BASIC Side Scroller Engine for the TI-83 Plus Family

A PentaSoft Production

This is a simple engine written in BASIC for making side-scroller games. The beta includes five sample levels, each with 6 screens, for a grand total of 30 built-in screens (counting bonus rooms).

1. Overview

Limitations:

•Jumping only works to the right

•Because of the code’s timing, you can only pick up a theta symbol (treasure) that is in the air by falling onto it from the top. Once your player sprite appears over it, you’ve collected it.

•Treasures will reappear when you return to a screen or save your game even if you already picked them up. You cannot get the treasures twice; these are just “ghosts” and have no effect on gameplay.

•Unfortunately, if you save your game in a room where you have already gotten treasures in that room and it is possible to get it again from where you saved, the game will not remember that you picked it up last time.

The maximum score is 62 (as of 80% of the levels being done). Yes, it is possible to get this much. Most of it’s in one of the bonus rooms, which are very good for points.

2. How to Play

Controls:

Left – Move left

Right – Move right

2nd – Jump up one, over two

It is possible to jump while in the air.

Del – Used to pass by “ { ” barriers.

Clear – pauses the game by turning the calc OFF. Press ON to resume

Enter – Save game

On – Exit

Explanation of graphics:

X = platform/wall

(theta) = treasure. Worth 1 point per screen, except the bonus room

v = Digger, moves you down through one row and drops you below

(pi) = Trampoline, moves you up three spaces instantly

A = Exit door, go to next level/end of game

{ = Locked door with “mail slot”, use Delete key to get past from the left. May move backward through them using left arrow

^ = Climbing platform, jump into it to move one row above it. You can stand on the top of it without falling

T = Super Trampoline, moves you up six spaces with a slight delay

V = Super Digger, moves you down to the second last row

To add more functions, modify the “ZCH” file as you need, and then package the new ZCH program with whatever you release.

3. Level Development

NOTE: When seen in the following text, “->” means the “Store to” symbol.

To make your own level pack, your must name it “ZLVL” and the following lines of code must begin it:

:If Z=46

:Then

:”(name of level pack here)”->Str3

:Return

:End

:If L=(last level number plus 1)

:Then

:3->W:Return

:End

Then repeat this pattern for each level:

:If L=(level number)

:Then

:”(level name here)”->Str6

(code for each screen goes here)

:End

To make a screen, first type the sequence in as you wish it to appear, and store it to Str1, like this:

:”XXXXXXXXXXXXXXXXX               XX(etc.…)”->Str1

Then store the first character of Str1 to Str2, like this:

:”X”->Str2

To make a screen with hidden/invisible objects/platforms, use Str1 to store what the objects/platforms actually are, and use Str2 to store how you want the screen to appear. For example, you can hide the pit in the bottom of this:




by putting this in Str2:
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Remember that you need to store bits of Str2 that you don’t want to camouflage objects exactly as those objects appear in Str1.

--NightWind

