION IMAGES #31 - #36
   REM BASED ON A ROUTINE FROM THE DBP FORUM. I CAN’T FIND THE POSTING NOW

   REM SO I CAN’T GIVE CREDIT WERE CREDIT IS DUE. THANKS, HOWEVER!
   a = 512/4: b = 512/4: c = 4: d = 16: e = 3: f = 3

   LOAD BITMAP "GRAPHICS\explode.jpg", 1

   FOR y = 0 TO e

      FOR x = 0 TO f

         GET IMAGE 31 + x + (y*c), (x*a), (y*b), (x*a) + a, (y*b) + b

      NEXT x

   NEXT y

   DELETE BITMAP 1

   REM LOAD IMAGE OF WINDOW FRAME AND HELP SCREEN

   LOAD IMAGE "GRAPHICS\HELP_SCREEN.bmp",49

   LOAD IMAGE "GRAPHICS\NIM_BORDER.bmp",50

   REM LOAD MISSILE IMAGES #51 - #56

   LOAD IMAGE "GRAPHICS\MISSILE_01.bmp",51

   LOAD IMAGE "GRAPHICS\MISSILE_02.bmp",52

   LOAD IMAGE "GRAPHICS\MISSILE_03.bmp",53

   LOAD IMAGE "GRAPHICS\MISSILE_04.bmp",54

   LOAD IMAGE "GRAPHICS\MISSILE_05.bmp",55

   LOAD IMAGE "GRAPHICS\GunFlash_1.bmp",56

   REM ADDITIONAL IMAGES

   LOAD IMAGE "GRAPHICS\Z80_DIAGRAM.bmp",57

   LOAD IMAGE "GRAPHICS\YOU_WIN.bmp",58

   LOAD IMAGE "GRAPHICS\BLACK_SCREEN.bmp",59

   LOAD IMAGE "GRAPHICS\WHO_STARTS.bmp",61

   LOAD IMAGE "GRAPHICS\YOU_THE_HUMAN.bmp",62

   LOAD IMAGE "GRAPHICS\ME_THE_COMPUTER.bmp",63

   REM COMPUTER WIN IMAGES

   LOAD IMAGE "GRAPHICS\WIN.bmp",70

   LOAD IMAGE "GRAPHICS\I_WIN.bmp",71

   LOAD IMAGE "GRAPHICS\HUMANS_SUCK.bmp",72

   LOAD IMAGE "GRAPHICS\COMPUTERS_RULE.bmp",73

   REM LOAD SOUNDS

   LOAD SOUND "SOUNDS\Gun 1.wav",1

   LOAD SOUND "SOUNDS\Gun 2.wav",2

   LOAD SOUND "SOUNDS\Gun 3.wav",3

   LOAD SOUND "SOUNDS\Boom.wav",4

   LOAD SOUND "SOUNDS\Jet loop.wav",5

   LOAD SOUND "SOUNDS\Lazer 1.wav",6

   SET SOUND VOLUME 6, 70

   REM LOAD MUSIC

   LOAD MUSIC "SOUNDS\MEYERBEER_JAKOB__CORONATION_MARCH.mp3",1

   LOAD MUSIC "SOUNDS\HYMN__AMAZING_GRACE.mp3",2

   RETURN

   _UPDATE_SCREEN: REM *******************************************************************************

   REM PLACE ANDROID SPRITES ON SCREEN

   REM HIDE DEAD SPRITES

   X = 1

   WHILE X < 19

      IF (ANDROIDS(X).ALIVE = 0)

         HIDE SPRITE ANDROIDS(X).HEAD_SPRITE_#

         HIDE SPRITE ANDROIDS(X).BODY_SPRITE_#

         HIDE SPRITE ANDROIDS(X).BODY_SPRITE_#

         HIDE SPRITE ANDROIDS(X).RIGHT_ARM_SPRITE_#

         HIDE SPRITE ANDROIDS(X).LEFT_ARM_SPRITE_#

      ENDIF

      INC X

   ENDWHILE

   REM STRETCH CONTROLER LEFT ARM SPRITE FOR FIRING

   FOR X = 1 TO 3

      IF ANDROIDS(X).LEFT_ARM_TYPE > 26 THEN STRETCH SPRITE ANDROIDS(X).LEFT_ARM_SPRITE_#, 200, 100

      IF ANDROIDS(X).LEFT_ARM_TYPE < 27 THEN STRETCH SPRITE ANDROIDS(X).LEFT_ARM_SPRITE_#, 100, 100

   NEXT X

   REM UPDATE ALL ANDROID SPRITES

   X = 1

   WHILE X < 19

      IF ANDROIDS(X).ALIVE = 3 THEN ANDROIDS(X).HEAD_TYPE = 17

      SET SPRITE IMAGE ANDROIDS(X).HEAD_SPRITE_#, ANDROIDS(X).HEAD_TYPE

      IF X < 4

         SET SPRITE IMAGE ANDROIDS(X).BODY_SPRITE_#, 25

      ELSE

         SET SPRITE IMAGE ANDROIDS(X).BODY_SPRITE_#, 1

      ENDIF

      SET SPRITE IMAGE ANDROIDS(X).RIGHT_ARM_SPRITE_#, ANDROIDS(X).RIGHT_ARM_TYPE

      SET SPRITE IMAGE ANDROIDS(X).LEFT_ARM_SPRITE_#, ANDROIDS(X).LEFT_ARM_TYPE

      INC X

   ENDWHILE

   REM CONTROL MISSILES

   ARM_LOCK = 0

   X = 1

   WHILE X < 19

      IF MISSILES(X).MISSILE_EXISTS = 0

         HIDE SPRITE X + 2000

      ENDIF

      IF MISSILES(X).MISSILE_EXISTS = 1

         ARM_LOCK = 1

         IF MISSILES(X).MOVE_COUNTER = 1

            STRETCH SPRITE ANDROIDS(SELECTED_ROW).LEFT_ARM_SPRITE_#, 100, 100

            GUNFLASHES(SELECTED_ROW).COUNTER = 1

            LOOP SOUND 5

         ENDIF

         SPRITE X + 2000, MISSILES(X).X_START_POSITION + X_OFFSET, MISSILES(X).Y_START_POSITION + Y_OFFSET + RND(1) - RND(1), 51 + RND(4)

         SET SOUND VOLUME 5, 80 + RND(20)

         IF MISSILES(X).X_START_POSITION > MISSILES(X).X_END_POSITION: REM REMOVE MISSILE

            MISSILES(X).MISSILE_EXISTS = 0

            MISSILES(X).PROCESSING_MISSILE = 0

            W = 0

            FOR V = 4 TO 18

               IF MISSILES(V).MISSILE_EXISTS = 1 THEN W = 1

            NEXT V

            IF W = 0 THEN STOP SOUND 5

            SET SOUND PAN 4, 500

            PLAY SOUND 4: REM EXPLOSION SOUND

         ELSE

            IF MISSILES(X).START_DELAY = 0: REM SET MISSILE MOVE ACROSS SCREEN

               FOR Y = 1 TO 3 + MISSILES(X).MISSILE_SPEED: INC MISSILES(X).X_START_POSITION: NEXT Y

               INC MISSILES(X).MOVE_COUNTER

               IF (MISSILES(X).MOVE_COUNTER MOD 5 = 0 AND MISSILES(X).DRIFT_# = 2) THEN INC MISSILES(X).Y_START_POSITION: REM DRIFT MISSILE DOWNWARD

               IF (MISSILES(X).MOVE_COUNTER MOD 7 = 0 AND MISSILES(X).DRIFT_# = 1) THEN DEC MISSILES(X).Y_START_POSITION: REM DRIFT MISSILE UPWARD

               STRETCH SPRITE X + 2000, 100, 100

               SHOW SPRITE X + 2000

            ELSE

               DEC MISSILES(X).START_DELAY

            ENDIF

         ENDIF

      ENDIF

      INC X

   ENDWHILE

   REM DO EXPLOSION FOR HIT ANDROID

   X = 1

   WHILE X < 19

      IF (MISSILES(X).PROCESSING_MISSILE = 0 AND ANDROIDS(X).ALIVE = 3 AND ANDROIDS(X).EXPLOSION_IMAGE < 46)

         DEC ANDROIDS(X).EXPLOSION_COUNTER

         IF ANDROIDS(X).EXPLOSION_COUNTER < 0

            ANDROIDS(X).EXPLOSION_COUNTER = 0

         ENDIF

         IF ANDROIDS(X).EXPLOSION_COUNTER = 0

            SET SPRITE IMAGE ANDROIDS(X).EXPLOSION_SPRITE_#, ANDROIDS(X).EXPLOSION_IMAGE

            INC ANDROIDS(X).EXPLOSION_IMAGE

            ANDROIDS(X).EXPLOSION_COUNTER = ANDROIDS(X).EXPLOSION_DELAY

         ENDIF

      ENDIF

      INC X

   ENDWHILE

   REM SET DYING ANDROID TO ALL RED AND WHITE

   X = 1

   WHILE X < 19

      IF (ANDROIDS(X).ALIVE = 3 AND ANDROIDS(X).EXPLOSION_IMAGE > 37 AND (DIFFUSIONS(X, 1) < 255 OR DIFFUSIONS(X, 2) < 255 OR DIFFUSIONS(X, 3) < 255))

         SET SPRITE IMAGE ANDROIDS(X).RIGHT_ARM_SPRITE_#, 22

         SET SPRITE IMAGE ANDROIDS(X).LEFT_ARM_SPRITE_#, 23

         SPRITE ANDROIDS(X).FULL_BODY_SPRITE_#, ANDROIDS(X).X_POSITION + X_OFFSET, ANDROIDS(X).Y_POSITION + Y_OFFSET, 26

         SET SPRITE PRIORITY ANDROIDS(X).FULL_BODY_SPRITE_#, 1

         SET SPRITE DIFFUSE ANDROIDS(X).FULL_BODY_SPRITE_#, DIFFUSIONS(X, 1), DIFFUSIONS(X, 2), DIFFUSIONS(X, 3)

         SET SPRITE ALPHA ANDROIDS(X).FULL_BODY_SPRITE_#, DIFFUSIONS(X, 1)

         SHOW SPRITE ANDROIDS(X).FULL_BODY_SPRITE_#

         FOR W = 1 TO 20: INC DIFFUSIONS(X, 1): NEXT W

         IF DIFFUSIONS(X, 1) > 254

            DIFFUSIONS(X, 1) = 255

             FOR W = 1 TO 15: INC DIFFUSIONS(X, 2): INC DIFFUSIONS(X, 3): NEXT W

             IF DIFFUSIONS(X, 2) > 254 THEN DIFFUSIONS(X, 2) = 255

             IF DIFFUSIONS(X, 3) > 254 THEN DIFFUSIONS(X, 3) = 255

             IF (DIFFUSIONS(X, 1) = 255 AND DIFFUSIONS(X, 2) = 255 AND DIFFUSIONS(X, 3) = 255)

               ANDROIDS(X).ALIVE = 2

               HIDE SPRITE ANDROIDS(X).HEAD_SPRITE_#

               HIDE SPRITE ANDROIDS(X).BODY_SPRITE_#

               HIDE SPRITE ANDROIDS(X).RIGHT_ARM_SPRITE_#

               HIDE SPRITE ANDROIDS(X).LEFT_ARM_SPRITE_#

            ENDIF

         ENDIF

      ENDIF

   INC X

   ENDWHILE

   REM FADE DYING ANDROID TO BLACK

   X = 1

   WHILE X < 19

      IF (ANDROIDS(X).ALIVE = 2 AND ANDROIDS(X).STARTING_ALPHA > 0)

         SET SPRITE ALPHA ANDROIDS(X).FULL_BODY_SPRITE_#, ANDROIDS(X).STARTING_ALPHA

         SHOW SPRITE ANDROIDS(X).FULL_BODY_SPRITE_#

         FOR W = 1 TO 10: DEC ANDROIDS(X).STARTING_ALPHA: NEXT W

         IF ANDROIDS(X).STARTING_ALPHA < 0

            ANDROIDS(X).STARTING_ALPHA = 0

            ANDROIDS(X).ALIVE = 0

            DELETE SPRITE ANDROIDS(X).FULL_BODY_SPRITE_#
         ENDIF

      ENDIF

      INC X

   ENDWHILE

   FOR X = 1 TO 3

      IF GUNFLASHES(X).COUNTER > 0

         SPRITE X + 2010, GUNFLASHES(X).X_POSITION + X_OFFSET, GUNFLASHES(X).Y_POSITION + Y_OFFSET - 4, GUNFLASHES(X).IMAGE_#

         STRETCH SPRITE X + 2010, 200, 100

         SHOW SPRITE X + 2010

         FOR W = 1 TO 3: SET SOUND PAN W, -1000: NEXT W

         PLAY SOUND 1 + RND(2): REM GUN SHOT SOUND

         DEC GUNFLASHES(X).COUNTER

         IF GUNFLASHES(X).COUNTER = 0
         ENDIF

      ENDIF

   NEXT X

   RETURN
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