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HEATHER LAUDAN:
Ludus Latrunculorum
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Frad=mhw 5

clay f(a, nzl) oy
Daay (€5, 83
play (b, nZ)
sLay (d, mE) o
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procedure smallsound s

const
noo= 400 &
@2l = 125 =
fo = 140 ;
g = 147 3
a = 159
b =
cg = .
¢ =
@ = 5

var n4, n3 @ integer ;

- kl
more §ochar s
ocegLn
n& = 2 % mi
R D I R S o P
pglay {(a, n&)

play (os, ns) g

play (b, n@) s
play (4, n&) o
play {(ez, n&) =
play (cs, nT) s
play {(a, nz3) 3
play (a, n4) =
play (a, nd)

play (fs, ng) s

play (&1, n3) 3

rest
@nel s

»
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procedure writestart j
var cont ¢ ochar o
skipzet @ lgtterset g

pegin

taxTmode (ciE0) 3

tewtpackground (black) i

taxtcolor (magental

skipselt = [“s7, 7871

cirsor g

writeln

Ffor lastnum i= 1 to 10 do
wreite (allstars)

3
writein (7 Ludus Latrunculorum”)
wrriteln (7 by Heather Laudan)

For lastnum s= 1 to 10 do
write falistars)

e w3



TEAS 1O
TirSor oy
wert=un (7 OF you would like to skip the introduction znter the letter s. 771
wetteln (7 To continue - press any other key. ")
cont s= keyin g
iv comt in seipset

then exit 3

wi~riteEn g

writheln (7 This is a game loosely based on an ancient game played by )

wrzteln (7 (Greeks and Romans., The Homans called the game cudus )

woiteln {7 Latrunculorum, or robbers. Remrants of game pieces found’)

writeln (7 in tombs and ruins of ancient buildings, pictuwres depicting )y

weitEin (7 play, and references in pocetry have given us the few’'):

writelin (7 details whicnh we have about the game. The board is & sguare’ )y

writteln (7 grig of square blocks upon which two opposing teams match forces” ).

wirtteln (7 Pieces are captured and removed from play when thesy are’):

writeln (7 surrounded on two opposite sides by two piec=s from the’ ),

wiritteln (7 other side. It is dcebated whether thereg was just one type of "y

wrelteln (7 move for all pieces, or possibly two types of pieces on sach sids,

).

wrsntela (7 with diffzrent allowable moves for the different piesces. )

writeln (¢ This game follows the latter. The remaining detatls of the')s

writeln (7 ancient game are as vet undiscovered, but have besen liberally”’ ).

writeln (¢ interpreted with tne help of the Greek comic playvwrite, "):

Ariteln (7 Aristoohanes, and his play entitled Lysistrata. The Lysisterata is-

writeln (7 the basis for this strategic battle, with the opposing sides not’ )

writeln (7 soldiers of gpposing city - states fighting for territory or )

wititeln s

writeln (7 ipress any key to ses more. ") s

Cont == Eevin o

clrscr s

wrriteln g

writeln (7 glory, but opposing sexesi men versus woment in & batoie” i

writeln (7 for international peace as well as domestic trangquility. The 7oy

writeln (7 women of warring city-states, cired of the tolls the war is')y

writeln (7 taking on their country angd their private lives, unite against’ )

writeln (7 a.l their husband-soldiers ang stage a sex strike until peace’ )

weiteln (7 is declared. )

wreiteln s

writeln (7 {press any key to see morz.37) 3

cont = keyin gy

CLitsor s

writeln

writeln (7 In this game the game board or the scresn represents the 7

writeln {7 scene of most of the action of the bLysistrata. the Parthenon. 7

writaln (7 The opposing sides are the women led by the militant matron Lysiste
ata, )

wirtteln (7 vs. the men. Thers are two tyoes of pieces for sach side, ")y

arateln (7 12 of esach type. The shaded pieces have the most freedom and”’);

wWrit=ln (7 mower in theirs movement as thay ar-e aliowed to move in an’)

writeln (7 L- shape in any direction. These pieces represzent the tha’):

wrritaln (7 main characters of the comsdy, the young soldises and thelr” )y

wiriteln (7 wives. 1he putlined pieces reprasent the comstantly bickering i

writeln {7 old men and wamen of the chorus. The chorus pigpces ars2 allowsd )

writeln (7 to move only one scuarg at a2 time, either Forward, backward. " )g

Wwriteln (7 ledft, or right. 7)) =

weiteln

writein (7 {prezss any key to see more. >0 g

cont = keyin

CLrsCk s

wediteln g

weitein (0 The objgect of the game is to eliminate all piszces of the opposing”)

writaln (7 team. kach side is heiped tosard its chject by a patron oo, 7)1
WImitE . ™ ThE women £re bactes ov Aphroglte, Soddess of sove. he soldiecs” o

o



sArolelr {0 Tatron god 16 Aces, oo of aan,  Lccasionally du-ting plovy o) g
vicrtern 7 the game & sige mey chcose to cell upon the gQoos to interfere”
writaln (7 on thelr behalf. This may or may not act in that gides”” +tavor, )
Armiteln (7 or the gods may not deign to helo anvone. ) s

weilteln ! Whenever a god-call occuwrs Ares and Apnrodite (who are “airly )
writeln (7 evenly matched for tinis game) battle it out 1n the neavens. I
Sriteln (7 Whnen a victor s determined, the side which is backed by the 7).
weiteln (7 victor is allowed to remove any one piece from the other side” )y
writeln (7 and play continues. Each side starts with 3 god catls. ashenever:

writeln (7 a chorus mamoer first reaches the nome side of its opposition” ),
wiriteln (7 thnat team acguires another god-cail. Zach chorus member can add on

Ty~ )y
writa2in (7 ane god-call to its siae. ¥ s
wrrteln o
wiritteln (7 dpress any key to see more.r )
cont = keyin s

ol =
wrliteln s
wetteln o Pileces are removed when they are surrounded on two opposite i
weiteln(” sides by 2 pieces from the opposing side. A pilece in a corner 1s5°);:
Arttelind” surrounds2d if three opoosing pieces are all around 1t Teams” 2 ;
wiriteln(’ alternate turns moving one oiece 11 each turn. Yy
weiteln(” More than one piece can bz sliminated at once” )y
writeln{” by surrounding s row {or column? of contiguous pieces at’ )y
writeln(” its two ends. ")
writeln
writeln
Arriteln
'};
writeln
writeln
writeln
cont =
Tlrgocr g

®@no

o~ zw

Play may oe conducted oetwssn two plavers, or one player' )i
against the computer. (not yet) The plavers choose which sides they

—

—~

want, and an 1nitial god-call determines whoc goes first. ),

ol

t{press any key to start the game.37") 3
eyin

a
7

e

oesreduwre oneplaver (var  side @ char 2

wt

meocin
wot1tein (“What side will you take against me? )
Aeitedn (TType m o~ men or W~ women’ )
HIOE fE MEyan oy
i% {gide = "m") o (side = M7}

then
paegin
w~iteln (7 All right - youwr patron is Ares. ) 3
writeln ( "Remenmber love conouvers alll-)
end

elese writeln( Your patron 1s fAphrodite. s
writeln g
2ra .

sracedures twoplavers (var sidel ¢ char o
CEoin

wrtteln (7 Player L, which side will vou take™ )
wiritelin (7 Enter the letter m or w.' ) g

sidel = keyin s
1t {gidel = "m7) or (sidel = M)
tren
bagin

writeln (7 Flayer 1, yvour patron 18 Aces o7
writewn (7 Flayer 2 Aphrodite loves yvou o7

L“J!’“ -

=y -

—
-x



@ aE
Segin
writeln (7 Player 1, your patron is Aphrodite .77
writeln (7 Flayer 2, Ares is at your back raginmg to do war.”)
erd =
gelay (2500}

a2ng s

Jracz2duwra getnum ( var sidel @ char s
var numplayers & integer)

begin
writein (“Welcome to the game of Ludus Latrunculorum <)
writeln (7 s#x##% BRattle of Lysistrata s#s )
wiritaeln

(it wiriteln (7 How many playvers™ (enter 1 or Z) ")y #)
(% tread (numplavyers), #)
numplayers = & @
repeat
if numplayers = 1
then oneplayer (sidel}
else if mumplavers = 2
then twoplavers (sidetl}
2lse writeln (Twrong entry - enter 1 or 2 for number of plavers iy
whtil (numplayers = 1) or (numplayers = 23
ard

oroccedure setboard ( var board & boardtype o3

war
mow, ol !ointeger s

begin
coti= 1

For o row = 1 o 3 do
begin
while col <= 2 do
begin

Bogardirow,coli.full 1= true
boardirow,coll.piece.morw =woman
ooardlrow,coll.piece.role = main
boardlrow,coll.piece.cancall = falze
col 3= col -+ 2 3

and
ifF col = 9
then col = 2
else col := 1
2ng s
coli= 2
For row = 4 ko 3 do
bagin
whiile col <= & do
begin

Boardirow,colld.full == true ;
onardirow,coll.piece.cancall = true
bosrdirow,coll.piece.morw I= woman j
ooardlrow,coll.plece.role = chorus g
cal i= ol + 2.

end

it ol = 9
then coli= 2
lse coli= § 3

eno



Smpeotor = 4 to o do
~O- SoL 2= 1 to 3 do
boardirow,coll. full = false .

coe. =l

M

ar row = A to & do
neoin
while col <= & do
negin
boardlrow,coll. fuly &= true
boardlrow,coll.piece.cancall i= true
boardlraow,coll.piece.morw = man s
boardlirow,coli.piscs. ~ole = chorus j
ol = col + 2 .
end
if¥ col = ¥
then col ¢
mlse cgl =

li
Ll

ur

o

e

zol ism o

Faor row = & to & do
h=gin
while col <= 2 do
baegin
boardlrow,coll. full &= true
boardirow,coll.pisece.morw = man ;
boardlrow,coll.pigce.role = main |
soardirow,coll.piece.cancall i= false
col = col + 2
end s
i¥ col = %9

thern cot = &
2lse col = 1| 2
erg o
204y

unction checkfull ( newrow, newcol @ integsr g
bpard & boardtype } & boolean ¢

» aoaralnewrow,newecoll. full = true
then checkfull I= true
2ise checkfull = false
ens

fanction checkmove (board @ boardtype
oldrow, nldcal, newrow, newcol @ integer
sige @ char) ! bopliean g

VAl

woongs, no_i, noempty, nofull, noblock,mi, m2, o3, mé,mS ob @ stringlzod

~owab ! integer g

colabh bfointeger
SEQLN

tamtmode 3

wrangs f= “You are trving to move the other side” s piece -try again”
so o« of® “Not moving in oan 1 shape - try again.

naemplty = “Lan not move from an empty space - fry again.” :

Aaotell f= TCan not move 1nto already oocupied space - try again. g
mnnlocs d="Can only move this oisce one square at & time. try againi-
e = Cegnestly, suen behavior, witn so much at state L.

wa

~<F



a0 rE o ncuer or TEat rnsolsgnt o tip b
.o o= U Gross inedtitude. A sorry day JYor Tne -orce .

iy

=7 .= “What-all s that bodacious ruckus™:

"

4 = ho-all s notion was this-hiver confabulation?”

“awsb = abgs(oldrow - newrow)
o .a13 = abs(nldcol - newcol)
crecemove = false g
i: checkfull (oldrow, oldool, board) = false
then
aoegin
Wwritein (mi) g
writeln (noempty?
816
tse 1l checkfull (newrow, newcol, board) = true
zhen
nEgin
writeln (m<)
writein (nofull?

ot aw

znd
z.se 1if (boardioldrow,oldecoll.pigce.morw = mant and
then
nEgin

wiriteln (m3) g
writeln (wrongs)

end
nlge if (boardioldrow.oldeolli.niece.mnorw = woman? and
than
pagin

writeln (m4)
writeln (wrongs?

erd
2.52 if boardlolidrow,oldcoli.piece.role = main
when it rowabk = W) and (epolab = 1)}y o ({(rowah =
then checkmove (= true
clese
beagin

wiriteln (m3) s
wreiteln (no_ 12
emnd
2lee 1F ({(rowab = 1} and (colab
aen checkmoave &= true
2lse
hegin
writeln (mZ) o
writeln (noblock).
end

If
il

02y ar ({rowab

LT R
urztron menwon (board ¢ boardiype) s poodlean
LY

Tel, oW 1ointzgaer
wems ¢ boolean s

xnra (row = ) and (temp = true) co
BEgLN
Foofin I U
wnile (ol <= &) aro (temp = true) do
TECLN

i+ ooardlrpow,coll. full = trus
then 1F bosrdfrow,colld.opiece. moow = wWOmEs

LAY TELD = ‘a.zmz

S

(side =

(side
1) ana
1) and

W)

= ‘me)

(cglab

(colab
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=0
raw 3= row - 1
enG
menyon = temp
ens s
Tuncrion womanwon (boasrd rboardtype ) @ boolean s
rE o
coL, Fow @ integer o
temp @ Doglean
pegiLn
col =1 3
wemp = Lrue
wWhile {(col <= 8) and (temp = true) do
begin
~ow 1= 1y
witile {(row <= 2) and (temp = ftrue! do
begin
if boardlrow,coll.+ull = true
then i¥ boardirow,coll.prece.morw = man
then temp = false
rowW EE o oraw 4+ |
and
row = row + 4
end
womenwon = temp
ENe
crocsdure godeall | calisr i char i
var godocalled @ godtypel)
var callmum * integer g
oDTgin
Trirscrean ( -1) 4
SILAL LBOURS =
CANGOMLIE
calinum = random (3)
case callnum of
i2,% ¢ godcalled = ares 3
1,3 ¢ podcalled '= aphrgodite
4 T ogoadealled f= notthers g
erd s
N3
noscadgure movepiece (var board @ bpoardtype s
oldrow, oldcol, newrow, newcol

I
Hoardinewrow,
poarcnewrow,
boardlnewrow,
boardinewrow,
ooardlaldrow,

Eno

moazedure morecalls |

nawcoll.full i= true ;

newccll.piece. more
newcoll.pisce.role

il

boardloldrow,
i= boardioldrow,

Pointeger!

oldcollipiece.morw
oldooll.piece.rocle

T are

oldecoll. full

newccll.piece.cancall

o
=

naweol &
newsquareae &
callcount @

war
Valr

false

i= boardloldrow, oldcoll.piece.cancall

intager -

Square s
callarray 1 g

-



enc

arocaaure downcount (var callcount ¢ callarray

o B

O]

]

b
[

&nd
e#lge callcountfld f= callcountlil - 1 3
end
iF noneleft = false
then
Segin
writeln (7 Remaining god - calls §7)
wiriteln (7 Women - CLcallcountldl:21,° Men - “,callcountlixisl)?
end

end

i
gnelett f= false o
&

o T W
17 NEWSQUAare. laece.,.morw = nan
then 1f newsguare.piece.cancall = true
then
begin

callcountil = callcount{zi +~ 1
newsguare.piece.cancaltl = false
writein (Y The men have another god-ctall”);

,

weiteln (7 for a total of 7, callcounti2liis

z ur

ey

end
end
alese if nawcol = 5
then 1f newsguare.pilece.mory = wWoman
then i+ newsguare.pliegce.cancall = true
then
begin

callcountll1d t= callcountfil + 1
newsquare.piece.cancall i= false g

witeln ("The women have another god-") 3
writeln ("call for a total of, callcountlidsl) o«

end 3

-
?

-
7

7
caller * char g
var noneleft ¢ boolean! j

=t nocalls = “you have no god-calls.”

r

2

zg caller of
m o if calicouwntlil = O
then
begin

noneleft = fLtrus 3
writeln (nocalls?
end
else callcountiZ] 5= callcountizl - 1
g T 2 iF callcountClld = O
then
begin
noneleft »
writeln (nocalls)

i

true

2

k]

n
k]

arocedure takepieces (var board ! boardtype o

newrow, newcol @ integer i
var change : boolean) s

3

var 1, row f ointeger s
NEeWnorW Pomwtype s
Legin

onange 1 false s
rawmarw = bpardinawrow, newcoll.piec2. morw

s

== ey ok - L s

n
Kl
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~Y ogng (o 13) do
ot i - 1 s
1 ¥ (oeardli, neweoll.full = true) and ((boardii,newcoll.piece.morw = Newmory) &
rd (i 4 newrow -1))
tinen
pEgin
change := ftrue =
for row:= {1 + 1) to (newrow - 1) do
boardlrow,newcnll. full 2= false ;
end =
i = newrow + 1 ¢
whire (bopardbli,rnewcecll.full = true) and ({(boardli,newcoll.piece.morw <> newmor
wr ang (i < 27 do
ios= i + 1

T

iF fopardli,newcoll. full = trug) and (O bpardli,newcoll.nisce. morw = NEWNCrW)
and (i X newrow + 137
then
beggirm

change &= frue =
for row s (newrow + 1) tog (i - 1) do
boardlrow, newcoll. full = false ;
@ard s
newcol - 1 &
wnile boardinewrow,il. full =true and (( boardinewrow,il.piece.morw < newmorw)
and (i > 1 1) do
i 4= i-1 5

3

o=

1iF (bhoardinewrow,il.full = trug) and (( boardinewrow, il.piece.moryw = NEWmDrKW?
anig (i1 < newcol-1 Yo
then

begin
change = true s
for row 2= (i + 1) to (newcol - 1} do
boardinewrow,rowl.full = false :
g
i = pewcol + 1 s
while (boardinewrow,il.full = trues) and ({ boardinewrow,il.pisce.morw <> newmo

Wy oand (3104 2)) do
i os= 1 + 1 =

if (hoardinewrow,il. full = ftrue) and (( boardinewrow, il.piece.morw = Nawinore}
and ( i » newcol + 1)}
thean
begin

change = true i
fFor row = (newcol + 1) to (i - 1} o
boardinewrow,rowl, full = false
end -
B :

nrocedure drawboard (hoard @ boardbype) ¢ (x5 dummy #)

conal Alllines = 7 mmm e e e e s e T

ey
var
row, ol @ integer s
bsguare i sguare

begin
cirsor g
whiteln (7 calumn ) 3
writeln (7 1 by = 4 5 ) 7 27y

grabeln (alllinesy
for row = 1 to =2 do
begin
roir col i= 1 to 2 oo



Degin
1f col = i
then write ( rowsl, © [17)
bsgquare != boardirow,coll
write (7 7 s
if bsguare.full = true

ther
begin
if bsguare.piece.morw = man
then write (“m-"}
@else write (Tw—") 4
if bsguare.piece.role = main

then write (“m 1)
rlae write (c HA
end
else write (7 )
ernd
writeln (717) 4
writeln (alllines)
&nd
2enag

orocedure drawwe

var »1 w2 yl y2 angle,color,radius @ integer ;
hegin
Wi oe= 3
yl #= & 3
radids = 32
color 5= 3 g
angle = 120
arg (=1, .yl angle, radius, color) g
1ot= o
arc (=i, v1, angle, radius, color)
wlor= F o
I
vz &= 14 «
draw (=1, yil, =&Z, vy, colori;
w1l o #= 15
gdraw (=1, yl, =2, v2. color);
ena

procedure drawwm g

hegin
drawwe

fillshape (%, ¥, 3, &) 3

end 1

siracecure drawmc

oegin
araw (7, 2, 11, =&, I} ;
draw (7, 2, 7, 4, 32 i
craw (11, 2, 11, 4, =)
craw (X, 4, 7, 4, I}
cdraw (11, 4, 15, 4, 3 o
diraw (5, 4, 32, &, D7 s
draw (15, 4, 15, &, 32)

3
draw (3, &, 7, &, 2} -
draw (11, &, 1%, &, 3

maw (7, £

*y 7
draw (11, &, 2. 14, Z)
a@ng g

DIrQC8cUtE drawmm g



srocedure drawboard? (board * boardtype) ;

Ishnape (2, 2, =2, 2)

ki

wvar wt, wh, wl, wr, row, col, color @ integer ;

api

begin
sal
rol
ara

ece i piscetypa i

k

etite (2 3
ortable (2,2,1
prcolormode s

¥

D) =

" *

graphbackground (O) 4

color i= 3 a
writeln (7 1 2324 5 &7 87)
writeln s
ororow = 1 to 5 odo
hegin
wt t= 1& 4+ (16 % (row - 1))
wh = wt + 1&g
wrelteln g
writeln (row! ;
for col = 1 to & do
begin
wl = 12 + (13 # {(col - 1)) ;
Yl " U L =
agranhwindow (wl,wt,wr_ wd) 3
draw (1, 1, 12, 1, color) i
draw (L, 1, 1, 14, color)
draw (1, 16, 12, 14, colord »
chaw (15, 1, 13, 14, color) o
if board [row,colld.full = true
then
hegin
bpiece := hoard [row,coll.pisce
if bpiece.morw = WOoman
then if bhpiece.role = chorus
then drawwc
@les drawwm
alse if bpiece.rcle = chorus
then drawmne
elase drawmm
end
giraphwindow (O, 0,219 199}
end
a=nd 3
eng g

procadure display s

sedJ1in

graphoolormode o

k]

1

7

graphbackground (0) =

patette (1) ;
colortable (2,2,1,0)
wiritelin (7 Heart shaped pleces are woma2n. )
writeln (7 Swords are the men. ") 3
writeln {7 Solid nieces arg main actors -7)

*

kd

e

Y

ar

writeln (7 they move in an L. - shape.”) 3
whdretn (7 Uutlined pisces are the chorus ~7 )



whltedn (7 They move onege square at & time. ") s
grapiwindow (20, 120,40, 140} 4
CIraWwe 3
graphwindow (&0, 120,30, 140)
drawwm s
Jrashwindow (100,120,120 150)
peawme 3
graphwindow (140,120, 140 140) 3
drawmm oy
writeln (7iFress any key to continue. )
cont s= keyin
textmode
ena i

i

ar

arocedure makechoice ( side ! char j
var action ¢ char
var oldrow, ocldecol, newrow, newcol @ integer) s

un

ver oldsg, newsg fointeger

aeqLn
wrriteln g
graphwindow (170,1, 220, 200)

1+ =ide = “m”

then wreite (“Men - make your move. )

elese write (7 Women - make your move. ") s
wrrteln (7 enter - m7) g
wr-iteln (7 = move, 0 = guit, © = god-call”) s
action = kevin ;
wWreite (0 - Ty s
if action = “m7

then

begin

Enter old sguars than new’)
sguare number. )

wrriteln (
{
oldsg, newsg?l

wiriteln

N3

~zm

readln
oldrow @ ({oldsg - 1) div 2) + 1
aldcol = {((oldsg - 1) mod 22 + 1 s
newrow = {({newsg -~ 1} div =) + 1
rnewcol = ((newsyg ~ 1) mod =) + 1 ;
end
end
procedure godtake | godealled @ goditype s
var board @ boardtype)
VEar

niscecut ¢ bhoolean
outrow, outcol, outsa ¢ integer =
osguare I osguare s

hegin
textmode
1¥ godealled = notthere
then
rergin
writeln ("The gods are not at yowr beck and call - this is trivia.”)
writeln (“They have more fundamental business to engage in. ")
wrriteln (“Fresently they are on a picnic.”) s
delay {4A000) -
@0
glse if godcalled = ares
then
pecin
writeln (7Ares has wan the battle - the leader of the men should give th
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vi~riteln {“by snter. ) ;
gelay (&000) 3
repeat

drawboardz {(board)

writeln ;

write {(“fAres take youwr captive. )
readln (outsg)

-3

.
F

outrow = ({outsg ~ 1) div &) + 1 »
outcol = ({(outsg - 1} mod ) + 1
osguare = bgardloutrow, outcoll s
if (psquare.full = true) and (Osguare.pilece.morw = wWoman)?
then
begin

pieceout = true ;
boardloutrow, outcoll.full = false
end
elase
begin
pieceout = false
writeln (“There is no women's piece” ).

k]

wreiteln (“in that square ~ try again. 7}
and 3
until pisceout = true
end
2lae
begin
wiriteln (“Aphrodite has won - the women shouwld enter the square number”)

writeln (7 of the men''s piece to be removed followed by enter. 7))
delay (A000)Y -
repeat

dirawboards (board)

writeln

wirite (“Aphrodite take a captive. ) &

readln (outrow, outcoll g

osquare != boardloutrow, outcoll g

7

if (osguars. full = trug) and (osguare.pisce.morw = man)
then
begin
cigceout = trus iy
bogardloutrow, outepll.full = false
end
else
begin

pileceaut = false
writeln ("There is no men's piece” )

writeln (“to remove there - try again. )
endc H
wntil pisceout = true

end s
[ n T I

)

rroczdure switchgsides (var side @ char) s

h

begin
1¥ side = ‘mY
then side = “w”
else side = ‘m”
@nd s

prac=dure comnpuove (var board | boardtype (% dummy #)
side + char)

bEsLn

et
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(h main program )
R X E X BT R A R R R T S T R R e R S TR

begin
taxtmode !
moveset 2
outloopl
outloopz
repeat
writestart ;
dispilay 3
callcountll1l &=
callcountbz2d &=
sethoard {(board) s
getrnum {(side, numplayers) j
rraepeat
godcall (side, godcalled)
until godcalled <> notthere

usr

YLy T,

0 1
TR

g WE

1f godcalled = ares
then
pegin
wiriteln {("éAres won the first battle, the men will start the game. ) g
sige = “m"’
end
else
bhegin
weiteln (“Aphrodite won the first battle, the women will start the gam
2.7 3
side 1= "W
end 3
delay (&OO0O)
newboard &= “n’ g
rapeat
ropeat
if {pewboard ='n") or (action = n’)
then
begin
newbaard = “"a“ ;4
drawboard: (bpoard)
and
makechoice (side, action, oldrow, oldcol, newrow, newcol)
if action = "o
then
begin
downcount (callcount, side, noneleft) i
if noneleft = false
then
begin

godoall (side, godcalled)
godtake (godcalled, board)

-ra uE

newboard = “n7
end iy
end
else if action = “q7
then
begin
testmode o
writeln (7Are you swre that vou want to quit - type v or n7)g

action &= kevin
if action in outloop®
then goto quit ;

and
plgse if action = “m”

then if checkmove (Doard, oldrow, oldool, nawerow,

rewcol, side) = frue
then



g At
movep:ece {(board, oldrow, oldcol, newrow, newcol)
end
elgse action = n7j
delay (2300)
until action in outloopi ;
drawboardz (board)l;
takepieces (board, newrow, newcol, change)
i¥ change = true
then
begin
writeln s
writeln (“press any key to next board. ") 3
newboard &% keyin 4
newbonard = "N’
end
if numplavers = 2
then switchsides (side)
else compmove (board, side)
urmtil menwon (board} or womenwon {(board}
iF not {action in outloopd)?
then drawboardz (bhoard) o
1 f menwon (Doard;
then writeln ("Ares and the men of OGreece win the game. )
else if womenwon (board)
then
begin
writeln (“Aphrodite and the women led” )
writeln (“by Lysistrata have won the game. ) s

erd s
guit: textmode
writeln (7 Type the letter n if you want to start a new game. )
writeln (7 Any other key will exit the pragram. )
newganea b= baeyin i
until newgama <> ‘n”

end.
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