SPACE   PONG

--- By S\_/S  (F.I.R.E. crew) 2018 ---

(svs.fire@gmail.com)

In this program the classic game PONG is integrated with some shoot'em options, then we could say there is a game in the game.

The goal of the game is to send the ball out of the rightmost border (guarded by the adversary's pad) gaining points. There is a winning score to finish the game; it depends by the many options you set by initial menu (in general the more difficult, the less winning score).

But you can also shoot laser beams toward the ball or against a flying UFO that sometimes appears crossing the screen. The UFO can reply to fire of course engaging in a space battle. The result of all this is gaining or losing points and power.

In addition to the known commands (always listing by HELP page), there are a lot (really a lot!) of secret commands and tricks that you can find. If you like these things, you will be involved in a sort of  treasure hunt. 

The game is for one player, vs the opponent Plus/4. But you can leave the Plus/4 to play against itself.

Warning:
It is suggested that you play this game on a Plus/4 emulator, set to 200% of original speed. This because the game code is compiled Basic, resulting in not so fast at standard speed.
The easier way to know Space Pong is letting it run in selfplay mode. Just  let the game at menu without pressing any key and wait for a while. It will start playing vs itself with random options. Run it more times in order to know the different options.
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*How to win*
Based on the selected options, the program calculates the aimed score to win. 



Basically with difficult settings (i.e. high computer skill) a lower aimed goal is established. 

While in menu page, before to start play, you can view the aimed score-goal in the bottom 

line of the screen.

*How to lose*
:-)
If the visible score achieves zero and you lose a further point, then you have lost the 


game. But if you had collected Stars (see STARS paragraph for more info), you have 


a last chance: the number of Stars is decreased and the game continues. 

Note: Do not forget to enable your speakers: the game has a proper set of sound effects.

OPTIONS SETTABLE BEFORE PLAY:

These ones can be set by the starting menu. A check mark sign near an option means that it is on.
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1)  START (this starts the game after options setting). If no key is pressed for a while, the system runs in selfplay mode, showing in this way, a realtime demo (Hit a command key to resume the control of the game).

2)  SHORT BAT (if set, the bats are about a half of the standard size);

3)  WITH FOG AREA (if set, the bottom part of the screen will be fogged. This means that there the ball and the bats are not visible, even if their movements are enabled);

4)  RANDOM WHEN FOG (If set, and if fog area option is on, when the ball passes under the fog, it could randomly change its trajectory);

5/6) SKILL (sets the skill to reply of the computer. The values go from 1 [easy for you] to 10 [you a champion]).

7)   AUTOFINDER (In order to shot laser beams, you can set an automatic finder. It allows a better aim making greater the probability of target hitting. There are 2 type of autofinders.

8)    PAD SPEED ACCORDING WITH SKILL. If the speed of the pads is set according to the skill you have set. The more skill has the adversary, the less speed you will have to move toward the ball.

     
If the option is not set, then the same speed is always applied.

H)    HALL OF FAME (View the current Hall Of Fame (load the file from disk).

X)    QUIT (exit the game program).

There are many other cheat options, as usual (, but it’s on you to find them (or just ask svs.fire@gmail.com).

PLAYABILITY
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[Bounces]

The ball bounces: when it hits a bat (yours is leftmost one, or adversary rightmost one) or when hits the upper or the lower screen border. There are different angles of the trajectories.

[Spin]

Hitting the ball while the bat is moving, does introduce a spin, changing the angle of the ball bouncing.

[Special]

Hitting the ball with an edge of the bat will gain 4 points and a recharge of the power (+30%). If the computer does, you lose 4 points and -30% of the power. 

[Tilt]

You can cheat by suddenly moving the game-table, in order to change the ball trajectory and confuse the adversary. To do this just hit [Return]. But you are enabled only if you had collected Stars. (Read more below on [Stars] and on “Play Commands: TILT").

[Laser]

You can shoot laser beams just by hitting [Spacebar]. If you hit the Ball, the UFO, or the Missile then they explode and you gain a Special (4 points +30% of power recharge). 

[Score]

The score, always visible on the top-right of the screen, indicates how much points you have gained. If the score goes to zero you have lost the game (but if you had collected stars, you have allowed to continue by spending one of them).

[Power]

The Power is set to 50% at game start. It is used by Laser beams and by Turbo hits. The amount of available energy is visible by a coloured scale (green: high; yellow: middle; red: low). The power is automatically shown during the playing, but you can also see it when you want by hitting [ i ].

If you spend all the energy the bat explodes and you lose 1 point.

To recharge the 100% of power, hit the ball by an edge of your bat, or destroy the ball (or the UFO, or the Missile) by a laser beam.

[Random events]

Randomly some events could happen! They are described under the dedicated paragraph below. 

[Turbo]

You can force a double speed of the ball by hitting CRSR-RIGHT while ball is running from left to right, but this feature is allowed only under some conditions (Read more below on “Play Commands: TURBO").

[Fog]

If fog option is on, then the bottom area of the screen is not visible but the ball and the pads can move inside it. The associated option “Random when fog” (in menu) makes fool/unpredictable the ball trajectories inside the fog.
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[Hall Of Fame]

When you win a game, you are assigned a score value calculated considering the taken time, the score, the collected stars and the options you had set (pad size, adversary skill, fog, etc.). The resulting value is inserted into the Hall of Fame together with your name and options info. The 10 highest scores are saved on disk. Each record is protected by a control code in order to avoid hacks (a check sign certifies the score is true).

If you run a selfplay game, when Plus/4 wins, its score is inserted on H.O.F. too (with the name "Plus/4" and the taken time).

If troubles happen to your drive while it is loading/saving the H.O.F. file, the system will try to rescue a backup copy present on the disk with the name "BACKUP.USR".

Cheat codes use: if the player uses one of the secret commands, allowing him an advantage, then his name inserted in the H.O.F. will be proceeded by a Pirate-face icon.

Short names: if the player name, supplied with a new H.O.F. insertion, is short enough, then the system will add a clock-icon and the game time.

[Stars]
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One star is collected every time the score achieves (and stays) at a number multiple of 10 (then: 10, 20,…, 50, etc.). When a new star is collected, a rocket takes off toward the score-area (you can shot to it and gain points if hit).

When you own a star, you can use the TILT option (each star allows one tilt).

If you are going to lose when you have zero point, the game continue by decreasing the possible stars you own.

An asterisk inside the score numbers inform you that you own star(s) (Hit [ i ] to see how many). 

[Autofinder]

In order to shoot your laser beams with a better aim, you can use the automatic finder system. After its animated search for the target, the finder will lock the target (ball or UFO). The following laser shots will have more probabilities of hitting it.

There are 2 different animations for the Autofinder:

1) Starwars type is the default (rectangle boxes).

2) Predator type (pseudo triangles and the infamous three red dots :-). This one is usable by a hidden command: find it! (Or write to svs.fire@gmail.com). And there is another secret option here... just for true nerds!
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The Starwars-type autofinder


              The "hidden" Predator-type autofinder in action.

[Aim icon]
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On the top right corner of the screen, an icon informs you about the precision of the aiming system for the laser shots. A green grid over a yellow target means that the system is working with the best precision: if you shoot then you have many chances to hit the target. 

If the grid is orange with the target not centred, then the chances are medium. If the grid is red and the target is out of it, then the chances are low (but still existing!).

The initial situation is green (best aim), but it decreases every time you shoot.

The following  events reset to the best the aiming system:

- Autofinder animation;

- Target destroyed;

- Teleport animation.   

Chances of hitting the target go from 12% (minimum) to 50% (maximum) and depend by the computer skill too.

PLAY COMMANDS SUMMARY:
These keys can be pressed while playing, when the ball is moving.

↑   ↓

CRSR-UP CRSR-DN
Move your bat (leftmost on the screen);

[H] 

HELP 

Pause the game and show a helper list;

[I]

INFO

Show for some seconds a panel with info regarding Current Power, Stars 


gained, Remaining points to achieve the winning score, and all the current 


set options.

[Spacebar]
LASER

Shoot a laser beam from your pad towards the ball or the UFO. If you hit the 


target then it explodes and you gain 4 points +30% of power recharge. Each 


shot costs 2 energy units. But be informed: if you attempt to shoot when 



energy is empty your pad will explode (and you'll lose 1 point).





Beware to not cause an explosion too close your pad, because it could 




cause its explosion too 
(resulting in loss of 3 points).

[S]

SELFPLAY
The game continues without human interface. Just press [Space], [Return],  


[Crsr-Up] or [Crsr-down] key to resume the manual control. 

[(]

TURBO

Hitting the [(] key you can force the turbo (double speed of the ball), in 



order to pass the adversary defence. The operation costs some power 



energy depending by these rules: a) if score is not greater than 10, then 


turbo is not allowed; b) if score is more than 30, turbo costs 5 energy units; 


c) if score is between 1
and 29 it costs inverse-proportionally to the score 


(the less score, the more energy cost).

Beware that if the turbo running ball is hit by the adversary bat, then the reply trajectory is speeded too.

[RETURN]
TILT

Suddenly move the table in order to induce the adversary to miss the ball.





Allowed only if you own Star(s). Each Tilt costs one star. Even the screen is 



affected by this 
movement: in fact it will temporary lose the sync :-)

[ESC]

EXIT

Finish the game and return to the menu (you are requested a confirmation).
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Here too there are other cheat options, of course (, but it’s on you to find them (, (or just ask svs.fire@gmail.com).
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The missile exploding sequence (see Stars).

RANDOM EVENTS:
UFO

:
A flying saucer can (randomly) appear and fly in the game area. It will attempt to 


attack your pad by shooting its blue beams. You can reply to fire using your laser 


(press [Spacebar]). If you are able to destroy it, you will gain 3 points and a +30% 


power recharge. On the contrary if the flying saucer destroys your pad, then you lose 4 points and a -30% of power.

It is possible that you simply damage the enemy craft. In this case the flying saucer will emit smoke and will attempt to escape.

You can continue to shoot it and, if hit again, the UFO will crash to the ground.

When UFO is shooting you,  your laser is automa-tically connected with the moving commands. Then pressing UP or DOWN will shoot too. 

If the UFO appears and you cannot fire because you have no power, you are suggested to hide your pad inside the fog (if present), or even out of the screen. When the UFO is gone away, you can return.




Sometimes, if the fog is present, the UFO will use its lasers to dissolve it.

DOUBLE BALL:
Sometimes the ball doubles with a false imagine running on the screen together with 


the true one. You have to be able to catch the real ball and not the false echo. If you 


miss  the ball (the real one!) you lose 2 points.

TELEPORT:

A teleport function can happen when the ball meets a space wormhole. When done 


the ball disappears from its position and reappears in a different location (with a 


different trajectory). 

Sometimes from the wormhole can appear a UFO that immediately will attack your pad. Be careful of the colour of reappearing wormhole: if orange instead of the usual blue, then a UFO will appear!
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Happy playing!

