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FOR I=１ TO ３ 
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FOR I=１ TO ３ 

 ＰＲＩＮＴ Ｉ；＂）＂；ＮＡＭＥ＄ 

NEXT  
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ＣＬＳ 

FOR I=1 TO 1000 

 LOCATE RND(50),RND(30) 

 PRINT CHR$(RND(256)) 

NEXT  
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ＣＬＳ 

＠LOOP 

IF BUTTON(２) AND ＃A THEN BEEP RND(１００) 

IF BUTTON(２) AND ＃B THEN END 

VSYNC 

GOTO ＠LOOP 
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XSCREEN 2  

＠LOOP 

IF BUTTON(2) AND ＃B THEN END 

TOUCH OUT TCS,TCX,TCY 

IF TCS>0 THEN 

 DISPLAY ０ 

 GPSET TCX,TCY,#RED 

 DISPLAY １ 

 GCIRCLE TCX,TCY,10,#BLUE 

ENDIF 

VSYNC 

 GOTO ＠LOOP 
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ACLS 

＠LOOP 

IF BUTTON(2) AND ＃B THEN END 

SPSET RND(4096) OUT ID 

IF ID>-1 THEN 

 SPOFS ID,200,120 

 SPANIM ID,＂XY＂,-60,RND(400),RND(240)，１ 

ENDIF 

VSYNC 

GOTO ＠LOOP 
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EDIT    

ACLS 

XON MOTION 

＠LOOP  

ACCEL OUT AX,AY,AZ 

IF BUTTON(2) AND ＃B THEN END 

GFILL ８， ８，３９２， ８＋１６，＃ＧＲＡＹ 

GFILL ８，３２，３９２，３２＋１６，＃ＧＲＡＹ 

GFILL ８，５６，３９２，５６＋１６，＃ＧＲＡＹ 

１００）＋２００ 

１００）＋２００ 

１００）＋２００ 

GFILL ８， ８，ＡＸ， ８＋１６，＃ＲＥＤ 

GFILL ８，３２，ＡＹ，３２＋１６，＃ＧＲＥＥＮ 

GFILL ８，５６，ＡＺ，５６＋１６，＃ＢＬＵＥ 

 ＡＸ，ＡＹ，ＡＺ 

VSYNC 

GOTO ＠LOOP 
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' 

' JUMP TEST 

' 

CLS 

GCLS  

SPCLR 

GFILL 0,200,399,239,RGB(150,60,2) 

GPAINT 0,0,RGB(8,120,200) 

'--- INIT PLAYER 

OX=200:OY=200-1 

VX=0:AX=0 

JP=0 

'--- CREATE PLAYER 

SPSET   ID,2630 

SPHOME  ID,8,15 

SPSCALE ID,1.0,1.0 

SPOFS   ID,OX,OY 

'--- MAIN LOOP 

@LOOP 

B=BUTTON(0) 

'--- SPEED UP 

IF B AND #Y THEN SPD=2 ELSE SPD=1 

'--- MOVE SIDE 

X=0 

IF B AND #LEFT  THEN X=-1 

IF B AND #RIGHT THEN X= 1 

'---  

IF X==0 THEN 

 IF AX<0 && AX>0 THEN AX=0 

 RA=0.4 

 IF AX<0 THEN AX=AX+RA:IF AX>0 THEN AX=0 

 IF AX>0 THEN AX=AX-RA:IF AX<0 THEN AX=0 

ELSE 

 AX=AX+X*0.1:AMAX=2 

 IF AX<-AMAX THEN AX=-AMAX 

 IF AX> AMAX THEN AX= AMAX 

ENDIF 

'---  

VX=VX+AX 

IF AX==0 THEN 

 RV=0.1 

 IF VX<0 THEN VX=VX+RV:IF VX>0 THEN VX=0 

 IF VX>0 THEN VX=VX-RV:IF VX<0 THEN VX=0 

ENDIF 

VMAX=2 

IF VX<-VMAX THEN VX=-VMAX 
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IF VX> VMAX THEN VX= VMAX 

'---  

OX=OX+VX*SPD 

IF OX<0   THEN OX=  0:VX=0:AX=0 

IF OX>399 THEN OX=399:VX=0:AX=0 

'--- JUMP 

JY=8 

IF JP THEN 

 VY=VY+0.5 

 IF VY>JY THEN JP=0:VY=0 

ELSEIF BUTTON(2) AND #B THEN 

 JP=1:VY=-JY 

ENDIF 

'--- 

OY=OY+VY 

'--- DRAW 

SPOFS ID,OX,OY 

'--- DEBUG 

LOCATE  1,1:PRINT "OX:";OX;"  " 

LOCATE 11,1:PRINT "VX:";VX;"  " 

LOCATE 21,1:PRINT "AX:";AX;"  " 

LOCATE  1,3:PRINT "OY:";OY;"  " 

LOCATE 11,3:PRINT "VY:";VY;"  " 

LOCATE 21,3:PRINT "JP:";JP;"  " 

'---  

VSYNC 

GOTO @LOOP 
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