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The most popular computer games rely
heavily on the exciting visual effects that can
be produced by home micros. While many

es make a lot of noise, few of them make
reslly creative use of sound, We continue our
DIY programiming series by suggesting a few
ideas for the development of interesting and

enjoyable ‘audio games’.
Arcade games tse sound to suppoit their well-

developet hics effects. Although sound effects
are’ us@ci to height

ten the realism and excitement of
..the &ction, they are rarely the focus of the game
113&& However, if we can use our visual sense as the
basis for so many varied computer games, there is
no reason why we can't generate games that are
centred on our sense of

" The game we give here is such an “audio game’,
Wewe do not claim that it is the most exciting
game ever developed, it is certainly interesting to
play. What seems fo be guite a simple task at first
soon. hecomes -4 fascinating challenge simply
i}eﬁause you have to use a different sensory input
 than that normally used when controlling some
brightly coloured screen display.

In our game you are placed at the controls of 4

spacecraft that is running: short of fuel. Your i}ﬂ]}F \

hope of survival is 1o dock with a fuel station
n&aﬁﬂ Unfortunately, owing to a malfunction in
your computer system, you have no visual
information to guide youin ytmrﬁffmts atdocking;
the only method of navigation is to home in'on the
station u&mg an audible signal, The pitch of the
" ‘navigation beacon’ signal becomes higher the
nearer you gel; 50 it’s just a question of hstening
carefully and responding prwseiy with  the
‘controls.

Just like a real spacecraft. orice you set your ship
offina particular direction, it will keep going until
you counteract that nmm}n by using the opposite
control. If you use two Us to move up quickly, then
yéulll need to pms& two Ds to stop again. This
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-makes the game much hal?dﬂ than it seems. .

It will take: some practice. for you to be able io
complete the game using ﬁﬂi}irﬂ:&mnﬂ ciies, By-i
‘adding a few simple lines, however, you could ; give
an indrcation on the screen of where the ship is in
relation to the firel starion. This could simply show
the 'distance between you and the station (the
variable D) or it could tell the player the most
effective buttons to-push (if SGN(p=x)=-1 thenyou +_
need to go left, for example), These helpful hints
should make ihe game much easier to play, -

Having tried our program, you may like to creaté
your own games. Using sound o locate-or-avoid
objects is a field with mnu&mﬁl&*‘pmgﬂm{nmg
possibilitis, How about sonar games for
submatines or  minefield thatyou have tonavigate
using a detector that emits an audible warning? A
safe cracking game shouldn’t prove toc difficult,

The more advanced sound capabilities of

. machines like the BBC Micro and the Orie-1 will

- obviously be an advantage here. Sound games can
i1se several yoices: s:mult&neauslj‘, 'or give them
shightly different. noises, each with its own
significance in the game. The programmable
volume level available on some machines will be a:
uscfuI feature. .

Basic Flavours

['tis program was written on a 8BC Microin Maode 7..and 5,
therafore, almoast standand Microsof BASIC: s PRINT
commands prasupposea 46-column screen display. and will
need farrmatting for differeant displays, The SOUND comymandin
limes 2000 i 2 pecific to BREC BASIC. Thevalue of the parametar
{265-0) iz the pitch of Lhe note to be playad, while the other
parameters control volume, duration and channel, INKEY S0} in
[ire 126, and theuseaf RNE N line 88w d attention on
iither rmachines:

Spectrum
frisert LET iri all 2gsigniment statemients: Change IMKEY {00 to
INKEYS. Change R MD(1) o RND. Change line 200 fo:
200 BEEP 004, (255-0)
and Ingert
HRANDOMIZE
185 IF 07> 254 THEN LET D=D-254
Commodore 64/Vic-20
Change INKEYS(0) to GET AS. Hefar o your user manual far
Commodore's saund commands: Insert
TR X=RND-TH
Dranon
Change INKE? SP'H MKEYS. Chanoe RND
Ghange line 200 to
SO0 SOUND (255-0) 10
& ingir |
195 IF 0254 THEN D=b-=254
firic Almaos
Changs INKEYSiO to KEYS, Changs line 200 to:
200 SOUND 1, [255-Dp, S WAIT 40 PLAYD,0,0.6
and insart!
1095 1F D=254 THEN D=0 254
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