










































































































































































































































































































































































































































































































































































Chapter 3

LT10
ACOUNTER

8
5583383MaM
QA8IR22F8

888

88

16E7  4C D8 15 NOBIRD
;add to score
16EA A2 03  ADDSCORE

16EC  FE 03 07 INCSCR
07

07

2
3288883
m 88888

16FE 40 16 17 EXITSCR -
fdetermine value to add to score

1701 €000  INCSCORE
1703 DO OF
1705 84 FC

A 04
1709 20 EA 16 NOOFINC

170D GO 01
170F DO F8
1711 A FC
1713 A504  EXITIS

_.
=
8
8

-
oy
=
3

Eput score into memory

1716 A204  SCRTOMEM
1718 BD 03 07 SMLOOP
1718 gx F3 08

171F 10 F7
1721 4C 34 17

1724 A2 04  BLANKSCR
A9 30

1728 9D 03 07 BSLOOP

1728 CA

172C 10 FA

1726 20 73 12

1731 4074 13

scheck if high score is beaten

1734 A200  HISCORE
1736 38 HSCHECK

sstore new high score

180

LDX
LDA

DEX
BPL
JMP

LIFE1
SPRSET2
$3C1

$3C1
#4
NOBIRD
#0
$3C1

BIRD
CHKEGGP

#3

$703 X
$703 X
#$3A
EXITSCR
#3$30
$703.X
INCSCR
SCRTOMEM

#0
EXITIS
$FC

$4
ADDSCORE

#1
NGOFINC
$FC

#4
$703,X
SCRMEM,X

SMLOOP
HISCORE

#4
#$30
$703X

INCLEVEL

#0

$684,X
$703,X
ISHIGH
#1
NOTHIGH

#5
HSCHECK

1748 A2 04  ISHIGH
174A  BD 03 07 IHLOOP
174D 9D B4 06

1750 9D E3 08

1753 CA

1754

10 F4
1756 60 NOTHIGH

#4

$703.X
$6B4,X
HISCRMEM,X
IHLOOP

Eignore collision if bird is high in super jump

1757 AD 36 03 SPRON
175A  C9 06

175C 80 07

175E €9 15

1760
1762
1765
1768
1768
176D 4C AB 16

16
16 STILLDIE
E 03 CHKSUPER

285888
E'"%E%S

$336

#6
STILLDIE
#315
STILLDIE
NEXTGCHK
DEATHSET
SPRJMP
SPRON
DEATHSET

:fill section of memory with random numbers

1770 A930  RNDMEM
1772 8D 7C 17
1775 A200  RNDLOOP!

1777  AD 1B D4 RNDLOOP2
177A 9D 00 30 CRRNTMEM
1770 E8

177E
1780
1783
1786
1788
178A
178C
178F
1791
1794

8
3
S

88858838 M
BR88B8E3I

-
SN

Eremm accumulator with a random number

1797 4\3 AF 17 GETRND

.‘
3
&
8
o

7

pargury
J

8B8IH88x=
:

83

17AE
1781

RNDLOC

3
855232888

fsound set-up

1782 A9 E1  SOUNDSU2
14 D4

“sound for bird jump
17CF A 36 03 BJSCUND

LDA
STA
LDX
LDA
STA
INX
BNE
INC
LDA
CmP
BNE
LDA
STA
LDA
STA
JMP

LDA
CLC

ADC
STA

LDA
ADC
CMmP
BNE
LDA
STA

LDA
RTS

- LDX

#8330
CRRNTMEM+2
#0

RANDOM
$3000.X
RNDLOOP2
CRRNTMEM+2
CRRNTMEM+2
#$50
RNDLGOP1
#330
RNDLOC+2
#0

RNDLOC+1
SOUNDSU2

RNDLOC+1

#1
RNDLGC+1
RNDLOC+2

#3E1
SID+$14

#8521
Slg+$12
SID+$18
#0

SN T IS B

]

]

]

]

B

h



LB NER B

L

C

[

i

D A

L

DATABJS

A 8

£ 88 385883
88 RBTIS
88 38R

<
h-1

SOUNDSU4

g BR R®

88582883288
]

g
538555552882

8
QK
3

1814 ‘
:1une played in interrupt

1817 AD FE 2F TUNE
181A €9 01

181C DO 1B
181E  AE FF 2F
1821 BDBA 18
1824 8D 08 D4
1827 A9 28
1829 8D 01 D4
182C A9 81
1826 8D 04 D4
1831 A9 80
1833 8D 04 D4
1836 4C B7 18
1839 C9OF  TUNEt
1838 0028
183D A9 40
183F 8D 0B D4
1842 A9 41
1844 8D 0B D4
1847 A9 1E
1849 8D 01 D4
184C EE FF 2F
184F  AE FF 2F
1852 BDBA 18
1855 8D 08 D4
1858 A9 81
185A 8D 04 D4
185D A9 80
185F 8D 04 D4
1862 4C B7 18
1865 C910  TUNE2
1867 DO OF
1869 AE FF 2F
186C BDBA 18
186F 18

1870 69 02
1872 8D 08 D4
1875 4C B7 18
1878 C918  TUNE3
187A D0 23
187C A9 40
187E 8D 0B D4
1881 A9 41
1883 8D 0B D4
1886 AE FF 2F

LDA
STA

JMP
BYT
BYT

BYT
BYT

LDA
STA
STA
LDA
STA

DATABJS X
SID+$F
EXITBIRD
0,$80,$7C,$78,$74

$6E,$6C,

8,366
0,0,0,0,0,000
0,0,0,0,0,00

#8
SID+9
SID+$A
#$77
§ID+6
SID+$D

#4
SID+$8
#

The Source Code

1889 BDBA 18 LDA  DTUNEX
188C 18 CLC

188D 69 04 ADC  #4

188F 8D 08 D4 STA  SID+$8
1892 A9 81 LDA  #8$81

1894 8D 04 D4 STA  SID+4
1897 A9 80 LDA #8380

1899 8D 04 D4 STA  SID+4
189C 4C B7 18 JMP  EXITTUNE
189F C9 1E  TUNE4 CMP  #$1E

18A1 DO 14 BNE  EXITTUNE
18A3 EE FF 2F INC  $2FFF

18A6 A9 00 LDA  #0

18A8 8D FE 2F STA  $2FFE

18AB AD FF 2F LDA  $2FFF

18AE (9 08 CMP  #8

18B0 DO 05 BNE  EXITTUNE
1882 A9 00 LDA #0

1884 8D FF 2F STA  $2FFF

18B7 4C D3 18 EXITTUNE JMP  EXITIRQ
18BA 04 08 OC DTUNE BYT  48,12,16,20,16,128
;set new irq interrupt vector

18C2 78 SETIRQ SEl

18C3 A9 D9 LDA  #<INTRRPT
18C5 8D 14 03 STA  IRQ

18C8 A9 18 LDA  #>INTRRPT
18CA 8D 15 03 STA  IRQ+1
18CD 58 CLI

18CE A9 00 LDA #0

1800 4C 33 0C JMP  CTB1

18D3 EE FE 2F EXITIRQ INC  $2FFE

1806 4C 31 EA JMP  IRQENTRY
18D9 EE FD 2F INTRRPT INC  $2FFD

18DC AD FD 2F LDA  $2FFD

18DF 29 01 AND  #1

18E1 D0 03 BNE  JMPTUNE
18E3 4C 31 EA JMP  IRQENTRY
18E6  4C 17 18 JMPTUNE JMP  TUNE

scheck shift key to pause all game action

18E9 AD 8D 02 PAUSGAME  LDA  SHIFT

18EC D003 BNE  PAUSEON
18EE 4C 77 15 JMP  MAINPAUS
18F1 A9 00  PAUSEON LDA  #0

18F3 8D OF D4 STA  SID+§F
18F6 4C E9 18 JMP  PAUSGAME
;set new vector for non-maskable interrupt (restore key)
18F9 A9 2B  SETRSTR LDA  #<VRESTORE
18FB 8D 18 03 STA  RESTORE
18FE A9 15 LDA  #>VRESTORE
1900 8D 19 03 STA  RESTORE+1
1903 A9 00 LDA  #0

1905 8D 10 DO STA  V+810
1908 8D 1B DO STA  V+$1B
130B 4C F5 17 JMP  SOUNDSU4
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Bump-N-Run

Source code by Tim J. Midkiff

€000 ‘= §$C000 C062 8D 18 C7 STA  BALLMSK
C000 M = $C700 C065 A9 00 LDA #0
C000 VSP = M C067 8D 15 C7 STA  COL
C000 ABSVSP = M+6 C06A 8D 16 C7 STA  COLREG
C000 COUNTER = M+12 Cco6D 8D 17 C7 STA  SPCTRL
€000 MSGBT = M+18 €070 8D 1F C7 STA  SCORE
C000 Joy = M+19 C073 8D 19 C7 STA  BALLWX
C000 SPXYNO = M+20 ' C076 8D 1A C7 STA  BALLVY
C000 coL = M+21 C079 A2 05 LDX #5
€000 COLREG = M+22 C078 A9 00  INTVELS LDA #0
€000 SPCTRL = M+23 C07D 8D 00 C7 STA  VSPX
€000 BALLMSK =  M+24 €080 8D 06 C7 STA  ABSVSPX
C000 LVX = M+25 C083 A9 5A LDA  #$5A
C000 BALLVY = M+26 €085 9D OC C7 STA  COUNTERX
C000 FIREON = M+27 €088 CA DEX

C000 SCORE = M+31 083 10 FO BPL  INTVELS
 reset game ; main loop

C000 A900 RSTGAME LDA #0 C08B AD 16 C7 MNLP LDA  COLREG
C002 8D 20 DO CO8E 29 03 AND #3

C005 8D 21 DO A $D021 C0%0 (9 03 CMP #3

€008 8D 20 C7 STA  §C720 C092 D0 S0 BNE  NOCOL
C00B 8D 21 C7 STA  §C721 €094 AD 15 C7 LDA COL
COOE AD 16 03 LDA  $0316 C097 D048 BNE  PATCH
C011 8D 18 03 STA  $0318 C089 AE 00 C7 LDX VSP
C014 AD 17 03 LDA  §$0317 C0SC AC 01 C7 LOY  $C701
€017 8D 19 03 STA  $0319 COSF AD 02 C7 LDA  §$C702
CO1A A9 14 LDA  #$14 COA2 8D 00 C7 STA VSP
C01C 8D 18 DO STA  $D018 COA5 AD 03 C7 LDA  $C703
COIF A9 80 LDA  #$80 C0A8 8D 01 C7 STA  $C701
C021 8D 91 02 STA  $0291 COAB 8E 02 C7 STX  $C702
C024 A9 93 LDA #8393 COAE 8C 03 C7 STY  $C703
C026 20 D2 FF JSR  $FFD2 C0B1 AD 17 C7 LDA

C029 A9 00 LDA #0 C0B4 FO 1B BEQ  ENDCTRL
C02B A2 80 LDX  #380 C0B6 (9 01 CMP  #1

C02D 9D 80 3F LPO STA  $3F80X COB8 FO 0D BEQ SPICTRL
C030 CA DEX COBA A9 01 LDA #1

C031 10FA BPL LPO COBC 8D 17 C7 STA  SPCTRL
C033 A9 18 LDA  #§18 COBF A9 0B LDA  #$0B
C035 8D 99 3F STA  $3F89 C0C1 8D 15 DO STA  $D015
C038 8D A2 3F STA  $3FA2 C0C4 4C D1CO JMP  ENDCTRL
C03B A9 3C LDA  #83C C0C7 A903  SPICTRL LDA #3

C03D 8D 9C 3F STA  $3FSC C0C9 8D 17 C7 STA  SPCTRL
C040 8D 9F 3F STA  $3FSF COCC A9 13 LDA  #8§13
C043 A2 33 LDX  #$33 COCE 8D 15 DO STA  §D015
C045 BD 4C C6 LP12 LDA  SP12X C0D1 A2 03  ENDCTRL LDX #3

C048 9D C4 3F STA  $3FC4X COD3 BD 06 C7 STCNT LDA  ABSVSPX
C04B CA DEX C0D6 9D OC C7 STA  COUNTERX
C04C 10 F7 BPL LP12 C0D9 CA DEX

CO4E 20 1A C5 JSR  INTSCN CODA 10 F7 BPL  STONT
C051 78 SHl DC A9 01 LDA  #1

C052 A9 05 LDA #5 CODE 8D 15 C7 STA  COL
€054 8D 14 03 $0314 COE1  4C 2A C1 PATCH JMP  MOVEMENT
C057 A9 C2 LDA  #§C2 COE4 AD 17 C7 NOCOL LDA  SPCTRL
C059 8D 15 03 STA  $0315 COE7 D018 BNE CTRL
C05C 58 cLl COE9 AD 04 C7 LDA  $C704

) COEC CD 19 C7 CMP  BALLVX

; reset after goal COEF DO 0B BNE  NOMSK

N COF1 AD 05 C7 LDA  $C705
C05D 20 80 C2 RSTGOAL JSR  INTSP COF4 CD 1A C7 CMP  BALLVY
C060 A9 FF LDA  #$FF COF7 D003 BNE  NOMSK
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<
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MOVEMENT

8282 2 8

Q

Q Q289

2Q 2939299

BVELY

Q

82 99998
2
=

BVELX

QR 9

T3 2Fa82mBR8PRE888r s IR ENE8888> Ao RS RA RS 3 8RNARR 32 R B 8aaIBBRHBI2LES
Q8
Q

[]F

C1B5 O0A

C1B6 AA

C1B7 BD 80-C6

C1BA 20 D2 FF

C1BD E8

C1BE BD 80 C6

C1C1 20 D2 FF

CiC4 A2 64

C1C6 ADFF  XLP
C1C8 88 YLP
C1C9 DOFD

C1CB CA

CICC DOF8

CICE AE 1F C7

CiD1 BD1F C7

C1D4 C9 OF

C1D6 DO 27

C1D8 A2 0C

C1DA A0 10

C1DC 18

C1DD 20 FO FF

C1E0 A2 2C

C1E2 20 E3 C5

C1ES A2 OE

C1E7 A0 0B

C1E9 18

C1EA 20 FO FF

C1ED A2 41

C1EF 20 E3 C5

C1F2 AD 01 DC ENDLP
C1F5 0D 00 DC

C1F8 29 10

CIFA DO F6

CIFC 4C 00 CO

CIFF  4C 5D CO NOEND
C202 4C 88 CO REPEAT
; handle irq sprite collisions
€205 AD 1E DO [RQ
€208 8D 16 C7

C20B 29 03

C20D C9 03

C20F DO OF

C211 A2 00

C213 20 22 C2

C216 E8

C217 20 22 C2

C21A A9 OF

C21C 8D 19 DO

C21F  4C 31 EA RETIRQ
; separate players after collision
C222 BD 00 DO SEP
C225 DDO02 DO

C228 FO0 55

C22A 10 28

C22C DE 00 DO

C22F DE 06 DO

€232 10 0C

C234 EO 01

C236 FO 08

C238 A9 F6

C23A 2D 10 DO

€230 8D 10 DO

€240 FE 02 DO SCNT1
C243 FE 08 DO

C246 DO 37

C248 EOQ 01

C24A FO 33

C24C A9 12

The Source Code
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C279
C27C
C27F

88R88
=2
(2]
]

EBBITSRIEBB3TERAREES
3353288333382888H33
8888
(723
3

3
88

ENDSEP

initialize sprites

C2DE

A9 4A  INTSP
8D 00 DO

8D 06 DO

A9 90

8D 01 0O

8D 03 B0

8D 05 DO

8D 07 DO

8D 09 DO

8D

88 8

BASHESBER|S
8 88

-
meeo
=1

mm
3S3E
53535

FIBEBIRINL

B8ESS825E5E585858358555883
2 288 8 8

E update velocity and sprites

BD OC C7 CKVEL
DD G6 C7

COUNTERX
ABSVSPX
VELY
COUNTER X
JoyY

Joy
CKVELX

#85A
COUNTER X
VELSP

4C 27 C3

]
153

CKFIRE

JI=BV838Y
QKRR 8]

d
w
9 <

NOFIRE

8E8853BBARSEEREBER
=
Q

Bx888x8

Qmemmn

C3AD
G380
€383
€385

AC 14 C7 VELSP
B9 00 C7

D0 05

A2 00

S
RTS
Loy

BNE
LDX

SPXYNO
VSPY
VNO

#0

4

-}

-]

13

B ) B

-]

]
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C3B7 4C C5C3 JMP  VEND C45F 90 13 BCC  INCX
C3BA 298 VNO AND #8380 C461 AD 10 DO LDA  $D010
C3BC FO 05 BEQ VYPOS C464 2D 12 C7 AND  MSGBT
C3BE A2 01 LDX  #1 C467 FO 0B BEQ  INCX
C3C0 4C C5 C3 JMP  VEND C469 20 8D C4 JSR  CKSCLT
C3C3 A202 VYPOS LDX  #2 C46C B0 06 BCS  INCX
C3C5 BC F9 C5 VEND LDY  JOYOX C46E 20 OE C5 JSR  NEGV
€308 4E 13 C7 LSR Joy C471 4C 89 C4 JMP  MXNST
C3CB * B0 03 BCS VEL4 C474 FE FF CF INCX INC  $CFFFX
C3CD BCFC C5 LDY  JOY13X C477 FE 05 DO INC  $D005X
C300 4E 13 C7 VEL24 LSR Jov C47A DO 09 BNE  MXST
C3D3 B0 03 BCS JYEND C47C AD 12 C7 LDA  MSGBT
C3D5 BC FF C5 LDY  Joy24,X C47F 0D 10 DO ORA  $D010
C3D8 AE 14 C7 JYEND LDX  SPXYNO C482 8D 10 DO STA  $D010
C30B 98 ™A C485 20 EA C4 MXST JSR  STRNG
C3DC 18 CLC C488 60 RTS

C3DD 7D 00 C7 ADC  VSPX C489 20 EA C4 MXNST JSR  STRNG
C3E0 9D 00 C7 STA  VSPX C48C 60 RTS

C3E3 60 RTS ;

) ; check left border

, move sprite vertically ;

N C480 E0 05  CKSCLT CPX #5
C3E4 BD 00 C7 MVSPY LDA  VSPX C48F DO 57 BNE ENBCLC
C3E7 FO 33 BEQ  MYST C491 AD 17 C7 LDA  SPCTRL
C3E9 29 80 AND #8380 C494 D0 52 BNE ENDCLC
C3EB FO 1A BEQ  MYDN (496 BDFF CF LDA  $CFFFX
C3ED BD 01 DO LDA  $D001,X C499 C9 36 CMP #
C3F0 D9 02 C6 CMP  YBND,Y C498 10 06 BPL  CKGLLT
C3F3 B0 06 BCS DECY C49D 20 DB C4 JSR  CKSC
C3F5 20 OE C5 JSR  NEGV C4A0 4C B3 C4 JMP  ENDSCL
C3F8 4C 1C C4 JMP  MYST H

C3FB  DE 01 DO DECY DEC  $D001.X ; check left goal

C3FE DE 07 DO DEC  $D007.X ;

C401 20 EA C4 JSR  STRNG C4A3 C938  CKGLLT CMP  #

C404 4C 1F C4 JMP  MYEND C4A5 30 3F BMI  ENDSEC
C407 BD 01 DO MYDN LDA  $D001.X C4A7 A9 SC LDA  #39C
C40A C8 INY C4A9 20 D2 FF JSR  $FFD2
C40B D9 02 C6 CMP  YBND,Y C4AC A9 01 LDA #1
C40E 90 06 BCC INCY C4AE 8D 1F C7 STA  SCORE
C410 20 OE C5 JSR  NEGV C4B1 A0 OA LDY  #$0A
C413 4C 89 C4 JMP  MXNST C4B3 60 ENDSCL RTS

C416 FE 01 DO INCY INC  $D001.X H

C419 FE 07 DO INC  $D007X ; check right goal

C41C 20 EA C4 MYST JSR  STRNG ;

C4IF 60 MYEND RTS C484 E0 05  CKSCRT CPX

; C486 DO 30 BNE ENDCLC
+ move sprite horizontally C4B8 AD 17 C7 LDA  SPCTRL
; C48B D0 2B BNE ENDCLC
C420 BD 00 C7 MVSPX LDA - VSPX C4BD BD FF CF LDA  $CFFFX
C423 FO 60 BEQ  MXST C4C0 C9 24 CMP #8324
C425 10 31 BPL  MXRT C4C2 30 08 BMI  CKGLRT
C427 BDFF CF LDA  $CFFFX C4C4 20 DB C4 JSR  CKSC
C42A D9 06 C6 CMP  XBND,Y C4C7 4C DAC4 JMP  ENDCSR
C42D BO 13 BCS DECX ;

C42F AD 10 DO LDA  $D010 ; check right goal

C432 2012 C7 AND  MSGBT ;

C435 DO 0B BNE  DECX C4CA C920  CKGLRT CMP  #32
C437 20 B4 C4 JSR  CKSCRT C4CC 10 18 BPL  ENDSEC
C43A B0 06 BCS DECX C4CE A9 9E LDA  #89E
C43C 20 OE C5 JSR  NEGV C4D0 20 D2 FF JSR  $FFD2
C43F 4C 85 C4 JMP  MXST C4D3 A9 LDA  #2
C442 DE FF CF DECX DEC  $CFFFX C4D5 8D 1F C7 STA  SCORE
C445 DE 05 DO DEC X C4D8 A0 23 LDY  #$23
0448 10 3F BPL  MXNST C4DA 60 ENDCSR RTS

C44A AD 12 C7 LDA  MSGBT ;

C44D 49 FF EOR  #8FF ; check score

C44F 2D 10 DO AND  $D010 ;

C452 8D 10 DO STA  $D010 C4DB AD 05 DO CKSC LDA  $D005
€455 4C 89 C4 JMP  MXNST C4DE C9 7B CMP  #$78
C458 BD FF CF MXRT LDA  $CFFFX C4E0 30 06 BMI  ENDCLC
C458 C8 INY C4E2 C9 A6 CMP  #8A6
C45C D9 06 C6 CMP  XBNDY C4E4 10 02 BPL ENDCLC
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C4E6 38 ENDSEC
C4E7 60
C4E8 18 ENDCLC
C4E9 60

update velocity

C4EA BD 00 C7 STRNG
C4ED 30 OD

CAEF (9 52

C4F1 30 05

C4F3 A9 52

C4F5 9D 00 C7

C4F8 9D 06 C7 STPABS

C4FC C9 AE  NEGVSP
C4FE 10 05

C500 A9 AE

C502 8D 00 C7

C505 49 FF  STNABS
C507 9D 06 C7

C50A FE 06 C7

3
8

g
8

* reverse velocity

C50E  BD 00 C7 NEGV
C511 49 FF

C513 9D 00 C7
C516 FE 00 C7
C519 60

; initialize screen
C51A A9 81  INTSCN
C51C 20 D2 FF
C51F A2 00
C521 A0 02
C523 18

C524 20 FO FF
C527 A9

C529 20 D2 FF
C52C A2 21
C52E 20 C7 C5
€531 AE
€533 D2 FF
C536 02
C538 FO FF
C538 ED
C53D D2 FF
€540 21
C542 C7 C5
C545 BD
C547 D2 FF
C54A 01

8 =

m
A

& =R

BEENINERNENZRBBIVLRBBIRSBIRS

SRB8BHI3B[RIKLL3
Q
o

C574 A0 02
C576 20 FO FF
C579 A9 B0
C578 20 D2 FF
C57E A2 21
€580 20 C7 C5
(583 A9 AE
C585 20 D2 FF
0588 A2 16
C58A 20 FO FF
C58D A9 AD
C58F 20 D2 FF
C592 A2 21
C594 20 C7 C5
€597 A9 BD
C599 20 D2 FF
C59C A2 04
C59E 20 FO FF
C5A1 A9 05
C5A3 20 DO C5
C5A6 A2 10
C5A8 20 FO FF
C5AB A9 05
C5AD 20 DO C5
C580 A2 4
C5B2 A0 25
C5B4 20 FO FF
C5B7 -A9 05
C5B9 20 DO C5
C58C A2 10
C5BE 20 FO FF
C5C1 A9 05
C5C3 20 DO C5
C5C6 60

; draw horizontal line
C5C7 A9 CO  HLINE
C5C9 20 D2 FF
C5CC CA
C5CD 10 F8
C5CF 60

; draw vertical line

C500 8D 22 C7 VLINE

C5F9 00 01 FF JOYO
C5FC  FF FF FE JOY13

$C722
#30D
$FFD2
$FFFO

VCHAR

STRINGS,X

STRINGS X
$FFD2

STRINGS X
$FFD2
TP

0,1,-1
-1,1,-2

I

-]
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| IR U IR B

[

01 Jov24

2E8B=L TEILAKB8883HR2
2888z &HB&EREBBVB8TV[SS
2 8838 8 8 8 %
2
~N

-n
o
o
=

LUXEEE3388

BR8BYRE8=8
LRLBFBEBE88

12,1
79,210,72,217
44,45,37,52
“0 :ELPRUP”

1569

“0 :WOLLEY"

1589
“NUR-N-PMUB"
159,10

“REVO EMAG”
1599

“TESER OT ERIF S8
ERP”

154,19

240,024
0,0,24,0,0,24,0,0
60,0,0,102,0,0,195,0
1,129,128,63,0,252,
630

252,1,129,128,0,195

102,0,0,60,0,0,24,0
0,24,0,0,24,0,0,24
160,48,160;
160,50,160,51
160,52,160,53
160,54,160,55
160,56,160,57
49,48,49,49
49,50,49,51
49,52,49,53
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Ringside Karate

Source code by Anthony Bertram

3000
; white sprites
3000

3008
3010

3018
3020

3028

188

00 OF CO
FO 00 3F
3B A8 00

00 2A 00
70 01 57

8D 55 03

88 8888 88888 =
888 88888 8
3888 88888 &

o2
K&

I8 &
88888 K=2& 3
238 o=

38 8 8888%
3

% 88
2 =8 88
& 38 83 8 88888

55 57 01

*=

.BYTE
.BYTE
.BYTE

.BYTE
.BYTE

.BYTE

$3000

0,15,192,0.21,800,

230,0,63.160,0,63,1

ggj1se,o.5a.1so.o,4
60

21
0,42,0,0,58,0,0,94
112,1,87,921,1178

71
93,85,3,87,80,0,213,
170
0,54,168,0,29,112,0,
2
112,0,21,1120,632
40,15

1
0,0,0,0,0,00,0
0,0,0,0,0,000
0,0,0,0,0,000
0,0,0,000.2,0
3,72,128,0,10,192,0,1

0,0,108,0,0,112,00
192,0,0,0,0,00,0
0,0,0,0,0,00,11
3,521.112,0,85.92.0,

92,1,85,87,1,85,87,1
3?37.5.95.85.5,112,

5,112,21,21,192,5,2

1,192
5,21,192,5,23,0,1,23
0,1,23,0,1,23,15,1
23,63,193,43,255,25

4,631
63,0,0,0,0,00,15
0,0,0,0,0,0,00
0,0,0,0,0,0,0,0
0,0,192,0,0,192,00
192,0,0,112,0,0,112,

0
0,112,0,0,112,00,1
12

0,0,112,0,0,112,0,0
l1)1 20,0,172,0,0,252,

0,0,000,00,15
3,521 ,112,0,85,92,0,

95,1,85,87,1,85,87,1
g?.87.1 ,95,85,1,112,

},2112,21.1,112,5,1 A
51,11251,92,1,1

92,1,0,87,1,0,91,193
0,111,241,0,191,254

13,240
15,0,0,0,0,0,0,15
0,0,0,0,0,0,00

3238

3250
3258
3260
3268
3270
3278
3280
3288
3290

3298

88 =8

& 38 83
g 888888 & 8 8 8=

= =~
N o

5HZ82L883 2 8888838 8

S8 2888% 388248288 B 888888

&8 88883

88 & 88 &8887
Q
o
8 R28882488

wm
mTn
83

BYTE
.BYTE
BYTE
.BYTE
.BYTE
BYTE

252,0,1,85,0,3,255,0
36250.0,3,251.0,3,1

0,3,170,0,2,170,0,2
660,0,3.160,0,5,231 ,

g]j ,117,0,29,85,0,29,
0,23,85,0,21,169,0,
169,0,15,87,0,1,87.0

0000000,
0,0,000,12800

J,U,U,U,U,U,

(;??.0,0,255.194,128,
106,128,85,106,128,

95,192,0
112,0,0,192,0,0,0,0
0,0,0,0,00,0,0
0,1,87,0,3,2255,0,1
87,0,1,87,0,1,87,0
1,85,0,1,85,0,1,85
0,1,93,0,1,92,0,1
92,0,592,0,21,112,0
85,192,1,87,0,5,92,0
21,112,15,10,112,25
52,175
255,15,240,0,0,0,0,0
0,0,0,0,0,0,00
0,0,0,0,192,0,0,112
0,0,92,0,0,87,0,0
85,192,0,21,192,0,5
3192

0,53,192,0,5,192,0,5
392,0.5,192,0,5,192,

197,192,0,197,192,0
,250,176
0,255,240,0,0,0,0,0
0,63,0,0,85,64,0,255
192,0,254,128,0,254
192,0
238,160,0,234,128,0
170,12
311158.0,0,168.0,0.2
213,0,122,213,1,95,
85,1
%w@%m&%
21,213,84,23,197,87
,21,165
93,5,161,117,00,21
30

0,0,0,0,0000

a 60,0,0,160,0,2,176,
106,192,0,107,0,0,1
08,0

1
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L U

P

(IR

[

AR U A
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3280

3200

3200
3208
32E0
32E8

32F0

33F8

& a8
888

38248 8 &=8
>3888 3

—
wn

8838888YK8
T8 B 883 3 88388888Y 8 88488
[ 888888878 8

§8 B ¥88 =
& 8 &3 8 838

38 =288 88388 1888 8 &
S 82 I7N8 =8888 8888 8 &
| 23 82§ 8888 8388

o
=

8388888888883
8888888388888
8888888888888

0,112,0,0,192,0,24,0
1,88,0,21,88,0,85,92
5,85,92,21,85,240,8

592
8,85,112.0,85,192,0,

0,3,85,0,0,85,0,0
85,0,0,85,0,1,85,0
87,0,1,920,1,80
0,5,112,0,5,112,05
112,0,21,192,0,21,1

920
216192,0.21.192.0,2

3
0,87,0,0,87,0,0,171
15,0,265,255,0,0,0,0
87,0,0,124,0,0,1120
0,192,0,0,0,0,0,0
0,0,000,0,00

HV,9,U,0,U,U,
ViU,U,0,0,0,

VU,U,U,U,U,0,

%),0,15,252,0,255,2
255,252,15,255,0,0,
00

0,252,0,1,86,0,3,255
0,3,250,0,3,251,0,3
186,128,3,1700.2.1

700
2,160,0,3,160,0,1,2
24

0,5,117,85,5,85,85,5
213,255,5,117,192,1

95,102
3,85,106,0,213,106,
192,0,85,192,0,255,
1920

0,0,00,00,0,0

0,0,0,0,176,0,0,172
0,0,176,0,0,176,0,0
576,0.0, 176,0,0,176,

0,176,0,0,176,0,0,0
0,0,0,0,0,240,0,0
160,0,0,128,0,0,32,0
0,0,0,0,0,00,11
2,521,127,0,85,85.0,

85,0,85,85,1,85,85,1
85,255,1,95,0,1,92,0
;,112,0,1,112,0,1,11

0,1,112,0,1,112,0,1
l1)12.0.1.112.0,1.1 12,

1,112,15,2,179,255,
3,255

240,0,0,0,0,00,15
0,00,0,00,80,0
0,80,0,0,80,0,0,80
0,0,80,0,0,80,00
800016000320
00000000
000192002400
00000000

WUV, U Uy

0,0,0,0,00,0,0

34E8
34F0
34F8

3510
3518

35F8

3610
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! 38
R 8 88

888888888 ¢ 8 88

£88888888 8
888888888

97 00 05

£888388338838838838388888

I T S833333338333333383883883
o

R § F8888883388333838888888

[<.]
o

888%
8888
8888

0,0,0,0,0,0,0,0
2,2240,0.5,84.0,15,2

(1),41 5,232,0,15,236,0,
234,0,14,168,0,10,1
68,2

0,0,0,0,0,0,0,0

000,0,0000
00000000

0,10,128,0,14,128,0,
351,0,5,213.0,21,85.
gg.as,o.as,gz.ms.
3,197,92,13,117,92,
;55,53.85.85,53,213
’28455.65.53.197,85,18
181,192,255,186,20
55

7,255,255,
255,0,0,0,0,0,0,2
0,0,0,0,0,00,0
0,192,0,0,112,0,0,95
3.0,85.168,0,21 168,

15,0,0,53,192,0,213,
112

0,85,80,0,85,92,0,80
8%6],64,21,192,0,21.

1
255,5,168,255,1,252
255,255

252,0,0,00,0,0,2
0,0,0,0,0000
0,000,000
0,0,0,0,00,00
0,0,0,00,00,0
0,0,0,0,0,0,0,0

00000000

00,0,0,00,00

00000000

00000000

0,0.0,0,128,0,30,160

0.223,161,85.222,17
393

1,85,
234,213,223,171,95,
223,237,
(2)555,255,85.0,3,213.
255,0,0,0,0,0,00
00,000,000

0,0,00,00,0,0
0,0,0,0,00,7,0
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3618 00 15 CO
3620 70 D5 SD
3628 C170 D5
3630 5D 55 SE
3638 5A F6 AF
; black player sprites
3650
3658
3660
3668
3670
3678
3680
3688 00 0A FC

3690 EC 00 OA

8888 28888
3888 88888
8888 B8888

36B0 2A 77 CO

8

3
BS88388888
538383888888
8838888883

3718 AB 02 AC
3720 ABAC 00
3728 00 2B BO
3730 B3FC 2B

3738 FF 00 00
3740 02 AB 00

3748 CO2A AA
3750 AA BO AA
3758 AB 02 BO
3760 BO AC 02
3768 OA BO BO
3770 BF C6 CO

190

BYTE
BYTE
BYTE

0,21,192,0,85,112,
85

112,213,93,112,213,

113,112,215

193,112,213,127,11

2,117,85242

93,85,94,87,245,90,
173

214,
80,246,175,255,63,2

0,0,0,00,000
0,0,0,0,00,0,0

hV,9,U,0,U,0,

V,U,U,U,U,U,

676.0.2.176.0,0,172,
0,430,,11,003
00300000
0,0,00,000.11
g.;ao,o,s,u.ons.z
(41,210.252,0,14.252.0.
g,o.w,ﬂz,om
gges.o,o.m,o.u
192,31,127,192,127,
247,240,255
223,240,175,127,24
0,170.253,192
42,119,192.3,223,19

2,3,255
0,3,255,0,1,87,0,15

HhLU,U,U,Uy!
WU, U,U,U,Uy¢

ViV, U,U,U, Uy

0,0,0,0020,0
20020020

é)V,V,6,U,Uy

00200500
15,00,0000.15
2,171,0,10,170,192,
10,170
192,42,170,176,42,1
170,176,170.250,17
2111,2172
1712172720171
1720
%,172,0,171,176,0
%433,176,0.43,176,2
179,252,43,127,255,

2550,0,0000,15
2.1710,10,170,192,

10,170
192,42,170,176,42,1
70,1764
170,176,170,250,17
6,171,2,176
171,2,176,172,2,176
1722
176 1727,2,176 ,176,1
;? ,176,176,42,192,1
191, 198 192,127,25

37E8

37F8

8888 &888888
1888888

£888
8883 R=888888

00 3F 50

Z88 8883 3 8 2 8 8 RBY%8 8 58888
888 3888 B 88 8 8 ® 888 3 88888
=85 888% 2 88 8 ¥ 8 883 8 8x888

z 2
8
8 3

03 FO 00
00 0A FC
EC 00 0A
00 A8 00
00 FD A7
FF FO OF

BYTE
BYTE
.BYTE
BYTE
BYTE

192,0,0,0,0,0,0,15
00000000

00,00,000,0
00000002
0,0,00,0000
0,0,002.129,85.2
1171 255,2,171.2550
0,07,00,1,00
0,0,0,0,00,0,0
0,0,0,0,00,630
0,85,64,0,255,192,0,
175
119}20,239.192.0,174
'117‘?,'192,0.170.128.0
0,10,64,0,121,240,0,
247
252,%255,223,0,255
955,127,0,234,255,0

0,63,80,0,63.2400,0
00000000

,V,U,U,U,U,U,

0,2,0,0,10,0,0,42
0,0,170,0,0,171,00
‘1]72.0.0.1 7200,172,
9.21 720,0,172,0,0,1
0,0,172,0,0,172,0,1
95,0,3,255,0,0,0,0
42,1760,21,112,04
2,176
0,42,176,0,42,176,0,
170
176,0,170,176,0,170
1760
186,176,0,202,176,0

0,10,172,02,171,00
170,192,0,43,1760,

10,172
240,2,41568 ,255,2,92,
1240,15,252,0,000

0000000,

;8,0,0,10,192.0,2,1
00,173,0,04300
11,0,0,1,27.192,026
188,0,26,171,010,1
70,240
10,170,172,0,170,17
10,10
170,0,2,170,0,0,170,
2,240,0,5,84,0,15.25
2.210,252.0.14,252.0.
g,o.w,ﬂz,o,m
g'se,o,onsa.o,asﬂ
0,253, 527 1192,2559

5,192,
255,240,15,255,240,
15,255,252
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3308
38E0
39E8

3A70

8SKR88888888% 88

88888388888 8&%8
8 8898888883 88%

8
e
8

FO FF F7
FD FO 00

8 =
8 =
a3

me88K88:s8
588888288
88888%88

8 £ 8
8 8 2
88 2

BO 00 02
02 BO 00
3F C2 B0

63,256,252,127,255,
124,159,250
252,167,250,244,16
9252800
0,0,42,0,0,100,0
2,0,0,0,0000
0,0,0,0,00,0,0
0,00,0,00,0,0
0,0,0,0,0,0,0,0
gé).0,0J 5,252,255,2

255,255,192,63,0,0,
170,192,0,170,192,0
170,162
%170.192,0.170,176
176,0,10,176,0,10,1
217202172021
72

0,0,171,00,171,00
171,00,171,0,0430
(1)512,0,0,42,0,255,2

0,255,255,0,0,0,0,0
0,0,0000,11,0
0,43,0,0,11,00,11
00,11,0,0,11,00
11,00,11,00,11,0
0,0,0,0,00,0,15
0,0,10.0,062,0,0

80,000,001
0,63,0,0,85,64,0,255
192,0,175,192,0,239

192,22
174,192,0,170,1920
170,12
(8,910,128,0,10,64,85,
240,255,247,240,25
5,255,240,
253,244060.24_7,2405
175,266,112,175,26
,240,5,85
192,3,255,192,1,85,
192,0
0,0,0,00,0,00
10,0,0,10,0,0,100

0,10,0,0,10,0,0,10
0,0,10,0,05,0,0
,0,04,00,0,0
00000000
15,0,0,00,0,00
254,171,0,170,170,1
92,170,170
192,170,170,192,17
0,170,176,192
170.176,122.10.176,

192,10,1
192.2,176,1922,176
176,0,2,176,0,2,176,
217602176021
76

63,194,176,255,253,
112,192,255
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8S888883883838388883
5888888833838888

o B 58 888 8 B
8 8 ¥ 88 K88 R 3 S3333383388838888

8

S 8 83 888 8 8

B3

02 A0 00

FF 00 00

88888833338333838888888
£88833333383888888888
28888333838888888888

8 %
3 8
8 =2

240,0,0,0,0,0,0,15

00,0000,

19,0, U,0,0,Uf

1V U,U,U, U

0
0
0,0,0,0,00,0,0
0
0
0

0,0,0,00,00
00000000
0,0,00,00,0,0
0,0,00,000,0
0,0,0,0,0,0,0,15
192,0,21,80,0,63,24

0,
;3,240,0,59,240.0,1
2,42176,0,42,150,0.

00,000,000
0,0,0,1,00,7,0
40,15,0,42,173,0,42,
164

0,0,240,0,0,172,02
171,0,10,170,0,10,1

700
:2,250,0.171,2.5,17
21,172,15,63,176,25
563255

2550,0,000,02
2.2160.0.2.144.0.94.1

1
0,253,244,0,255,253
095
255,64,15,255,192,1
5,247,2
15,241,28,15,254,17
6,245,122
180,170,170,172,17

0,171,172,170
175,172,170,163,17

203,174
265,243,174,255,25

504,255,
255,0,0,0,00,02
0,0,0,0,00,0,0
0,0,0,0,00,0,0
0,0,0,0,00,0,0

0000,00,0,11
0000000

0,171,0,2,170,192,2,
170
191,2,186,169,2,142
,169,2

131 '2336%254.169'7

170,

191
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3C30 7AAAQA
3C38 ASFFFA

w
&
888
888
888

3082 TESTBT1
3082 TESTBT2
3082 SCOR1
3082 SCOR2
3C82 \I7INPRT

3082 S
3082 JY1
3082 JY2

PLOT
3082 CHROUT
BEGINING

8

3CB0 EO 08
3CB2 DO F6
sstarting positions
3CB4 A9 CO
3CB6 8D F8 07

A9 C1
3CBB 8D F9 07
3CBE A9 C2
3CCO 8D FA 07

A9 C3
3CC5 8D FB 07

A9 D9
3CCA 8D FC 07
3CCD A9 DA
3CCF 8D FD 07

A9 DB

DEFAULT

STA

122,170,154,90,175,
23490,
165,255,250,175,0,1
00,000,000

1V, U,U,U,U, 0,

0,0,0,0,2,0,0,10
180,255,202,183 25

5,106,183,253
171,247,95,106,247,
255,219,247
255,255,255,255,19

20,2550
0,0,0,0,00,0,0

3CD4 8D FE 07
3007 DC
3CD9 8D FF 07
3CDC A9 B4
3CDE 8D 05 DO
3CE1 8D 07 DO
3CE4 8D O
3CE7 8D
3CEA

S3R8UBBI2BKS
88 88 88 88 8888 88

g
ESEBE2S8858583883

RE888%8

3DIF A5 FC

8

W w
om

w

g
88253883888333883388388
ARBRRREERRTr88RRN88K82

Smove black
3054 AD 00 BC STIC2
29 10

88

g8

3
2

gas
289
883
29238

8

3

g

28
8

FOB4

R88

8
8
2583888
8

8

B

i B i

J

1
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msgmmmmassssssmggasRazsssessas

F

g 88
o
g

FORL2
FAL2

RES88R8=8 8%8
8888 8

83

<] 8
.

RESSERE8B RRAI
2
5

8888

-l—
(=]
b1

O mm
o
(3]
[
3

BREBR2SRBRIABIBRIBIK2LIK32
=)
o

[XYX)
mm
1)
=
=

w
Bk

PUNCH

BLOCK

8838382835838 383538B5BH8BS

[(AX2) W
mm mm

AD 01 DC FOB1

FOB2

8385838
X8 BEKK
(]

FORWD2
V+8

V+14

V+14
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3E17 ADOO DO
3E1A 18

3E1B  C9 2D

3E1D B0 03

3EIF  4C 6C 3E
3E22 A205  BACKWD
3E24 CE 00 DO BAL
3E27 CE 02 DO
3E2A CE 04 DO
3E20 CE 06 DO
3E30 CA

3E31 DOF1

3E33 EE FA 07
3E36 EE FA 07
3E39 4C 6C 3E
3E3C AD 08 DO FORW
3E3F 38

3E40 ED 00 DO
3E43 C9 14

3E45 B0 03

3E47 4C 6C 3E
3E4A  AD 00 DO FORL
34D 38

3E4E  C9 DC

3E50 90 03

3E52 4C 6C 3E
3E55 A205 FORWD
3E57 EE 00 DO FAL
3E5A EE 02 DO
3E5D EE 04 DO
3E60 EE 06 DO
3E63 CA

3664 DOF1

3E66 EE FA 07
3E69 EE FA 07
;collision checks

3E6C A264 ENLP
3E6E 20 BA 3F
3E71 AD1E DO
3E74 AA

3E75 29 12

3E77 C9 12

3E79 FO73

3E7B  8A EN
3E7C 29 48

3E7E  C9 48

3E80 FO 6C

3E82 BA

3E83 29 18

3E85 (€9 18

3E87 FO 65

3E89 BA

3EBA 29 42

3E8C C9 42

3E8E  FO 5E

3E90 A5 FB  ENO
3E92 A8

3E93 A9 CO

3E95 20 AE 3E
3E98 98

3E99 85 FB

3E9B  AS FC

3ESD A8

3E9E A9 D9

3EA0 20 CE 3E
3EA3 98

3EA4 85 FC

3EA6 A2 32

3EA8 20 BA 3F
3EAB 4G 18 3D

2042

#100
TIME
V+30
#18
#18
CoLL
#72
#72
COLL
#24
COLL
#66

COLL
TESTBT1

#192
GEN1

TESTBT1
TESTBT2

#217
GEN2

TESTBT2
#50

TIME
Jov2

193
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Eanimation subroutines

3EAE A200  GEN1
3EBO ?[8) F8 07 GN1

3EB4 69 01
3EB6 E8

3EB7 E0 04
3EB9 DO F5
3EBB A9 01
3EBD 85 FB
3EBF ADF8 07
3EC2 C9 CO
3EC4 FO 07
3EC6 C9 D5
3EC8 FO 03
3ECA 20 6A 40
3ECD 60 NOSND

3ECE A200 GEN?
3ED0 9D FC 07 GN2

18
3ED4 69 01
3ED6 E8
3ED7 EQ 04

@
3
8
3

07

2RJAR33=2

40

&®
T
VIB3IBBEB

g
g
Z
g

ne

F8 07 COLL

@
)% 8888 &8 S| S S
g

88 =

]
&
BRBRETBTEVEMMBRRARARARARBILEZSE53IZ53L83

ERERERSRASRIEET SER82R£Z328IH338

W W W
M ™|

3F40 A9 03

3F42 CD3F 03
3F45 FO 03

3F47 4G B4 3C JOF
3F4A A9 E8  BLWNS
3F4C  CD 3E 03
3F4F DO F6

3F51 4C E5 3F
3F54 ADFC 07 SC2
3F57 C9 DI

3F59 DO OD

3F5B ADF8 07
3FSE  C9 CO

3F60 DO 06

3F62 4C 90 3E
3F65 4C 90 3E SC4
3F68 AD FC 07 SC3
3F6B C9 D9

3F6D DO F6

3F6F ADF8 07
3F72 C9 CO

3F74 FO EF

3F76 20 44 40
3F79 A2 0A

3F7B  EE 08 DO BALC2
3F7E  EE 0A DO
3F81 EE OC DO
3F84 EE OE DO
3F87 CA

3r88 DO F1

3FBA A9 EE

3F8C 20 CE 3E
3F8F A9 CO

3F91 20 AE 3E
3F94 20 FC 3F
3F97 A2 FF

3F99 20 BA 3F
3F9C A2 FF

3F9E 20 BA3F
3FA1 A2 FF

3FA3 20 BA3F
3FA6 A9 03

3FA8 CD 3D 03
3FAB  F0 03

3FAD  4C B4 3C JDF2
3FB0 A9 E8  WHTWNS
3FB2 CD3C 03
3FB5 DO F6

3FB7 4C C3 3F
;time delay subroutine

3FBA AOFF  TIME
3FBC 88 LPY
3FBD DO FD

3FBF CA

3FCO DOF8

3FC2 60

#3
BLWNS
DEFAULT
#232
830

JOF
BLACKWINS
2044

#217

#192

TIME

#5
#11

PLOT

#0
TABLE2)Y
#0
WAITS
CHROUT
MSSG

1

[

_}

N

]

J 3 13 ]
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3FDA A900 WAITS
3FDC 85 C6

3FDE A5C6 WT
3FE0 FO FC

3FE2 4C 82 3C
3FES A2 05  BLACKWINS
3FE7 A0 OB

3FE9 18

3FEA 20 FO FF
3FED A0 00

3FEF B9 AC 45 BMSG
3FF2  C9 00

3FF4 FO E4

3FF6 20 D2 FF
3FF9 C8

3FFA DOF3

sscoring subroutines
3FFC 18 WHITESCOR
3FFD AD 3C 03
4000 69 64

4002 8D 3C 03
4005 AD3D 03
4008 69 00

400A 8D 3D 03
400D 4C 21 40
4010 18 BLACKSCOR
4011 AD 3E 03
4014 69 64

4016 8D 3E 03
4019 AD3F 03
401C 69 00

401E 8D 3F 03
4021 A208  SCORPLOT
4023 A0 22

4025 18

4026 20 FO FF
4029 AD 3D 03
402C AE 3C 03
402F 20 CD BD
4032 A2 0D

4034 A0 22

4036 18

4037 20 FO FF
403A ADJF 03
403D AE 3E 03
4040 20 CDBD
4043 60

;sound subroutines
4044 A9 OF  WACK
4046 8D 18 D4
4049 8D OC D4
404C A9 07

404E 8D OD D4
4051 A9 1C

4053 8D 08 D4
4056 A9 00

4058 8D 07 D4
4058 A9 81

4050 8D 0B D4
4060 A2 0A

4062 20 BA 3F
4065 A9 80

4067 8D 0B D4
406A A9 E1  SWISH
406C 8D 00 D4
406F A9 1E

4071 8D 01 D4

BEGINING
#5

#1
PLOT

#0
TABLE3Y

CHROUT
BMSG

The Source Code

4074 A9 4
4076 8D 05 D4
4079 A9 00
4078 8D 06 D4
407E A9 07
4080 8D 18 D4
4083 A9 81
4085 8D 04 D4
4088 A2 0A
408A 20 BA 3F
408D A9 80
408F 8D 04 D4
4092 60

4093 A200 SID
4095 A9 00
4097 9D 00 D4 CLRSD
409A E8

409B EO 18
408D DOF8
409F 60

\print background
40A0 A9 00  SCREEN
40A2 8D 21 DO
40A5 A9 OF
40A7 8D 20 DO
40AA A0 00
40AC BIDC40 T1
40AF 20 D2 FF
40B2 C8

40B3 DO F7
40B5 B9 DC41 T2
40B8 20 D2 FF
40BB C8

40BC DO F7
40BE BIDC42 T3
40C1 20 D2 FF
40C4 C8

40C5 DO F7
40C7 BIDC43 T4
40CA 20 D2 FF
40CD C8

40CE DO F7
40D0 B9 DC44 T5
40D3 F0 06
40D5 20 D2 FF
40D8 C8

40D9 DO F5
40DB 60 aQuir
40DC TABLE
40DC 93 20 12
40F6 20 20 20
4108 12 20 92
4123 20 20 20
4139 2092 20
4153 20 20 20
4169 20 92 20

ASC

§

T
TABLE+256,Y
CHROUT

T2
TABLE+512Y

CHROUT

T3
TABLE+768)Y
CHROUT

T4
TABLE+1024)Y
Quir

CHROUT

T5

%(ELR} &VS? {WH

~{1s SPACE} {OFF

A

>]£11 S E}{OFF
T (Oby 7%
w H7
)3
@Sg‘fﬂ{'ﬁ SA
}c&FF} {0l &{7 P

8& 9 SPACE
Fi{ A\} E9S

FF}£{2 SPA
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4183
4198
41B1
41C5

41E5

41F4
420E

4222
423D

424D
4267

4296
42AA

4263

420C

42F6

43M4
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20 20 20

20 92 20

20 20 20

20 92 20

12 05 20

20922
20 20 20

2092 20
20 20 20

20 20 92
20 D120

20 D120

=3
28
83

20 92 96

B7 B7 B7

2092 20
20 D1 20

20 92 GE

B7 B7 B7

20 92 96

D120 D1

ASC

ASC
AASC

ASC

ASC
ASC

ASC
ASC

ASC
.ASC

ASC

ASC

ASC

.ASC

ASC

ASC

.ASC

ASC
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41

44DD

44F7

4527

20 92 SE

20 20 20

20 92 1C

20 20 20

20 92 12
2020 20

20 98 20
2020 20

20 98B 20
20 20 20

20 98 20
20 20 20

20 92 20

20 20 20

20 92 20

20 20 20

20922

202020

92 20 12
20 20 20

TABLE2
9C 57 48

TABLE3
9C 42 4C

ASC

ASC

ASC

.ASC

ASC

ASC
ASC

ASC

ASC

.ASC

ASC

ASC

ASC

ASC
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Eagles and
Gators

Source code by Philip I. Nelson

0801 = $0801 084A E605  MOV2 INC  $05

; 084C DO 02 BNE MOV3
; assorted declarations 084E E6 06 INC  $06

; 0850 4C 36 08 MOV3 JMP - MOVi
0801 PRTCOL = $0286 ; execute at new location

0801 BUTN1 = $0367 0853 MOVDUN =

0801 BUTN2 = $036A 0853 40 MP  $4000
0801 MYRAS1 = $4A88 ;

0801 MYRAS2 = $4A89 ;

0801 GATSCR = $4ABA ; ; $4000 to $44ff

0801 EAGSCR = $4A8B ; main code starts here. this part

0801 RASTER = §D012 ; handles titie screen display and

0801 ENABLE = $D015 ; animation, instruction screen,

0801 YEXPAN = $D017 + skill level screen, and main

0801 VICIRQ = $D019 ; setup for game.

0801 XEXPAN = §D01D ;

0801 BORDER = §D020 4000 ‘= $4000
0801 BACKGR = $D021 ;

0801 JOY1 = $DC00 ; clear variable storage area

0801 Jov2 = $DCO1 4000 A9 3B LDA  #$3B
0801 TIMALO = $DCO4 4002 85 FB STA  $FB
0801 RESET = §FCE2 4004 A9 03 LDA #3
0801 CHROUT = $FFD2 4006 85 FC STA  $FC
0801 PLOT = $FFFO 4008 A0 BF LDY  #$BF
0801 SCNKEY = $FFOF 400A A900 CLRWR LDA #0
0801 GETIN = $FFE4 400C 91 FB STA  ($FB)Y
0801 UDTIM = §$FFEA 400E 88 DEY

s 400F DO F9 BNE CLRWAR
+ begin with false basic line ; clear sid chip - silence

; 50 you can load and run like basic 4011 A9 FF LDA  #8FF

; 4013 85 FB STA $FB
0801 18 08 00 BYT 2480,0,158 4015 A9 D3 LDA  #8D3
0806 32 30 37 ASC  “2076" 4017 85 FC STA  §FC
080B 8F 22 14 BYT 14334,20.202020 4019 A0 19 Loy #8319
0811 45 41 47 ASC  “EAGLES 401B A9 00 CLRSID LDA #0
0817 00 00 GO BYT 00000 4010 91 FB STA  ($FB)Y
; 401F 88 DEY

; relocate main program to $4000 4020 DOF9 BNE  CLRSID
) ; print title screen and prompts

081C A0 00 Loy #0 A9 93 LDA  #
081E A9 56 LDA  #856 4024 20 D2 FF JSR  CHROUT
0820 8503 STA  $03 4027 A9 00 LDA #0
0822 A9 08 LDA #8 4029 8D 20 DO STA  BORDER
0824 8504 STA  $04 402C 8D 21 DO STA  BACKGR
0826 A9 00 LDA #0 402F 18 CLC

0828 85 05 STA  $05 4030 A0 0B LDY  #$0B
082A A9 40 LDA  #8$40 4032 A2 05 LDX #5
082C 8506 STA  $06 4034 20 FO FF JSR  PLOT
082E A9 E3 LDA  #3E3 4037 A9 00 LDA  #0
0830 85 FB STA $FB 4039 85 FB STA  $FB
0832 A9 1C LDA  #$1C 4038 A9 45 LDA

0834 85 FC STA  $FC 403D 85 FC STA  $FC
0836 A503 MOV1 LDA $03 403F 20 AD 42 JSR  PRTIT
0838 E5 FB SBC $FB 4042 18 CLC

083A A5 04 $04 4043 A0 OC LDY  #$0C
083C E5 FC SBC $FC 4045 A2 08 LDX #8
083E BO 13 MOVDUN 4047 20 FO FF JSR  PLOT
0840 B103 LDA  ($03)Y 404A A9 14 LDA  #814
0842 9105 STA %S),Y 404C 85 FB STA $FB
0844 E6 03 INC 404E A9 45 LDA  #
0846 DO 02 BNE MOV2 4050 85 FC STA  §FC
0848 E6 04 INC  $04 4052 20 AD 42 JSR
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 relocate sprite shape data
; and set up sounds

4055 20 1E 43

4058

4059
4058
405D

-
-]

BERBRBBRS
B

!
é

SE35IR3R
/8

3538328
o

g

FEELEELEE
NEZRBRBBBB
g

S

g%
2

color

g
g
=
23

=8 7
ég

-REBEzARREEERE:
3IBBBTERBVIZLSH

<
R8TRZ 8 RBINIYR

EzRE:
8338 38
RSH

&

=

=
38

g8

40

* display pick-skilllevel screen

40AB A9 93 F PIKSKL

40AD 20 D2
4080 20 74 42
4083 20 6D 41
4086 18

4087 A0 11
40B9 A2 09
40BB 20 FO FF
40BE A9 4C
40C0 85 FB
4002 A9 45
4004 85 FC
4006 20 AD 42
40C9 18

40CA A0 14
40CC A2 0B
40CE 20 FO FF
40D1 A9 SE
40D3 85 FB
40D5 A9 45
4007 85 FC
40D9 20 AD 42

$59
INSTRU

#$4E
PIKSKL
ANITIT

g
SRBEBZRB

40EC
+ press 1-9 for skill or q to quit

; scan
40EF 9F FF KEY2
40F2 20 E4 FF

40F5 C9 00

40F7 FO F6

visit'q

40F9 (9 51

40FB DO 03

+ quit - jump to power-on reset
3 lower 1
4100 C931  KEY3

835
=3

; reject if higher than ‘9’
4107 C93A KEY4
4109 BO E4

410B 38

410C E9 30

, record skill level

410E 8D 3F 03

; Clear screen

4111 A9 93

4113 20 D2 FF
4116m90 00 00

; 00 begin game

4119 00 00 00

E-Eisplay instruction screen

411C A993 INSTRU
411E 20 D2 FF

4121 2074 42

4124 18

4125 A0 04

4127 A2 00

4129 20 FO FF

412C A9 7C

412E 85 FB

4130 A9 45

4132 85 FC

4134 A9 05

4136 85 FD

4138 A9 47

413A 85 FE

413C A0 00

413E B1FB  INSTR1
4140 20 D2 FF

4143 A5 FB

4145 C9FF

4147 90 02

4149 E6 FC

4148 E6 FB  NO1
414D A5 FB

414F C5 FD

4151 ASFC

4153 E5 FE

4155 90 E7

; wait for either joystick button
4157 00 00 00 INSTRMO
4154 AD67 03

JSR
JMP

#393
CHROUT
SETSID

MAINLOOP

B R

]

]
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415D C9 00 CMP  #0 41CD 8D 6D 03 STA  $036D
415F  FO 09 BEQ  INSTRDN 4100 8D 6F 03 STA  $036F
4161 ADG6A 03 LDA  BUTN2 ; gator vertical position shadows
4164 C9 00 CMP  #0 ; start at $0372. each gator begins
4166 F0 02 BEQ INSTRDN ; $0a pixels lower than the last.
4168 DO ED BNE  INSTRMO 41D3 A9 71 LDA #3871
; exit to pick-skill-level screen 41D5 85 FB STA $FB
416A 4C AB 40 INSTRDN JMP  PIKSKL 41D7 A9 32 LDA #8332
, 4109 85 FD STA §FD
- 41DB A0 08 LDY #8
; main setup for game 410D A5 FD  MSETS LDA $FD
; 41DF 91 FB STA  ($FB)Y
416D MAINSET = * 41E1 18 CLC

; gator shape pointer shadow reg's 41E2 69 0A ADC  #$0A
.are located at $0341-$0347. 41E4 85 FD STA  $FD
; use shapes $e4-$f1 41E6 88 DEY
416D A9 40 LDA #8340 41E7 DOF4 BNE  MSET5
416F 85 FB STA  §$FB ; eagle vertical position shadows
4171 A9 03 LDA #3 ; start at $037a. each one begins
4173 85 FC STA  $FC ; $0a pixels higher than the last.
4175 A9 E4 LDA  #$E4 41E9 A9 79 LDA  #879
4177 85 FD STA  $FD 41EB 85 FB STA $FB
4179 A0 08 LDY #8 41ED A9 E6 LDA  #3E6
417B ASFD  MSET1 LDA  $FD 41EF 85 FD STA  $FD
417D 91 FB STA )Y 41F1 A0 08 LDY #8
417F E6 FD INC 41F3 ASFD  MSET6 LDA $FD
4181 E6 FD INC $FD 41F5 91 FB STA  ($FB)Y
4183 88 DEY 41F7 38 SEC
4184 COO CPY #1 41F8 E9 OA SBC  #80A
4186 DO F3 BNE MSET1 41FA 85 FD STA  $FD

; gator color shadow registers 41FC 88 DEY
; are from $$0348$034 all 13, 41FD DO F4 BNE MSET6
4188 A9 EA LDA  #$EA ; eagle direction flags start at
418A 91 FB STA  ($FB)Y ;$0382 r direction flags
418C A0 08 LOY #8 ; start at for these,
418E A9 48 LDA  #348 ; 255=down, 1=up and 0=clamped.
4190 85 FB STA $FB ; creatures alternate directions
4192 A9 0D  MSET2 LDA  #$0D at beginning of game.
4194 91 FB STA  ($FB).Y 41FF A9 81 LDA  #881
4196 88 DEY 4201 85 FB STA $FB
4197 DOF9 BNE MSET2 4203 A0 10 LDY  #$10
; eagle shape pointer shadow reg’s 4205 A9FF  MSET7 LDA  #$FF
sare from $0351-$0357. 4207 91 FB STA  ($FB)Y
; use shapes $f2-$ff. 4209 88 DEY
4199 A9 50 LDA #8350 420A A9 01 LDA  #1
419B 85 FB $FB 420C 91 FB STA  ($FB)Y
418D A9 F2 LDA  #8F2 420E 88 DEY
419F 85 FD STA  $FD 420F DOF4 BNE MSET7
41A1 A0 08 LDY #8 + pointers to data areas
41A3 ASFD  MSET3 LDA $FD 4211 A9 82 LDA  #882
41A5 91 FB STA gFB).Y 4213 8D 92 03 STA  $0392
41A7 E6 FD INC D 4216 A9 8A LDA  #88A
41A9 E6 FD INC  $FD 4218 8D 94 03 STA  $0394
41AB 88 DEY 421B A9 72 LDA  #§72
41 COO1 CPY #1 421D 8D 96 03 STA  $0396
41AE DOF3 BNE MSET3 4220 A97A LDA  #§7A
; eagle color shadow registers 4222 8D 98 03 STA
; are from $0359-$0360. 4225 A9 03 LDA #3
4180 A9 F2 LDA  #§F2 4227 8D 93 03 STA  $0393
4182 91 FB STA  (§FB).Y 4227 8D 95 03 STA  $0395
41B4 A9 59 LDA  #859 422D 8D 97 03 STA  $0397
4186 85 FB STA $FB 4230 8D 99 03 STA  $0399
4188 A0 07 LDY #7 ; set horizontal postion for all
41BA A900  MSET4 LDA #0 ; sprites. these don't change
41BC 91 FB STA  ($FB)Y ; during the course of the game.
41BE 88 DEY 4233 A9 1E LDA  #$1E
41BF DO F9 BNE MSET4 4235 8D 00 DO STA  $D0C0O
41C1 A9 5B LDA  #§58 4238 A9 46 LDA  #346
41C3 8D 6C 03 STA  $036C 423A 8D 02 DO STA  $D002
41C6 A9 4E LDA  #$4E 423D A9 6E LDA  #$6E
41C8 8D 6E 03 STA  $036E 423F 8D 04 DO STA  $D004
41CB A9 03 LDA #3 4242 A9 96 LDA  #896
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4244 8D 06 DO STA
4247 A9 BE LDA
4249 8D 08 DO STA
424C A9 E6 LDA
424E 8D 0A DO STA
4251 A9 OF LDA
4253 8D 0C DO STA
4256 A9 37 LDA
4258 8D OE DO STA
; msb for horizontals

4258 A9 CO LDA
425D 8D 10 DO STA
, o vert or horizental expansion

4260 A9 00 LDA
4262 8D 17 DO STA
4265 8D 1D DO STA
; sid volume down low

4268 A9 01 LDA
426A 8D 18 D4 STA
426D EA NOP
; enable all sprites :

426E A9 FF LDA
4270 8D 15 DO STA
4273 60 RTS
; set up split screen effects

4274 INSINT =

, disable interrupts

4274 78 SEl

4275 A9 00 LDA
4277 8D OE DC STA
; divert irq vector at $0314/$0315

; to point to our code at $4a8c.

427A A9 8C LDA
427C 8D 14 03 STA
427F A9 4A LDA
4281 8D 15 03 STA
; top-of-screen split value

4284 A9 OF LDA
4286 8D 88 4A ) STA
, set split at screen line 150

4289 A9 96 LDA
4288 8D 89 4A STA
428E A9 00 LDA
4200 8DBA4A STA

4293 A9 03 LDA
At of strcampare reg off
; hi bit compare reg

4298 AD 11 DO LDA
4298 29 7F AND
423D 8D 11 DO STA
; set raster compare to 150

4270 AD 89 4A DA
42A3 8D 12 DO STA
, enable raster compare irq

42A6 A9 01 LDA
42A8 8D 1A DO STA
, enable interrupts

42AB 58 cLl

428C 60 RTS
 text output

42AD A000 PRTIT LDY
42AF B1FB  PTMOR LDA
42B1 C9 7E CMP
42B3 FO 07 BEQ
4285 20 D2 FF JSR
4288 C8 INY

42B9 4C AF 42 JMP

#88C
$0314

#84A
$0315

#$0F
MYRAS1

#8396
GATSCR
#3
EAGSCR
$Do1
#$7F
$0011
MYRAS2
$0012

#1
$D01A

CHROUT
PTMOR

428C 60 PRTDUN

move sprites for title screen
428D EE 01 DO MOVTIT

4200 A9 1E  SETTIT
42CF 8D 00 DO
A9 46

4204 8D 02 DO

A9 CO
4209 8D 10 DO
42DC A9 OF
42DE 8D 0C DO

A9 37
42E3 8D OE DO
42E6 A9 07
42E8 8D 27 DO
42EB 8D 2E DO
42EE A9 0D
42F0 8D 28 DO
42F3 8D 20 DO
42F6 c3

00  RELONE
RELMOR

om
ow

&

]
88388223

A"

RELDUN
fTeIoma all sprite shape data
; and set up sid chip for sounds

431E A9 08  SHPREL
4320 RSQFB

47
4324 85 FC

8
8
8

SB3MEI
&

g8
RBVEBS

RTS

(ﬁgﬁ) Y
D).Y

#8340
RELDUN
RELMOR

1

_)

]
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446F A9 3C

471 85 FE

473 20 10 43

; set up sid chip for sounds
4476 A9 OF

4478 8D 05 D4

4478 8D OC D4

447E 8D 13 D4

4481 A9 FO

4483 8D 06 D4

4486 8D 0D D4

4489 8D 14 D4

448C A9 3F

448E 8D 00 D4

4491 A9 18

4493 8D 01 D4

4496 A9 42

4498 8D 07 D4

4488 A9 06

449D 8D 08 D4

44A0 A9 OC

44A2 8D OE D4

44A5 A9 06

44A7 8D OF D4

44PA A9 15

44AC 8D 04 D4

44AF 8D 0B D4

4482 8D.12 D4

4485 A9 3F

44B7 8D 18 D4

44BA A9 F7

44BC 8D 17 D4

44BF A9 22

44C1 8D 16 D4
44C4 A9 OF

44C6 8D 15 D4

44C9 60
,managesoundeffectsforune
44CA  AD 3E 03 SNDTIT
44CD C9 2F

44CF  FO 04

44D1 EE 3E 03

44D4 60

44D5 A900  SNDTI2
44D7 8D 3E 03

44DA  EE 3F 03

44DD AD 3F 03

44E0 8D OE D4

44E3 CE 40 03

44E6 AD 40 03

44E9 8D 16 D4
44EC  AD 3F 03

44EF  C9 35

44F1 90 06

44F3 A9 18

44F5 8D 01 D4

44F8 60

44F9  AD 3F 03 SNDTI3
44FC 8D 01 D4

44FF 60

4500

; graphics data.

; the first part of this section
; contains data for the title,

; instruction, and pick-skill-level

; screens. the second part contains

202

; data for all the different sprite
; shapes used in the game.

4588
45C6
45D1
45DC
45E7
45F2
45FD

8E 08 9F
20 26 20
7E 00 00
00 00 00
49 4E 53
53 20 3F
59 92 20
50 49 43
4C 45 56
203920
20 12 51
49 54 TE
8D 00 00
7891 91
53 54 49
111178
20 20 20

11 n
32 20 46
539220
31 20 46
53 92 8D
20 59 4F
55 52 45
20 42 4F
11 20 50
12 46 49
4E 92 20
59 20 48
62 11 9D

119D7A
45 52 20
45 4 20
45 20 55

BYT
BYT
BYT
BYT
BYT
BYT
BYT
BYT
BYT
BYT
BYT
BYT
.BYT
BYT
.BYT
BYT
BYT

BYT
BYT
BYT
BYT
BYT
BYT
BYT
BYT
BYT
BYT
BYT
BYT
BYT

BYT
BYT
BYT
BYT

142,8,159,0,32,69,6
5,71,76,69,83
32.38 3271, % 84,7

9,62,83,32,1
126,0,00,00,00,00
0,0,0.0,0,159,87,65,
73.78,83,84,62,85,6

18,78,146,126,144
80,73,67,75,32,83,7
5,73,76,76,32
76,69,86,69,76,126,
40,32,49,32,99
32,57,32,41,126,158
,80,82,69,83,83
32,1881 ,1468,22.32.
73,84,126,144,18,11
9,17,157,32,17,157
157,0,0,32,32,32,14
6,99,105,17,157
123,145,145,80,76,8
5,71,32,74,79,89
83,84,73,67,75,833
2,73,78,46,46
17,17,123,145,157,1
,99,99,99,99,1
32,32,32,145,157,15
7 32,145 157,105,1

17 17,17,0,32,18,80,
79,82,
50,32,70,79,82,32,6

,65,71,76,

83,146.328,32,32,18.
49,32,70,79,82,32,7
1,65,84,79,82
83,146,141,17,0,32,
67,76,65,77,80
(;2.89,79.85,82.32.6

3,78,
18,70,73,82,69,32,6

6,8584,84,

78,146,32,87,72,69,
,32,84,72,69

89,32,72 73 84 32,7

3,84,105,17

98,17,157, 157 1099

2110 ,17,157,1574

17,157,122,141,145,
145,32,66,79,82,68
69,82,32,77,79,86,6
9,83,32,67,72

69,78,32,83,73,68,6

9,83,32,65,
69,32,85,78,69,81,8

g ]

)

N
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]
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4710
4718
47%
473

473
447
4752
475D
4768
473
4TIE
4789
4794
479F
47M
4785
4700
4708
4706
47E1

47EC
47F7

"1
49 47 48
54 20 54
4020 41
2020 20
54 20 43
11120
20 50 55
50 4F 4E
20 53 43
2020 20
20 46 49

4E 20 54

00 00 00
80 06 37
FF 30 00
00 FF 60
00 04 1E
OE 08 00
00 00 CC
3F 00 OF
00 FF CO
60 03 FE
3C 00 00
00 1E 00
18 00 00
0C 5A 30
00 00 FF
FF 60 00
00 3C 00
00 00 1E
00 3¢ 00
30 06 FF
FF 00 00
00 7E 00
0000 3C

5,65,76,141,159
17,17,32,328.22,77.7

;:3,7’1.7'2,8:1.32,79.8
84,32,84.79,32,67,7
9,78,84,82,

76,32,65,141,17,32,

32,32,32,68,73,70,7
0,69,82,69,78
84,32,67,82,69,65,8
4,85,82,69,141
17,17,32,325,87,73,

32,66,

32.70,73,82,69,32,6
6,85,84,84,79
78,32,84,79,32,66,6
971,73,78,146
0,0,00,3,128,0,15,1
92231
128,6,55,128,3,125,
128,1.255,160,0
255.48,0,127,224,0,
127.0,0,127,224
0,255,95,1,954,036
206,62
0,4.30,0,0,28,0,0,30,
14,80,15480,3,.224
01,128
8.2,12,0,0,30.0.0.62.
sé.o.14.1w§gz.azs
0,255,192,0,127,0,,
255,192,0.255
%6,3,254,0,6.124,0.0
60,0,0,60,0,0,60,00,
0,30,00,15,22403,
128,255,
24,0,0,60,00,60,04,
126,32
12,90,48,6,25598,3,
255,192,02
0,0,255,0,0,255,0,3,
255,192,6
255.96,0,126,0,0,12
40,0,124,0
0,60,00,60,00,600,
gjo,so,o,o.7,1za,o,o,
o.e’?.o.o,so.o.4.126,
«Zg,z'ss,es.s,zssn
255,0,0,255,0,3,255,
192,6.255,
0,126,0,0,126,0,0,12
0,0,60,0,0,60,0,0,60,

480D
4818

48DE

4869
48F4
48FF

4915

4978

18 00 00
00 00 3C
FF 60 03
00 FF 00
00 00 3E
3C 00 00
01 EO 00
7C 00 00
06 FF 00
00 06 FF
3E 00 00
00 38 00
00 FF 01
01 EC 60
00 07 FE
FF 00 00
0078 20
00 OC FO

00 00 00
00 OE 00

TETEFC

C7ETE3
EO 1E FF
00 00 00
00 00 00
00 78 7F

8E DB 71
E0 07 81
FF EO 3E
00 00 00
00 00 00
FF 99 FF

70 07 18
18 FO 07
1ETET78

The Source Code

BYT

BYT

BYT
BYT

BYT

BYT

23333

BYT
BYT
BYT

BYT

2333

BYT

233 33383833

00
24,0,0,24,0,247,0,24

10,060
-0,0,60,04,126,32,12

25596,3,256,192,0,
255,0,0,255,
0.255.0,3.22565,192.6,

255,96,0,1

8.0,62.0,0.62,0,0.60.
60,0,0,600,,6000,
1,224,0,0,0,48,00,1

20,
124,0,0,262,32,4,18
2,112,12,255,192
6.2535,0.3.255.0.0.25

0,6,255,0,0,127,192,
62,0,0,60,0,0,600,0,
0,56,00,120,0,7,240
01,192

0,285,1,192,0,3,240,

1.236.96,1,190,192,
5.55.128,12,255
o,7zosg,o.o.254.o.7.

2550,0,127,128,0,1
24,192,0,124.95
o,120.32.g.5s.o,o.12

0,12.240,0,7,1920,1
28,00

0,0,0,0,0,0,0,0,00,0
0,14,0,112,31,60,24
8,127,255,254,126
126,126,252,153,63,
52?24'247'“3'60'

199,231,227,7,195,2
24,3,195,192,7,231
224,30,255,120,14.6

48,0,0,0,

0,48,0,0,0,0
0,0,0,0,0,0,0,0,255,0
'g.o.o,o.o.o.o.o.o.o,a

0,120,127,189,254,2
5152.555,255.222,126

142,219,113,15,24,2
,3,24,192,7,
224,7,129,224,7,195
,224,3,255,192,7
255,224,62,60,124,2
8,0,56,0,0,0
0,0,0,0,0,0,255,0,00

0,00,00480,1225

255,153,255,223,25
5.251.30,60,120,14,
255

112,7,24,224,7,242
24,15,256,240,15
24,240,7,129,224,7,
255,224,7,255,224
30,126,120,62,0,124
32,0400

203
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4983 00 00 00
498E 00 00 00

4999 FE 3F DB
4974 99 EO OF

49AF 07 18 EO
49BA 70 3E 00
49C5 00 00 FF
4900 07 7C 00
49DB DB F8 06
49E6 OE 18 70
49F1  EO 03 81
49FC 00 18 3E
4A07 60 CO 00
4A12 00 7E 3F

4A1D 06 FF 60
4A28 70 OF DB
4A33 81 C0 03
4A3E  3F 00 FC
4p49 00 38 30
4A54 3F 81 FC

4ASF 60 03 7E
4A6A DB DO OC
4A75 03 FF CO
4A80 7C 33 00

4A8C

! this section contains all of the
; main game routines.

; interrupt handler.

; this code is initialized in the
; routine insint, which sets up
; the split-screen machinery.

4A8C 00 00 00

4A8F A2 02

» compare raster position to

; screen split point

4A91 00 00 00

4094 FO 07

; fudge a bit to minimize jitter
4A96 88

204

BYT

BYT
BYT

BYT
BYT
BYT
BYT
BYT

BYT

BYT
BYT

BYT
BYT
BYT
BYT
BYT
BYT

BYT
.BYT
BYT
BYT

Loy
LDX

CPY
BEQ

DEY

00,0,0,00,0,0,0,00
0.0,0,248,0.31 2540
127,127,129
754,63,219,252,31,6
0248,14,255,112,7
153,224,15,24,240,1
’15.2255,240.14,126.1

7,24,224,3,195,192,
14,255,224,14,126
112,62,0,124,34,0,6

80,000
0,0.253.0.0,0,192,0,

3,224,
7,124,0,62,127,129,
254,63,129,252,31
219,248,6,255,96,3,
60,192,7,153,224
14,24,112,15,255,24
0,12,255,48,7,60
224,3,129,192,3 255
,192,15,126,240,24
0,24,62,0,124,50,0,7

60,00
0,192,0,3,192,0,3,11

20,14,
0,126,63,129,252,31
.8129,248,31,195.24

6,255,96,3,126,192,
7,153,224,14.24
112,15,219,240,12,2

55,48,6,60,96,
129,192,3,255,192,1
4,126,224,28,0,56
63,0,252,49,0,140.4
8,0,12,255,28
0,56,48,0,12,56,0,28

620,
63,129,252,31,195,2
48,15,195,240,6,25

5
96,3,126,192,7,189,
24,1424 112,11
219,208,12,255,48,6
,60,96,3,129,192
3,266,192,7,126,224
,28,0,56,62,0
124,51,0,204,24,0,2
4,0,15,1500,3

$4ASC

RASTER
#2

MYRAS1
RASTA

4A97 00 00 00 CPY
4A9A FO 01 BEQ
4A9C CA DEX
; set border and background colors

; accordingly, depending on which
; zone you're in (upper or lower).

4ASD 00 FF FF RASTA LDA
4AA0 00 00 00 STA
4AA3 00 00 00 STA
; set raster for next compare.
; again, this depends on where you
; are currently.
4AA6 00 FF FF LDA
4AA9 00 00 00 STA
4AAC 00 00 00 LDA
4AAF 00 00 00 STA
; when x<>1 you're in the gator zone
4AB2 E0 01 CPX
4AB4 DO 06 ’ BNE
; hi-ho, hi-ho, to eaglesville we go...
4AB6 20 C8 4A JSR
4AB9 4C C2 4A JMP
4ABC 20 59 4B GATIRQ JSR
4ABF 00 00 00 JSR
; exit this interru pt
4AC2 68 ENDIRQ PLA
403 A8 T
4/C4 68 PLA
4AC5 AA TAX
4AC6 68 PLA
4C7 40 RTI
; we're above screen split.
, transfer eagle shadow registers
; into sprite control registers.
4AC8 AD 7A 03 EGLSTUF LDA
4ACB 01 DO STA
4ACE  AD 7B 03 LDA
4AD1 8D 03 DO STA
4AD4 AD7C 03 LDA
4AD7 8D 05 DO STA
4ADA AD 7D 03 LDA
4ADD 8D 07 DO STA
4AE0  AD 7E 03 LDA
4AE3 8D 09 DO STA
4pE6  AD 7F 03 LDA
4AE9 8D 0B DO STA
4AEC AD 80 03 LDA
4AEF 8D 0D DO STA
4AF2  AD 81 03 LDA
4AF5 8D OF DO STA
4AF8 AD 41 03 LDA
4AFB 8D F8 07 STA
4AFE  AD 42 03 LDA
4B01 8D F9 07 STA
4B04 AD 43 03 LDA
4B07 8D FA 07 STA
4B0A AD 44 03 LDA
480D 8D FB 07 STA
4810 AD 45 03 LDA
4813 8D FC 07 STA
4B16 AD 46 03 LDA
4B19 8D FD 07 STA
4B1C AD 47 03 LDA
4B1F 8D FE 07 STA
4B22 AD 48 03 LDA
4B25 8D FF 07 STA
4828 AD 49 03 LDA

MYRAS1
RASTA

GATSCR - 1,X
BACKGR
BORDER

MYRAST - 1X
RASTER
VICIRQ
VICIRQ

#1
GATIRQ

EGLSTUF
ENDIRQ

GTRSTUF
ubTIM

B0 R R
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4828 8D 27 DO STA  $D027 —

4B2E AD 4A 03 LDA  $034A ; clear sid chip and set it up

4B31 8D 28 DO STA  $D028 ; for main game sound effects.

4B34 AD 4B 03 LDA  $034B ;

4B37 8D 29 DO STA  $D029 4BEA SETSID = *
4B3A AD 4C 03 LDA  $034C 4BEA A0 00 LoY #0
4B3D 8D 2A DO STA  $D02A 4BEC A9 00 LDA #0
4B40 AD 4D 03 LDA  $034D 4BEE 85 FB STA  $FB
4843 8D 2B DO STA  $D028B 4BF0 A9 D4 LDA  #$D4
4B46 AD 4E 03 LDA  $034E 4BF2 85 FC STA  $FC
4B49 8D 2C DO STA  §D02C 4BF4 A9 00  SIDZERO LDA #0
4B4C AD 4F 03 LDA  $034F 4BF6 91 FB STA  ($FB).Y
4B4F 8D 2D DO STA  $D02D 4BF8 CO OF CPY  #$0OF
4B52 AD 50 03 LDA  $0350 4BFA  FO 04 BEQ  SIDDUN
4855 8D 2E DO STA  $D02E 4BFC C8 INY

4B58 60 RTS 4BFD 4C F4 4B JMP  SIDZERO
; 4C00 A9COF  SIDDUN LDA  #$0F
- 4C02 8D 18 D4 STA  $D418
; we're below screen split. 4C05 A9 00 LDA #0

; transfer gator shadow registers 4C07 8D 17 D4 STA  $D417
, into sprite control registers. 4C0A A9 60 LDA  #860
; 4C0C 8D 05 D4 STA  $D405
4B59 AD 72 03 GTRSTUF LDA  $0372 4COF A9 19 LDA  #$19
485C 8D 01 DO STA  $D001 4C11 8D 13 D4 STA  $D413
4B5F AD 73 03 LDA  $0373 4C14 A9 OF LDA  #$0F
4B62 8D 03 DO STA  $D003 4C16 8D 00 D4 STA

4B65 AD74 03 LDA  $0374 4C19 8D 07 D4 STA  $D407
4B68 8D 05 DO STA  $D005 4C1C 8D OE D4 STA  $D40E
4B6B AD 75 03 LDA  $0375 4C1IF A9 OF LDA  #$0F
4B6E 8D 07 DO STA  $D007 4C21 8D 01 D4 STA  $D401
4871 AD76 03 LDA  $0376 4C24 A9 4F LDA  #$4F
4B74 8D 09 DO STA  $D009 4C26 8D 08 D4 STA  $D408
4B77 AD77 03 LDA  $0377 4C29 A9 4F LDA  #$4F
4B7A 8D 0B DO STA  $D0OB 4C2B 8D OF D4 STA  $DAOF
4B7D AD78 03 LDA  $0378 4C2E A9 00 LDA #0
4B80 8D OD DO STA  $D00D 4C30 8D 04 D4 STA  $D404
4883 AD79 03 LDA  $0379 4C33 A9 00 LDA #0
4886 8D OF DO STA  $DOOF 4C35 8D 0B D4 STA  $D40B
4889 AD 51 03 LDA  $0351 4038 A9 00 LDA #0
4B8C 8D F8 07 STA  $07F8 4C3A 8D 12 D4 STA  $D412
4B8F AD 52 03 LDA  $0352 4C3D A9 00 LDA #0
4892 8D F9 07 STA  $07F9 4C3F 8D 06 D4 STA  $D406
4B95 AD 53 03 LDA  $0353 4C42 8D 0D D4 STA D
4898 8D FA 07 STA  $07FA 4C45 8D 14 D4 STA  $D414
4B9B AD 54 03 LDA  $0354 4C48 A9 60 LDA  #$60
4B9E 8D FB 07 STA  $07FB 4C4A 8D OC D4 STA  $D40C
4BA1  AD55 03 LDA 4C4D 60 RTS

4BA4 8D FC 07 STA  $07FC ;

4BA7 AD 56 03 LDA  $0356 —

4BAA 8D FD 07 STA  $07FD ; sound effects. called at various

4BAD AD 57 03 LDA  $0357 ; points in joystick rtn scnjoy.

4BB0 8D FE 07 STA  $07FE )

4BB3 AD 58 03 LDA  $0358 4CAE A9 60 SOUND1 LDA  #$60
4BB6 8D FF 07 STA  $07FF 4C50 8D 05 D4 STA  $D405
4BB9 AD 59 03 LDA  $0359 4C53 00 00 00 LDA  MYRAS2
4BBC 8D 27 DO STA  $D027 4056 4A LSR A
4BBF AD 5A 03 LDA  $035A 4C57 4A LSR A
4BC2 8D 28 DO STA  $D028 4058 4A LSR A
4BC5 AD 5B 03 LDA  $035B 4C59 85 FB STA  $FB
4BC8 8D 29 DO STA  $D029 4C5B A9 24 LDA  #$24
48CB AD 5C 03 LDA  $035C 4C5D E5 FB SBC $FB
4BCE 8D 2A DO STA  $D02A 4C5F 8D 01 D4 STA  $D401
4BD1 AD 5D 03 LDA  $035D 4C62 A9 60 LDA  #$60
48D4 8D 2B DO STA  $002B 4C64 8D 05 D4 STA  $D405
4BD7 AD 5E 03 LDA  $035E 4C67 A9 20 LDA  #$20
4BDA 8D 2C DO STA  $D02C 4C69 8D 04 D4 STA  $D404
4BDD AD 5F 03 LDA  $035F 4C6C A9 21 LDA  #$21
4BE0 8D 2D DO STA  $D02D 4C6E 8D 04 D4 STA  $D404
4BE3 AD 60 03 LDA  $0360 4C71 60 RTS

4BE6 8D 2E DO STA  $DO2E ;

4BE9 60 RTS 4C72 A9 60  SOUND2 LDA  #$60
; 4C74 8D OC D4 STA  $D40C

205
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4C77 00 00 00 LDA
4C7A 4A LSR
4C7B 4A LSR
4C7C 4A LSR
4C7D 8D 08 D4 STA
4C80 A9 80 LDA
4082 8D 0B D4 STA
4C85 A9 81 LDA
4C87 8D 0B D4 STA
4C8A 60 RTS
4C8B A9 2A  SOUND3 LDA
4C8D 8D 3C 03 STA
4C90 A9 10 LDA
4092 8D 12 D4 STA
4095 A9 15 LDA
4097 8D 12 D4 STA
4C9A RTS
4C9B A9 04  SOUND4 LDA
4C9D 8D 3C 03 STA
4CA0 A9 10 LDA
4CA2 8D 12 D4 STA
4CA5 A9 15 LDA
4CA7 8D 12 D4 STA
4CAA RTS
; an eagle has clamped on the border
4CAB EGLCLAMP =

; tum opponent’s background

; orange, make a sound effect,

; make the eagles thrash with joy,

; tum gators’ screen black again.

4CAB A9 09 LDA
4CAD 00 00 00 STA
4CB0 A5 FB LDA
4CB2 85 FD STA
4CB4 A5 FC LDA
4CB6 85 FE STA
4CB8 98 ™
4CB9 8D 3D 03 STA
4CBC A9 10 LDA
4CBE 8D 12 D4 STA
4CC1 A9 15 LDA
4CC3 8D 12 D4 STA
4CC6 A2 1F LDX
4CC8 A9 00 LDA
4CCA 8D OF D4 STA
4CCD 20 97 4D EWIGMOR  JSR
4CD0 8A TXA
4cD1 8D 3E 03 STA
4CD4 0A ASL
4CD5 0A ASL
4CD6 0A ASL
4CD7 0A ASL
4CD8 8D OF D4 STA
4CDB A0 12 LDY
4CDD 20 5B 4D JSR
4CE0 AD 3E 03 LDA
4CE3 AA TAX
4CE4 CA DEX
4CE5 DOE6 BNE
4CE7 AD 3D 03 LDA
4CEA A8 TAY
4CEB A5 FD LDA
4CED 85 FB STA
4CEF A5 FE LDA
4CF1 85 FC STA

$D412

4CF3 A9 EO LDA
4CF5 8D OF D4 STA
4CF8 A9 85 LDA
4CFA 8D 12 D4 STA
4CFD A9 00 LDA
4CFF 00 00 00 STA
4D02 60 RTS
; a gator has clamped on the border.
4D03 . GATCLAMP =

; tum eagles’ background

; erange, make a sound effect,

, make gators thrash with joy,

; tun eagles screen green again.

4D03 A9 09 LDA
4D05 00.00 00 STA
4D08 A5 FB LDA
4D0A 85 FD STA
4D0C A5 FC LDA
4DOE 85 FE STA
4D10 98 ™A
4D11 8D 3D 03 STA
4014 A9 10 LDA
4D16 8D 12 D4 STA
4D19 A9 15 LDA
4D1B 8D 12 D4 STA
4DIE A2 18 LDX
4D20 A9 08 LDA
4D22 8D OF D4 STA
4D25 20 75 4D GWIGMOR  JSR
4D28 8A TXA
4D29 8D 3E 03 STA
4D2C 0A ASL
4D2D 0A ASL
4D2E EA NOP
4D2F EA NOP
4D30 8D 08 D4 STA
4D33 A0 12 LDY
4D35 20 5B 4D JSR
4D38 AD 3E 03 LDA
4D3B AA TAX
4D3C CA DEX
4D3D DO E6 BNE
4D3F AD 3D 03 LDA
4D42 A8 TAY
4D43 A5 FD LDA
4D45 85 FB STA
4D47 A5 FE LDA
4D49 85 FC STA
4D4B A9 EO LDA
4D4D 8D OF D4 STA
4D50 A9 15 LDA
4D52 8D 12 D4 STA
4D55 A9 03 LDA
4D57 (00 00 00 STA
4D5A 60 RTS
; does what the name implies

4D58 CO00  DELAY CPY
4D5D FO 15 BEQ
4D5F CO 01 CPY
4D61 DO 03 BNE
4D63 4C 6F 4D JMP
4D66 88 DEL1 DEY
4D67 A2 C6 LDX
4069 CA DEL2 DEX
4D6A DO FD BNE
4D6C 88 DEY

$D408
#$12
DELAY
$033E

GWIGMOR
$033D

#0
DELS

DEL1
DEL3

#8C6
DEL2

-
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4D6D DO EC BNE
4D6F A2 C3  DEL3 LDX
4071 CA DEL4 DEX
4D72 DO FD BNE
4D74 DELS RTS

E:ycle all gator sprite shapes

4075 A9 41 GATWIGL LDA
4D77 85 FB STA
4D79 A9 03 LDA
4D78 85 FC STA
4D7D AD 00 Loy
4D7F B1FB  GATWIG2 LDA
4081 C9 F1 CMP
4D83 F0 08 BEQ
4085 18 CLC
4D86 69 01 ADC
4D88 91 FB STA
4DBA 4C 91 4D JMP
4D8D A9 E4  GATWIG3 LDA
4DBF 91 FB STA
4091 C8 GATWIG4 INY
4D92 CO 08 CPY
4D94 DO E9 BNE
4D%6 60 RTS

cycle all eagle sprite shapes

4097 A9 51  EGIWIGL LDA
4D99 85 FB STA
4D9B A9 03 LDA
4D9D 85 FC STA
4D9F A0 00 LoY
4DA1 B1FB  EGLWIG2 LDA
4DA3 C9 FF CcMP
4DA5 FO 08 BEQ
4DA7 18 CLC
4DA8 69 01 ADC
4DAA 91 FB STA
4DAC 4C B3 4D JMP
4DAF A9 F2  EGLWIG3 LDA
4DB1 91 FB STA
4DB3 C8 EGLWIG4 INY
4DB4 CO 08 CPY
4DB6 DO E9 BNE
4DB8 A0 08 LDY
4DBA EE 3C 03 EGLWIGS INC
4DBD AD 3C 03 LDA
4DCO 8D OF D4 STA
4DC3 88 DEY
40C4 DOF4 BNE
4DC6 60 RTS
; eagle border check. come here

; when you press eagle fire button.

, check if you're in clamping distance,

; handle cases where you're already

, clamped or where there’s a gator

; across the border from you.

40C7 EBORCHEK =
4DC7 AD 6C 03 LDA
4DCA 18 CLC
4DCB 69 29 ADC
4DCD 85 FB STA
4DCF AD 6D 03 LDA
4DD2 85 FC STA
4DD4 AD67 03 LDA

- The Source Code

4DD7 C9 00 CMP  #0
4DD9 DO 61 BNE  ECHKEXIT
4DDB A0 00 LDOY #0
4DDD B1 FB LDA  (3FB)Y
4DDF C9 00 CMP  #0
4DE1 FO 43 BEQ  EPUTBAK
4DE3 A5 FB LDA $FB
4DE5 38 SEC

4DE6 E9 10 SBC #8310
4DES 85 FB STA  §FB
4DEA A0 00 LDy #0
4DEC B1FB LDA  ($FB)Y
4DEE 18 CLC

4DEF 69 19 ADC #8319
4DF1 00 00 00 CMP  MYRAS2
4DF4 B0 03 BCS  ECLAMPIT
4DF6 4C 31 4E JMP  EREPUT
4DF9 20 AB 4C ECLAMPIT  JSR  EGLCLAMP
4DFC 00 00 €0 LDA  MYRAS2
4DFF 38 SEC

4E00 E9 17 SBC  #817
4E02 91 FB STA gFB),Y
4E04 A5 FB LDA B
4E06 18 CLC

4E07 69 10 ADC #8310
4E09 85 FB STA §FB
4E0B A9 00 LDA #0
4E0D 91 FB STA g;fs),v
4EQF A5 FB LDA $FB
4E11 18 CLC

4E12 69 08 ADC  #8
4E14- 85 FB STA ¢FB
4E16 B1FB LDA  ($FB)Y
4E18 €9 00 CMP  #0
4E1A  FO 03 BEQ ESTAT
4E1C  4C 3C 4E JMP  ECHKEXIT
4EIF A9 FF  ESTAT LDA  #8FF
4E21 91 FB STA  ($FB)Y
4E23 4C 3C 4E JMP  ECHKEXIT
4E26 ASFB  EPUTBAK LDA §FB
4E28 38 SEC

4E29 E9 10 SBC  #810
4E2B 85 FB STA $FB
4E2D A9 25 LDA  #§25
4E2F 91 FB STA gFB),Y
4E31 A5FB  EREPUT LDA B
4E33 18 CLC

4E34 69 10 ADC  #810
4E36 85 FB STA §FB
4E38 A9 01 LDA #1

4E3A 91 FB STA  ($FB)Y
4E3C 60 ECHKEXIT RTS

4E3D GBORCHEK = *

; handle gator border stuff. come here

; when you're pressing gator fire button.

; check if you're in clamping distance,

, handle cases where you're already

; clamped or there’s an eagle across

; the border from you.

4E3D AD 6E 03 LDA  $036E
4E40 18 CLC

4E41 69 41 ADC #8341
4E43 85 FB STA $FB
4E45 AD 6F 03 LDA  $036F
4E48 85 FC STA  $FC
4E4A  AD 6A 03 LDA  $036A
4E4D C9 00 CMP  #0
4E4F DO 61 BNE  GCHKEXIT
4E51 A0 00 LDY #0
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4E53 B1FB

4ES5 00

4E57 FO 43

4E59 A5 FB

4E5B 38

4E5C E9 10

4ES5E 85 FB

4E60 A0 00

4E62 B1FB

4E64 38

4E65 E9 08

4E67 00 00 00

4E6A 90 03

4E6C 4C A7 4E

4E6F 00 00 00 GCLAMPIT
4E72 18

4E73 69 05

4E75 91 FB

4E77 20 03 4D

4E7TA A5 FB

4E7C 18

4E7D 69 10

4E7F 85 FB

4E81 A9 00

4E83 91 FB

4E85 A5 FB

4E87 38

4E88 E9 08

4EBA 85 FB

4E8C B1 FB

4E8E  C9 00

4690 FO 03

4E92 4C B2 4E

4E95 A9 01  GSTAT
4E97 91 FB

4E99 4C B2 4E

4E9C A5 FB  GPUTBAK
4E9E 38

4E9F E9 10

4EA1 85 FB

4EA3 A9 F7

4EAS 91 FB

4EA7 A5 FB  GREPUT
4EA9 18

4EAA 69 10

4EAC 85 FB

4EAE A9 FF

4EB0 91 FB

4EB2 60 GCHKEXIT

5 control creature colors.
; make the creature currently

; under

control of the joystick

; flash colors.

4EB3
;. do
4EB3
4EB6
4EB8
4EBB
4EBD
4EBF

FLASHIT

AD 6C 03
85 FB
AD 6D 03
85 FC

eagles first

8

EFLA1

5238333383
SSSELB2ZTSS

LDA

-~ DDOVOC I —
SIG2RERS55353

#$FF
($FB)Y

#0
§$FB),Y
FB

4ED2 C9 59

4ED4 FO 0A

4ED6 C6 FB

4ED8 A5 FB

4EDA 8D 6C 03

4EDD 4C 07 4F

4EE0 A9 60  EFLA2
4EE2 85 FB

4EE4 8D 6C 03

4EE7 4C 07 4F

4EEA A0 Q0  EFLA3
4EEC A9 00

4EEE 91 FB

4EF0 A5 FB

4EF2 (9 60

4EF4  FO 0A

4EF6 E6 FB

4EF8 A5 FB

4EFA 8D 6C 03

4EFD 4C 07 4F

4F00 A959  EFLA4
4F02 85 FB

4F04 8D 6C 03

4F07 AD 70 03 EFLAS
4F0OA C9 11

4FOC DO 05

4FOE A9 OC

4F10 8D 70 03

4F13  EE 70 03 EFLA6
4F16 AD70 03

4F19 91 FB

; do same for gators
4F1B  AD 6E 03

4FIE 85 FB

4F20 AD6F 03

4F23 85 FC

4F25 AD64 03

4F28 C9 FF

4F2A  FO 06

4F2C C9 01

4F2E FO 22

4F30 DO 3D

4F32 A000  GFLA1
4F34 A9 0D

4F36 91 FB

4F38 A5 FB

4F3A (9 49

4F3C FO OA

4F3E C6 FB

4F40 A5 FB

4F42 8D 6E 03

4F45 4C 6F 4F

4F48 A9 50  GFLA2
4F4A 85 FB

4F4C 8D 6E 03

4F4F  4C 6F 4F

4F52 A0 00 GFLA3
4F54 A9 0D

4F56 91 FB

4F58 A5 FB

4F5A C9 50

4F5C FO OA

4F5E E6 FB

4F60 A5 FB

4F62 8D 6E 03

4F65 4C 6F 4F

4F68 A949  GFLA4
4F6A 85 FB

4F6C 8D 6E 03

4F6F AD 71 03 GFLAS
4F72 C9 09

4F74 DO 05
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The Source Code

4F76 A9 03 LDA #3 4FFD 38 SEC

4F78 8D 71 03 STA  $0371 4FFE  E9 41 SBC  #341
4F7B  EE 71 03 GFLAG INC  $0371 5000 85FB STA $FB
4FTE AD 71 03 LDA  $0371 §002 A9 0D LDA  #$0D
4F81 91 FB STA FB).Y 5004 91 FB STA ?FB),Y :
4F83 AD A8 03 LDA 5006 A5 FB LDA §FB !
4F86 FO 04 BEQ ECOL 5008 18 CLC

4F88 CE A8 03 DEC  $03A8 5009 69 41 ADC #3541 ’
4F8B 60 RTS 500B 85 FB STA  §FB

; ; color eagles black if moving 500D 4C F2 4F JMP  GCOL2
; or blue if clamped to border. : :
4F8C A9 03  ECOL LDA #3 -

4F8E 8D A8 03 STA  $03A8 ; move eagles up or down between

4F91 A9 82 LDA  #$82 ; screen split and top of screen.

4F93 85 FB STA §FB ;

4F95 A9 03 LDA #3 5010 EGLMOVE = "

4F97 85 FC - STA  $FC 5010 A9 82 LDA #8682
4F99 A0 00 LOY #0 5012 85FB STA  §FB
4F9B B1FB  ECOL1 LDA  (§FB)Y 5014 A9 03 LDA #3
4F3D C9 00 CMP  #0 5016 85 FC STA  §FC
4F9F DO 1A BNE ECOL3 5018 A9 72 LDA  #§72
4FA1 A5 FB LDA $FB 501A 85 FD STA  $FD
4FA3 38 SEC 501C A9 03 LDA #3
4FA4  E9 29 SBC  #$29 S01E 85 FE STA  $FE
4FA6 85 FB STA  §FB ; do all 8 eagles

4FA8 A9 06 LDA #6 A0 00 LoY #0
4FAA 91 FB STA gFB).Y ; check eagle’s direction

4FAC A5 FB LDA B BI FB  EUDCHK LDA  ($FB)Y
4FAE 18 CLC is it moving down

4FAF 69 29 ADC #8329 4 C9 CMP  #8FF
4FB1 85 FB STA §FB 5026 FO 06 BEQ EMVDN
4FB3 C007  ECOL2 CPY #7 + is it moving up

4FB5 FO0 19 BEQ GCOL 5028 C9 01 CMP  #1
4FB7 C8 INY §02A F0 26 BEQ EMVUP
4FB8 4C 9B 4F JMP  ECOL1 » guess it's clamped- next one

4FBB ASFB  ECOL3 LDA $FB §02C DO 1B BNE EMWLL
4FBD 38 SEC 502E B1FD EMVDN LDA  ($FD)Y
4FBE E9 29 SBC  #$29 5030 18 CLC

4FCO 85 FB STA $FB 5031 69 17 ADC #8317
4FC2 A9 00 LDA #0 ; will eagle hit lower border of

4FC4 91 FB STA gFB).Y , its zone if it moves down

4FC6 A5 FB LDA &FB 5033 00 00 00 CMP  MYRAS2
4FC8 18 CLC 5036 B0 0A BCS  EDNHIT
4FC9 69 29 ADC  #829 ; ok to move. add cne to vertical

4FCB 85 FB STA $FB ; position for this eagle

4FCD 4C B3 4F JMP  ECOL2 5038 B1FD LDA  ($FD)Y
; color gators light green if moving 503A 18 CLC

; or white if clamped to border. 5038 69 01 ADC  #1
4FD0 A98A  GCOL LDA  #$8A 5030 91 FD STA  ($FD)Y
4FD2 85 FB STA  $FB 503F 4C 49 50 JMP  EMWALL
4FD4 A9 03 LDA #3 , ; hit border. make sound effect

4FD6 85 FC STA  $FC 5042 20 C2 50 EDNHIT JSR  EBRDSND
4FD8 A0 G0 LoY #0 ; reverse direction flag. 1=up

4FDA B1FB  GCOL1 LDA ($FB)Y 5045 A9 01 LDA #1
4FDC C9 00 CMP  #0 5047 91 FB STA  ($FB).Y
4FDE DO 1B BNE GCOL3 5049 C007 EMWALL CPY #7
4FE0 A5 FB LDA $FB 504B FO 04 BEQ EMWOUT
4FE2 38 SEC 504D C8 INY

4FE3 " E9 41 SBC  #%$41 S504E 4C 22 50 JMP  EUDCHK
4FE5 85 FB STA  $FB 5051 60 EMVOUT RTS

4FE7 A9 01 LDA #1 ; ; eagle is moving up. check upper

4FE9 91 FB STA gFB).Y ; boundary

4FEB A5 FB LDA B 5052 BIFD  EMVUP LDA (SFD%
4FED 18 CLC 5054 C9 1E CMP  #$1
4FEE 69 41 ADC #8341 5056 90 OA BCC EUPHIT
4FF0 85 FB STA  $FB ; ok to move up one pixel.

4FF2 C007  GCOL2 CPY #7 5058 B1FD LDA ($FD)Y
4FF4 FO 04 BEQ  GCOLOUT 505A 38 SEC

4FF6  C8 INY 5058 E9 01 SBC  #1
4FF7 4C DA 4F JMP  GCOL1 505D 91 FD STA  (§FD)Y
4FFA 60 GCOLOUT RTS 505F 4C 49 50 JMP  EMWALL
4FFB ASFB  GCOL3 LDA $FB ; hit upper border. reverse direction

209
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5062 A9 FF  EUPHIT LDA
STA

5066 4C 49 50 JVP
; move gators up or down between

; screen split and bottom of screen
5069 GATMOVE =
5069 A9 8A LDA
506B 85 FB STA
506D A9 03 LDA
506F 85 FC STA
5071 A9 7A LDA
5073 85 FD STA
5075 A9 03 LDA
5077 85 FE STA
; do all eight gators

5079 A0 00 LDY
; check gator’s direction

5078 B1 FB  GUDCHK LDA
, is it moving down

507D CO9 FF CMP
507F FO 06 BEQ
; is it moving up .

5081 (9 01 CMP
5083 FO 1F BEQ
; it's clamped

5085 DO 14 BNE
; will gator hit bottom of screen

 if it moves down

5087 B1FD GMVDN LDA
5089 C9 FB CMP
5088 B0 OA BCS
; ok to move down. add cne to vertical
; position for this gator.

508D B1FD LDA
508F 18 CLC
5090 69 01 ADC
5092 91 FD STA
5094 4C 9B 50 JMP

+ hit bottom. reverse direction.
5097 A901  GDNHIT LDA

5099 91 FB STA
5098 CO07 GMWALL CPY
509D FO 04 BEQ
509F C8 INY

50A0 4C 7B 50 JMP
50A3 60 GMVOUT RTS
; gator is moving up. check if it

; has hit screen split yet.

50A B1FD GMWUP LDA
50A6 38 SEC
50A7 E9 06 SBC
50A9 00 00 00 CMR
50AC 90 0A BCC
; ok to move up. subtract one from

, vertical position for this gator.

S0AE B1FD LDA
5080 38 SEC
50B1 E9 01 SBC
5083 91 FD STA
50B5 4C 9B 50 JMP

, hit screen border. make sound effect.
5088 20 D7 50 GUPHIT JSR
, reverse direction flag. 255=down.

5088 A9 FF L0A
508D 91 FB STA
50BF 4C 9B 50 VP
*'sound of eagle hitting border

210

&oy
EM\O)\.LL

($FB)Y
#$FF
GMVDN
#1
GMVUP
GMWALL
($FD),Y
#$FB
GDNHIT

($FD)Y

#1
($FD),Y
GMWALL

#1
(3FB).Y
#7
GMVOUT
GUDCHK

($FD).Y
#6

MYRAS2
GUPHIT

($FD)Y
#1
($FD).Y
GMVALL
GBRDSND

#IFF
G

50C2 A9 10  EBRDSND LDA
50C4 8D OC D4 STA
50C7 A9 45 LDA
50C9 8D 08 D4 STA
50CC A9 80 LDA
50CE 8D 0B D4 STA
50D1 A9 81 LDA
50D3 8D 0B D4 STA
50D6 60 RTS
; sound of gator hitting border

5007 A924 GBRDSND  LDA
5009 8D 05 D4 STA
50DC A9 2F LDA
S0DE 8D 01 D4 STA
S50E1 A9 10 LDA
50E3 8D 04 D4 STA
50E6 A9 11 LDA
S0E8 8D 04 D4 STA
S0EB RTS

* scan both joysticks, store
; direction and button values, and
;sgandle joystick-related sound effects.

EC 00 00 00 SCNJOY LDA
SOEF A0 00 Loy
SO0F1 A2 00 LDX
50F3 4A LSR
50F4 BO 01 BCS
50F6 88 DEY
50F7 4A SCNJ02 LSR
50F8 B0 01 BCS'
50FA C8 INY
50FB 4A SCNJO3 LSR
50FC B0 01 BCS
SOFE CA DEX
S0FF 4A SCNJO4 LSR
5100 B0 01 BCS
5102 E8 INX
5103 4A SCNJOS LSR
5104 8E 66 03 STX
5107 2A ROL
5108 29 01 AND
510A 8D 68 03 STA
$16D 00 00 00 LDA
5110 A0 00 Loy
5112 A200 LDX
5114 4A LSR
5115 B0 01 BCS
5117 88 DEY
5118 4A SCNJ0S LSR
5119 B0 01 BCS
5118 C8 INY
511C 4A SCNJO7 LSR
511D B0 01 BCS
511F CA DEX
5120 4A SCNJO8 LSR
5121 B0 01 BCS

123 E8 INX
5124 4A SCNJO9 LSR
5125 8E 69 03 STX

128 2A ROL
5129 29 01 AND
512B 8D 6B 03 STA
512E  AD 68 03 LDA
5131 C9 00 Ccmp
5133 DO 11 BNE
5135 AD 67 03 LDA
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; ; pushing border on each side.

; move border up or down accordingly,

a!ong with all clamped creatures.

; check if either side has won.
51E7 HUZAHED =
51E7 A9 82 LDA
51E9 85 FB STA
51EB A9 03 LDA
S51ED 85 FC STA
S1EF A9 00 LDA
51F1 8D 9A 03 STA
51F4 A0 00 Loy
51F6 B1FB  ECONT LDA
51F8 C9 00 CMP
§51FA D003 BNE
S51FC EE 9A 03 INC
51FF C007 ECONTALL  CPY
5201 FO 04 BEQ
5203 C8 INY
5204 4C F6 51 JMP
5207 A9 8A  GCONT LDA
5209 85FB STA
520B A9 03 LDA
520D 85 FC STA
520F A9 00 LDA
5211 8D 9B 03 STA
5214 A0 00 Loy
5216 B1 FB  GCONT1 LDA
5218 (9 00 CcMP
521A D003 BNE
521C EE 9B 03 INC
§21F C007 GCONTALL  CPY
5221 FO04 BEQ
5223 C8 INY
5224 4C 16 52 JMP
; compare number of creatures
; pushing on both sides.
5227 AD 9B 03 HUMORE LDA
§522A CD9A 03 CMP
5220 90 6D BCC
, if sides are equal, don't move border.
522F FO 6A BEQ
; gators are pushing border upward.
; check if they've won yet.
5231 GWINCHK =
5231 00 00 00 LDA
5234 C9 3E CMP
5236 D003 BNE
5238 4C 8B 53 JMP

» haven't won, move border up a line.
5238 38 UPSPLIT SEC

523C E9 01 SBC
§23E 00 00 00 STA
; move clamped eagles upward

; along with border.

5241 A9 82 LDA
5243 85 FB STA
5245 A9 03 LDA
5247 85 FC STA
5249 A0 00 LoY
524B Bl FB  UPEGL LDA
524D C9 00 CMP
§524F DO 15 BNE
5251 A5 FB LDA
5253 38 SEC
5254 E9 10 SBC
5256 85 FB STA

#7
HUMORE
GCONT1

$0398
$039A
EWINCHK
HUZDUN

MYRAS2

UPSPLIT
GATWON

211
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5258 B1FB LDA
525A 38 SEC
5258 E9 01 SBC
525D 91 FB STA
525F A5 FB LDA
5261 18 CLC
5262 69 10 ADC
5264 85 FB STA

5266 C007  UPEGALL CPY
5268 F0 04 BEQ
526A C8 INY

526B 4C 4B 52 JMP
; move clamped gators upward

; along with border

526E A9 8A PGAT LDA
5270 85 FB STA
5272 A9 03 LDA
5274 85 FC STA
5276 A0 00 LDY
5278 B1FB  UPGAT1 LDA
527TA C9 00 CmP
§27C DO 15 BNE
527E A5 FB LDA
5280 38 SEC
5281 E9 10 SBC
5283 85 FB STA
5285 B1FB LDA
5287 38 SEC
5288 E9 01 SBC
528A 91 FB STA
528C A5 FB LDA
528E 18 CLC
528F 69 10 ADC
5291 85 FB STA
5293 C007  UPGTALL CPY
5295 FO 04 BEQ
5297 C8 INY

5298 4C 78 52 JMP

8
5298 60 HUZDUN RTS

E-e_agles are pushing the border
; down. see if they've won yet.

5290 EWINCHK =
00 00 00 L

529C DA
529F C9 E8 CMP
52A1 D003 BNE
52A3 4C 07 53 JMP

, eagles haven't won yet. move
, the border down one line.
18 DNSPLIT CLC

§52A7 69 01 ADC
§2A9 00 00 00 STA
; move clamped eagles downward

; along with border

52AC A9 82 LDA
52AE 85 FB STA
5280 A9 03 LDA
52B2 85 FC STA
52B4 A0 00 LDY
5286 B1 FB  DNEAG LDA
5288 (€9 00 CMP
52BA D0 15 BNE
52BC A5 FB LDA
52BE 38 SEC
52BF E9 10 SBC
52C1 85 FB STA
52C3 B1FB LDA
525 18 CLC
5206 69 01 ADC
52C8 91 FB STA

($FB).Y
#1
ng),v
FB
#810
$FB
#7
UPGAT
UPEGL
#88A
$FB
#3
$FC
#0
($FB).Y
#0
UPGTALL
$FB
#810
$FB
($FB).Y

#1
gFB),Y
FB
#810
$FB
#1
HUZDUN
UPGAT1

MYRAS2
#$E8

DNSPLIT
EGLWON

52CA A5 FB LDA
52CC 18 CLC
52CD 69 10 ADC
52CF 85 FB STA
5201 C007  DNEAG1 CPY
5203 FO 04 BEQ
5205 C8 INY
5206 4C B6 52 JMP
; move clamped gators downward

; along with the border.

52D9 A9 8A  DNGAT LDA
52DB 85 FB STA
520D A9 03 LDA
52DF 85 FC STA
52E1 A0 00 LoY
52E3 B1FB  DNGAT1 LDA
52E5 (€9 00 CMP
5267 DO 15 BNE
5269 A5 FB LDA
52EB 38 SEC
52EC E9 10 SBC
52EE 85 FB STA
52F0 B1 FB LDA
52F2 18 CLC
52F3 69 01 ADC
52F5 91 FB STA
52F7 A5 FB LDA
52F9 18 CLC
52FA 69 10 ADC
52FC 85 FB STA
62FE C0 07  DNGATALL  CPY
5300 FO 04 BEQ
5302 C8 INY

5303 4C E3 52 J
5306 60 XDNSPL RTS

, eagles have won. clear screen,

; make expanded eagle move down

; the screen, do sound effects.

5307 EGLWON =
5307 A9 60 LDA
5309 8D OC D4 STA
530C 8D 05 D4 STA
530F A9 00 LDA
5311 8D 5C 03 STA
5314 A9 20 LDA
5316 8D 75 03 STA
5319 A9 FF LDA
5318 8D 85 03 STA
531E A9 FA LDA
5320 00 00 00 STA
5323 A9 08 LDA
5325 00 00 00 STA
5328 A9 08 LDA
532A 00 00 00 STA
5320 00 00 00 STA
5330 A9 5C LDA
5332 8D AF 03 STA
5335 A9 10  EGLWN1 LDA
5337 8D 04 D4 STA
533A A9 15 LDA
533C 8D 04 D4 STA
533F AD3D 03 LDA
5342 8D OF D4 STA
5345 AD75 03 LDA
5348 8D 01 D4 STA
§34B 20 97 4D JSR
534E 20 10 50 JSR
6351 20 10 50 JSR
5354 A0 40 Loy

$FB
#310
$FB
#7
DNGAT
DNEAG
#38A
$FB
#3
$FC
#0
(§FB),Y
#0
DNGATALL
$FB
#310
$FB
(§FB).Y

#1
gFB),Y
FB
#8$10
$FB
#7
XDNSPL
DNGAT1
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5356 20 5B 4D JSR  DELAY 53F9 AD 3D 03 LDA  $033D
5359 AD AF 03 LDA 53FC DO 06 BNE  GATWON4
535C €9 01 CMP  #1 S3FE  CE 3D 03 DEC  $033D
535€ FO 06 BEQ  EGLWIN2 5401 4C F4 53 JMP  GATWON3
5360 CE AF 03 DEC 5404 A900 GATWON4 LDA #0
5363 4C 35 53 JMP  EGLWN1 5406 00 00 00 STA  YEXPAN
5366 A9 00  EGLWIN2 LDA #0 5409 00 00 00 STA  XEXPAN
5368 00 00 GO STA  ENABLE H ended with gator victory.
536B A9 FF LDA  #$FF , pick skill level for next game.
536D 8D 3D 03 STA  $033D 00 00 JMP  PIKSKL
5370 AOFF  EGLWIN3 LDY  #$FF :
5372 20 5B 4D JSR  DELAY :
5375 AD3D 03 LDA  $033D :
5378 DO 06 BNE  EGLWIN4 ; main game loop
537A CE 3D 03 DEC  $033D ;
537D 4C 70 53 JMP  EGLWIN3 ;
, sprites back to normal size ;

A9 00  EGLWIN4 LDA #0 540F MAINLOOP = *
5382 00 00 00 STA  YEXPAN 540F AC 3F 03 LDY  $033F
5385 00 G0 00 STA  XEXPAN 5412 A9 0A LDA  #$0A
; game ended with eagle victory. 5414 8D 3F 03 STA  $033F
, pick skill level for next game, 5417  CE 3F 03 LOOPt DEC  $033F
5388 00 00 GO0 JMP  PIKSKL 541A 88 DEY
: 541B DO FA BNE  LOOP1
— 541D AD A0 03 LOOP2 LDA
; gators have won. make sound effect 5420 (C9 3C CMP  #$3C
; while expanded gator moves from 5422 FO 06 BEQ  LOOP3
; bottom to tep of screen. 5424 EE A0 03 INC
; 5427 4C 3B 54 JVMP  LOOP4
5388 GATWON = * 542A 20 EC 50 LOOP3 JSR  SCNJOY
5388 A9 15 LDA  #§15 5420 20 C7 4D JSR  EBORCHEK
538D 8D 13 D4 STA  $D413 5430 20 3D 4E JSR  GBORCHEK
5330 8D 05 D4 STA  $D405 5433 20 B3 4E JSR  FLASHIT
5393 A9 0D LDA  #80D 5436 A9 00 LDA #0
5395 8D 4C 03 STA  $034C 5438 8D A0 03 STA  $03A0
5398 A9 EO LDA  #8E0 5438 AD A1 03 LOOP4 LDA  $03A1
539A 8D 7D 03 STA  $037D 543E C9 OF CMP  #$0F
533D A9 01 LDA #1 5440 FO 06 BEQ  LOOP5
539F 8D 8D 03 STA  $038D 5442 EE A1 03 INC  $03A1
53A2 A9 1C LDA  #$1C 5445 4C 53 54 JMP  LOOP6
53A4 00 00 00 STA  MYRAS2 5448 20 10 50 LOOP5 JSR  EGLMOVE
53A7 A9 08 LDA #8 5448 20 69 50 JSR  GATMOVE
53A9 00 00 00 STA  ENABLE S544E A9 00 LDA #0
53AC A9 08 LDA #8 5450 8D A1 03 STA  $03A1
53AE 00 00 00 STA  XEXPAN 5453 AD A2 03 LOOP6 LDA  $03A2
5381 00 GO 00 STA  YEXPAN 5456 C9 1E CMP  #$1E
5384 A9 5C LDA  #§5C 5458 FO 06 BEQ  LOOP7
5386 8D AF 03 STA  $03AF 545A EE A2 03 INC
5389 A9 10  GATWONI{ LDA  #§10 545D 4C 6B 54 JMP  LOOP8
5388 8D 12 D4 STA  $D412 5460 20 75 4D LOOP7 JSR  GATWIGL
53BE A9 15 LDA  #§15 5463 20 97 4D JSR EGLWIGL
53C0 8D 12 D4 STA  §D412 5466 A9 00 LDA #0
53C3 AD 3D 03 LDA  $033D 5468 8D A2 03 STA  $03A2
53C6 8D 01 D4 STA  $D401 5468 AD A3 03 LOOP8 LDA  $03A3
53C9 AD 7D 03 LDA  $037D 546E C9 FF CMP  #3FF
53CC 8D OF D4 STA  $D4OF 5470 FO 06 BEQ  LOOP9
53CF 2075 4D JSR  GATWIGL 5472 EE A3 03 INC  $03A3
5302 20 69 50 JSR  GATMOVE 5475 4C 80 54 JMP  LOOP10
5305 20 69 50 JSR  GATMOVE 5478 20 E7 51 LOOP9 JSR  HUZAHED
5308 A0 40 LDY  #$40 547B A9 00 LDA #0
53DA 20 5B 4D JSR  DELAY 547D 8D A3 03 STA  $03A3
530D AD AF 03 LDA 5480 AE 3F 03 LOOP10 LDX  $033F
53E0 C9 01 CMP  #1 5483 A0 18  LOOP11 LOY #$18
§3E2 -FO 06 BEQ  GATWON2 5485 88 LOOP12 DEY
53E4 CE AF 03 DEC 5486 DO FD BNE LOOP12
63E7 4C B9 53 JMP  GATWON1 5488 CA DEX
G3EA A9C00 GATWON2 LDA #0 5489 DO F8 BNE  LOOP11
63EC 00 00 00 STA  ENABLE 5488 4C 1D 54 JMP  LOOP2
53EF A9 FF LDA  #8FF
53F1 8D 3D 03 STA  $033D
53F4 AOFF  GATWON3  LDY #$FF
53F6 20 5B 4D JSR  DELAY
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How to Type In
Programs

In order to make it as easy as possible to type in the programs
in this book, we’ve included two program-entry aids written in
BASIC: “The Automatic Proofreader”” and “MLX.” To assist
you in understanding how to enter these programs, COM-
PUTE! has established the following listing conventions.

Generally, BASIC program listings like the one for MLX
contain words within braces which spell out any special char-
acters: {DOWN} means to press the cursor-down key; {5
SPACES} means to press the space bar five times.

To indicate that a key should be shifted (pressed while
you're holding down the SHIFT key), the key is underlined in
our listings. For example, S means to type the S key while
holding down the SHIFT key. This will appear on your screen
as a heart symbol. If you find an underlined key enclosed in
braces—for example, {10 N}—you should type the key as
many times as indicated. In that case, you would enter ten
shifted N’s. If a key is enclosed in special brackets, [<>], you
should hold down the Commodore key while pressing the key
inside the special brackets. (The Commodore key is the key in
the lower left corner of the keyboard.) Again, if the key is pre-
ceded by a number, you should press the key as many times
as indicated; for example, [<9@>] means to type Commodore-
@ nine times.

Refer to the following table when entering cursor- and
color-control keys:
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Keyboard Conventions

When You
Read: Press: See:

ey [T [cmon
{HOME})
w5 [T
{DOWN} E@j
neer) [s|[—cror—
{RIGHT} — cT@.i:]

B8

1]

H

[=cs~] N

{RVS} ar|[ s | [
{OFF} ][0 ] W
{BLK) [em ][ 1]
{WHT) cau][ 2 | [@
epy  [CTRU][ 3]
(CYN) [+ ]
(PUR} cr][ s | ¥
ey [(RL[ 6]
(8L} CTRL
{YEL} CTRL

218

When You

Read:
k13
k23
k33
E43
Es3
Eel
k73
ks3
{ F1}
{F2}
{F3}
{H}
{F5}
{ F6 }
{F7}
{8}

b
]
@
»
3

[@]
JE
]

[o]

g8
2l|g
3|8
EIE

§||8||8

SR

HAEIE
BRRRRRnR

[=)
[=]
2
2
=]

DOR

DEREEERE

mE 5§ 1§
i I I IS ONRE0RAD ¢

H
=
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The Automatic
Proofreader

Philip 1. Nelson

“The Automatic Proofreader’’ helps you type in
program listings_for the Commodore 64 and 128,
and prevents nearly every kind of typing mistake.

Type in the “Proofreader” exactly as listed. Since the program
can’t check itself, type carefully to avoid mistakes. Don’t omit
any lines, even if they contain unfamiliar commands. After
you've finished, save a copy or two on disk or tape before
running it. This is important because the Proofreader erases
the BASIC portion of itself when you run it, leaving only the
machine language portion in memory.

Next, type RUN and press RETURN. After announcing
which computer it’s running on, the Proofreader displays the
message Proofreader Active. Now you're ready to type in a
BASIC program.

Two Letters

Every time you finish typing a line and press RETURN, the
Proofreader displays a two-letter checksum in the upper left
corner of the screen. Compare this result with the two-letter
checksum printed to the left of the line in the program listing.

The one program in this book that can be used in con-
junction with the Proofreader is “MLX: Machine Language
Entry Program,” which is found in Chapter 2. Make sure
you use the Proofreader to type in MLX, since it is vital
that you have the latter program entered correctly. If
there is an error in MLX, you will not be able to type in
any of the seven machine language games in this book.

If the letters match, it’s almost certain the line was typed
correctly. If the letters don’t match, check for your mistake
and correct the line.
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What It Does, What It Doesn’t ,

The Proofreader ignores spaces not enclosed in quotation marks,
so you can omit or add spaces between keywords and still see
a matching checksum. However, since spaces inside quotation
marks are almost always significant, the Proofreader pays at-
tention to them. For example, 10 PRINT“THIS IS BASIC”
generates a different checksum than does 10 PRINT“THIS
ISBA  SIC”.

A common typing error is transposition—typing two
successive characters in the wrong order, like PIRNT instead
of PRINT or 64378 instead of 64738. The Proofreader is sensi-
tive to the position of each character within the line and thus
catches transposition errors.

The Proofreader does not accept keyword abbreviations
(for example, ? instead of PRINT). If you prefer to use abbrevia-
tions, you can still check the line by LISTing it after typing it in,
moving the cursor back to the line, and pressing RETURN.
LISTing the line substitutes the full keyword for the abbrevia-
tion and allows the Proofreader to work properly. The same
technique works for rechecking programs you’ve already typed
in.

If you're using the Proofreader on the Commodore 128,
do not perform any GRAPHIC commands while the Proofreader is
active. When you perform a command like GRAPHIC 1, the
computer moves everything at the start of BASIC program
space—including the Proofreader—to another memory area,
causing the Proofreader to crash. The same thing happens if
you run any program with a GRAPHIC command while the
Proofreader is in memory.

Though the Proofreader doesn’t interfere with other
BASIC operations, it’s a good idea to disable it before running
another program. However, the Proofreader is purposely diffi-
cult to dislodge: It's not affected by tape or disk operations, or
by pressing RUN/STOP-RESTORE. The simplest way to dis-
able it is to turn the computer off, then on. A gentler method
is to SYS to the computer’s built-in reset routine (SYS 65341
for the 128; 64738 for the 64). These reset routines erase any
program in memory, so be sure to save the program you're
typing in before entering the SYS command.

If you own a Commodore 64, you may already have won-
dered whether the Proofreader works with other programming
utilities like “MetaBASIC.” The answer is, generally, yes, if
you're using a 64 and activate the Proofreader after installing the
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Appendix B

other utility. For example, first load and activate MetaBASIC;
then load and run the Proofreader.

When using the Proofreader with another utility, you
should disable both programs before running a BASIC pro-
gram. While the Proofreader seems unaffected by most utili-
ties, there’s no way to promise that it will work with any and

~ every combination of utilities you might want to use. The

more utilities activated, the more fragile the system becomes.

The Automatic Proofreader
Read Appendix A before entering this program.

18 VEC=PEEK(772)+256*PEEK(7273) :L0=43:HI=44

2@ PRINT"{CLR}{WHT}AUTOMATIC PROOFREADER FOR ";:IF
VEC=42364 THEN PRINT "“C-64"

3¢ IF VEC=5@556 THEN PRINT "VIC-20{BLU}"

4@ IF VEC=35158 THEN GRAPHIC CLR:PRINT "PLUS/4 & 1
6"

5@ IF VEC=17165 THEN LO=45:HI=46 :GRAPHIC CLR:PRINT
"128{WHT}"

60 SA=(PEEK(LO)+256*PEEK(HI))+6 :ADR=SA

78 FOR J=@ TO 166:READ BYT:POKE ADR,BYT:ADR=ADR+1:
CHK=CHK+BYT :NEXT

8¢ IF CHK<>2@578 THEN PRINT "*ERROR* CHECK TYPING
{SPACE}IN DATA STATEMENTS" :END

99 FOR J=1 TO 5:READ RF,LF,HF:RS=SA+RF:HB=INT(RS/2
56) : LB=RS-(256*HB)

109 CHK=CHK+RF+LF+HF:POKE SA+LF,LB:POKE SA+HF,HB:N
EXT

110 IF CHK<>22054 THEN PRINT "*ERROR* RELOAD PROGR
AM AND CHECK FINAL LINE":END

120 POKE SA+149,PEEK(772):POKE SA+150,PEEK(773)

130 IF VEC=17165 THEN POKE SA+14,22:POKE SA+18,23:
POKESA+29, 224 : POKESA+139,224

149 PRINT CHRS$(147);CHRS$(17);"PROOFREADER ACTIVE":
SYS SA

150 POKE HI,PEEK(HI)+1:POKE (P?EEK(LO)+256*PEEK(HI)
)-1,0:NEW

160 DATA 120,169,73,141,4,3,169,3,141,5,3

170 DATA 88,96,165,20,133,167,165,21,133,168,169

18¢ DATA ©,141,9,255,162,31,181,199,157,227,3

199 DATA 202,16,248,169,19,32,214,255,169,18,32

200 DATA 21¢,255,164,0,132,180,132,176,136,230,180

210 DATA 200,185,0,2,240,46,201,34,208,8,72

220 DATA 165,176,73,255,133,176,194,72,201,32,208

239 DATA 7,165,176,208,3,104,208,226,104,166,180

240 DATA 24,165,167,121,0,2,133,167,165,168,105

250 DATA @,133,168,202,208,239,240,202,165,167,69

260 DATA 168,72,41,15,168,185,211,3,32,218,255
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270
280
290
300
310

222

DATA 104,74,74,74,74,168,185,211,3,32,210
DATA 255,162,31,189,227,3,149,199,202,16,248
DATA 169,146,32,214,255,76,86,137,65,66,67
‘DATA 68,69,70,71,72,74,75,77,80,81,82,83,88
DATA 13,2,7,167,31,32,151,116,117,151,128,129,
167,136,137
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To order your copy of COMPUTE!’s More Machine Lan-
guage Games for the Commodore 64 Disk, call our toll-free
US order line: 1-800-346-6767 (in NY 212-887-8525) or send
your prepaid order to:

COMPUTE!'s More Machine Language Games
for the Commodore 64 Disk

COMPUTE! Publications

P.O. Box 5038

F.D.R. Station

New York, NY 10150

All orders must be prepaid (check, charge, or money order). NC
residents add 5% sales tax. NY residents add 8.25% sales tax.

Send ____ copies of COMPUTE!l's More Machine Language
Games for the Commodore 64 Disk at §12.95 per copy.
(947BDSK)

Subtotal $

Shipping and Handling: $2.00/disk $
Sales tax (if applicable) $

Total payment enclosed $

o Payment enclosed
o Charge o Visa o MasterCard o American Express

Acct. No. Exp. Date —
Name

Address

City State Zip

Please allow 4-5 weeks for delivery.
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