A UBER’S GUIDE TO FLABH ATTACK

FLASH ATTACK is a famst pPaced action same For two plavers: reaudirins

two Commodore PET Computers with at least 8K of memory esach. Each

plaver has one base of orperations and one mobile tanK! the tank is used
to seek out and destrovy the opposing plaver’s base. Plavers may

place mines and huvild decoy bases, and ICEMs {(Intercontinental

Ballistic Missles) may be derloved. A tvepical same takes anvehere in the
ranae From 30C seconds to B minutes to eplay, depending on the sKill of the
rlavers and the lavout of the terrain.

To Beain:

1. Cornmect the PETs to be used with standard MACH 2 PET-interconnect cable
(sep "Multimachine Games”: BYTE, December, 1880 for details on the
construction and use of this cabhlel.

2. Load both machines from the Flash Attack same cassette supplied, and
RUN the proaram on both machines.

3. If vou answer YES to the First «auestion the proaram asks, it will eprint
out a brief refresher relating to which HKevs do what.

4. The second @auestion the proaram asks relates to whether or not

vou wWwish to rPlay the standard two-machine aame. The alternative is

to #lay the one-prlaver one—-machine "standalone”" form of the same, which was
designed to allow plavers to practice on their own between matches (see
Appendix A). Both rlavers must answer YES to this second question in order
to play the standard two-machine same. UOnce they have both done so, the elav
auntomatically besins.

The Obiect.

S. The obdect of the same is to destroy any one of the Four white sauares
ganstituting the oppPosing plaver’s base. This can be accomplished

by one of two means: Firine 3 shell from vour tank at your oprponent’s base.s
or shooting ofFf an ICEM From vour base at vour orponent’s hase.

The Field of Plav.

G. Play talkes place in & B9 by 40 area bounded by “"mountains”, mountains heins
represented by plosely cross—hatoched sauares. Tanks may not moue throuah
mountains, nor can shells of any Kind destrovy them:. but ICBMs mav rass puver
mountains on their way to a taraet. The field of rlary also contains forested
areas, represented by aroups of little Christmas Trees. Tanks may rass
throuah Forests, and shells of any Kind can destroy them —— Forests serup

Lo pUTrPpses. First, & tank or base shell will exelode uron hittins

a treer, thereby sparing whatever is behind the tree, and secondlys

a2 seuare containing a tree is Known by both plavers not 1o contain & mine.

Mouvinas Your Tank:

7. The numeric Kevead is used to spPecify all directional information: to moue
ong sauare P, hit the 8" Kev, to move down, hit the "2" Key, to move to the
left: hit the "4" Kev: and to move to the right, hit the "B" Kev. Mouvins on
the respective diamonals is accomplished throush the use of the "7, "gH, ¥iY,
and "3" Kevs. Mote that to mouve out of vour base, vour fFirst mouve must

be n & diasonal: since tanks cannot move throush walls., Also wnote that esach
time vou mowve, vour sas diseplay decreases by one: once this number

ages to zero. vou will Find vourself unable to move (see "Refuelinas, Etoc.:. AL
Your Base").



Firina the Tank Guna:

8. By hitting the space Key, vour tanf =un becomes “"armed”: which means that
the next direction vou specify will be taken to be the diregction in which to
Fire rather than the direction in which vou wish to mouve. The little liaht
marfed "FY Jdust to the rtight of vour tani window will lisht up whensuer

vour tank sun is armed. To de—arm vour tani sun before firins.

50 as o conserve & shell: hit any illesal Kevy {(For example "0O%). Note that
gach time vou Fire vour tank sun, one of the liahts in the disrlay marked
"EHELLSY apes outi once all of these limhts are out, ¥ou will ne lonser be
able to Fire From vour tank (see "Refusling, Etoc., At Your Base').

PFlanting Minesa

. To plant & mine: hit the "M Key and then move away from that sauare. M
Hatecian srarhic will arpear on the sAuare Just vacated (althoush

From vour opponent ‘s point of wview, the sauare will continue to looK Just like
a "stretch of virzin arassland). Note that each time vou rPlant a8 mine, one
of the limhts in the diseplay marked "MINESY soes out: once all of these

lishts are out, vou wWill no loneer be able to rplant mines (see “"Refuelina,
Etc.r At Your Base®).

Buildins Decovy Bases:

1¢. Decoy bases must be constructed one “"wall" at a time: hit the "W" Kevy
and then move away From that sauare, and vou will Find that vou have
derosited a wall behind vou. By derpositing walls in a diamond-shared
pattern. vou can oreate an obdect that looKs Just liKe a real base, excert
that when vour orponent destrovs it, the same does wot end. Mote that

pach time vou create a wall, one of the lishts on the display marked "WALLEY
aoes out: once all of these lishts are out, vou will no lonmer be able

to Place walls (see "Refuelingr, Eto.r At Your Base').

Firing the Base LGun:

1i. By hittins the 1Y Key (Just to the left of the srpace Kev), vour base

aun becomes "armed® which means that the next direction vou srecify will be
taken to be the direction in which vou wish to fire vour base sun rather than
the direction in which vou wish te move. The little limht marKed

HE® just to the left of vour base window will lisht up whenever vour base

aun is armed. There is no limit on the number of base sun shells.

Using the ICBEMs:

12. To send off an ICBM. vou will fFirst need to enter a divection for the
ICEM to be Fired off in., and a ranse,. or distance fFrom vour base For the ICEM
to ftravel. To enter the direction, hit the "A" Hev —— this will cause vour
YANGLEY resister to clear and the little lisht beside it to come on. Enter
an anale in dearees: the straishi-up direction corresponding to an ansle of O
degarees and proceeding clockwise From there (For example, to aim directly to
the riaht fFrom vour base, use an anzle of 80 dearees: to aim directly to the
left, use an anasle of 270 dearess!). Anales must fFall in the ranzse from @ to
358 —-— neaative anales are not allowed.

13, Havina entered the desired angle, hit the "RY Key —— this will cause vour
YRANGEY register to clear and the little lisht beside it to come on. Enter

the ranzae desired, in units of plavinae Field Ysauares” (the xIiv asrect
ratic is to be taken as 1:1 Ffor the purposes of this computationl.



14, To actually Fire an ICEBM off at anvy time, hit the “I" Kev. If vou have

CEBZ sound hooked uep, a hish, fallinsg whistle will be heard. If the combination

of anale and ranse vou have chosen causes the ICEBM to =zmo off the north or
south end of the field of rlay, no exrlosion will ooccurs; ptherwise, &

3 x 3 area centered uron the point of impact will be totally destroved. Note
that pach time vou Fire an ICEBM, one of the little lishts in the disrlay
marked "ICBMSY will mo out: once all of the liahts are outl:. vou will no lonser
be able to Fire an ICBM.

Tank Condition.

18, You have five tanks available to vou puver the course of each same. Each
time vour current tank is hit by a shell fFrom vour opronent’s tankK., its
condition will chanme: if in condition GREEN it will chanse to condition
AMBER: if in AMBER, it will so to RED., if in RED it will be destroved.

Each time vour tank runs aocross & mine, its condition will chanse as thouah
it had Just been hit by two tank shells in succession. Each time vour tank
is hit by either an ICEM or by vour opponent’s base sun. it will be
unconditionally destroved.

i8. When vour tank is in gondition RED, vou will Find that it does

not mopue ProreTiv. What is harrening is that a random effect is coming into
play in such a way that arproximately 304 of the movements You PTProPOS2 are
ignored, althoush yvour sas supprly decreases sach time vou attemrt 10 move.

Refuelina, Etc.r. At Your Base:

i7. Your tank will run low on its wvarious consumables (mines: shellss
walls, and mas) over the course of a forav: in addition, it may

sustain damage in battle with the orrPonent’s tank or as a result of rTunnins
puer a mine. By drivina vour tank back to the center poF vour base and
hitting the “HOME" Kev, all of these deficiencies can be rvegtified: the
tank is refueled, miven a Full complement of walls and wearonry, and is
brousht back teo condition GREEN if not already there.

Game Termination.

i8. Under most circumstances, one plaver will destrovy the other’s

base, and the mame will automatically terminate with one plaver’s condition
beina SUPREME while the other’'s is DEFUNCT. Ocoasionalily. houweuerr the
terrain will be set ur in such a wavy that the two rlavers’ bases are
serarated from one another by an impenetrable line of mountains, in which
case the same mavy need to be terminated by some other means than by one
plaver havinzg won. Hit the back—-arrow Kev (" ") at anv time to

terminate the game under wav.

i89. Each time A same ends, the Fact that it has ended is indicated bv

the blinkKina cursor at the lower left of both plavers’ screens. Simply

hit the return Key at this point to set a display of the entire field of
plav. The figld of eplay is considerably more than one screen’s worth, so

it will seroll its way over the diseplav... to stor the scrolling so as to

be able to examine an area of the field more closely, hit anvy Kevy., then hit
any Key again to smet the secrolling 1o resume. Mote that in this Final:, rPost—-
mortem display of the fField, vour opponent’s mines become visible to vour
showing up 85 asterisHs.



firpendix AL Standalone Flash Attack

The srozram as surplied on cassette can be set up to Tun in gither a one—
or & two-maching fForm. In the one—-machine, or "standalone” form of the
aame, the same basic command Forms and so fForth apply as in the two—machine
Form, the main difference beina that the eplaver‘s orpronent is now the PET
itself. The standalone Form of the same is intended strictly for use in
practice and as a demonstration setur when two machines are not avail-
able. vour orpponent in this form of the game is strictly a random Kevstroke
agnerator, and gannot be expected to present any real challenge to beat.

To inuvoke the standalone Fform of Flash Attack, answer NI to the second
question it asks arfter vou Fireg it ur... once vou have done this, sach time
vaou play vou will be rlavinge the standalone version:, until vou reload

the rroaram From the casseltie.

Arpendix BI A Few Other Things

Flash Attack is written in a FORTH-1iKe lansuase devised specifically
for the rurrose by MALH Z. Since users will not be able to read the code
to see how it works, a Few notes are included herel

The Five-second delay after reqauesting rplay during which the program
has the "JUST N MOMENT..." messase on the sereen is used to oreate
a new, random version of the Field of eplay, and to transmit it
puver the interconnect cable From one machine to the other. The
randomization of the Field of play takes place within some Fairly
strict constraints. fForested areas will alwavs be made ur of roushly
alobular assresations of treesy while mountains will tend to be
elongated in the diasonal directions. Bases are st down pretty much
randomly, but are chosen such that they will never be within
direct siaht of each other at the start of a aame.

The windowing softuare that oreates the view From the screen of what
the viginity of the tank and base look likKe is really settins up
a true window into the computer’s memory. This is why there are
sueh stranse looKina thinms off the north and south ends of the Ffield
of plav: north of the Fiegld is where the rroaram has its
variables allocated {(vou will be able to see these items change as
vou mouve around, shoot at thinss, etc.y if vou look carefully)s
south of the fField is where the Prosram itself is.

Juust For HKicks, try hittinas the SHIFT/O0FF Kev sometime durinzs a same.
and see what harpens... MACH 2 maKkes no suarantes of proaram
intearity if vou dog this, but the results can be amusinse nevertheless.
@



