
SOURCE CODE – LIST 

Pls note that we permit the distribution of this source code by CPC Retrodev and the University of Alicante. 

We also mention this in line 10 (first) of the list.  

Pls read first making of in order to better understand the philosophy of the game and this list. 

Basic info: K= kicker choice, G= keeper’s choice. 

K and G can be 0, 1, or 2 depending on each player’s choice. 

After kicker’s choice, we have 3 scenarios (K=0, K=1, K=2). In each of them, we ask for Keeper’s choice to define G. Then we know K and G and we have 9 possible 
combinations. Each case from these 9 cases is designed seperately. 

 

10 TO 400: INPUT CHOICES OF GAME AND NAMES OF TEAMS AND PLAYERS 

410 TO 700: START GAME - DEFINING VARIABLES 

710 TO 870: GOALPOST DESIGN AND GRAPHICS 

880 TO 1060: INPUT K (KICKER’S CHOICE)  

1070 TO 1370: K=0 SHOOTING CENTRE and ASKING KEEPER’S CHOICE 

1380 TO 1670: K=1 SHOOTING LEFT and ASKING KEEPER’S CHOICE 

1680 TO 1960: K=2 SHOOTING RIGHT and ASKING KEEPER’S CHOICE 

1970 TO 2010: GOALKEEPER DISAPPEAR 

2020 TO 2660: 9 POSSIBLE ENDINGS FOR ALL 9 CASES OF K AND G (0, 1, OR 2) – SEE REM IN THE START OF EACH SECTION 

2670 TO 3010: GOAL AND SCORE 

3020 TO 3110: END OF GAME 

3120 TO 3310: KICKER DESIGN AND DISAPPEAR 

3320 TO 3440: RANDOM CHOICE OF COMPUTER FOR 1 PLAYER MODE ONLY 

3450 TO 3580: SOUND DESIGN 

 









































 


